
Unit 3, Lesson 3: Take Control of Your Rocket Ship!  
 
Lesson Intro:  

Theme of the Day 

Today students will build codes that give them control of their ship to turn the project 
into a game. This game will help teach the ship how to move around asteroids in 
space. They will modify the numbers in the code to change how the ship is controlled 
and make decisions to improve the game. 

 
Learning Objectives  Concepts (Social & Cross Curriculum)  

● Students can create code that 
controls for their ship’s 
movements. 

● Students can adjust their codes to 
make their ship easier to control.  

● Feedback 
● Game Design 

 
Vocabulary Guiding Questions  

● Game Controls 
● Game Design 
● Bug 
● Debugging  

 

● How can I use code to control my 
ship’s movements?  

● What are the best controls to move 
the rocketship?  

 
Resources  

● Computers 
● Scratch access and logins  
● Take Control of your Ship! guide 
● Space Bucks  
● CIC On-Ramp 3.3  
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Lesson Procedure: 

Explore (15 min) 

Don’t Forget: Have computers loaded with Scratch and logins for students.  

Mini-lesson:  
For today’s exploration, students will have a chance to explore and play on Scratch a 
bit more on their own. The only requirement for this exploration is that students create 
a new project and save/share it at the end titled, “Explore.” 
 
Have students sign on to their Scratch accounts and create a new project. Quickly 
remind students about some of the blocks that they have learned to give them a jump 
start in their exploration. Remind students that the “event” blocks such as the Green 
Flag and the Space Bar make characters begin their movements. Meanwhile, the 
“motion” and “look” blocks allow characters to do different things.  
 
They can also create code that changes backgrounds and characters’ costumes. Ask 
students if they could create code that makes something happen when two sprites 
interact using conditional statements.  
 
Encourage them to explore new ways to control the movement of a sprite. What are 
the different ways they get it to move when the flag is clicked?  
 
Allow time at the end to quickly share out some great discoveries!  
 
Give out Space Bucks to students who are being creative and independent.  

 
Teacher-Guided Learning (10 min) 

Don’t Forget: Have the Take Control of your Ship! guide ready for students.  

Mini-lesson:  
Share with students that today they will be taking control of their ship by inserting 
code that lets them use the keys on the keyboard to steer it. This will allow them to 
dodge the asteroids coming up in future lessons. Students will first build a new code 
that creates game controls for their ship. The arrows on the keyboard will become 
the first way they code the control of the ship.  
 
Before students begin, lead a discussion about game design and a gamer’s 
experience. Questions could include:  
 
Which controls do you think are going to make your game work best? 
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What is an example of a game you played where the controls didn’t work or you felt it 
was impossible to play? How did that make you feel as a player?  
 
Have you ever played a game that was way too easy? How did that make you feel as 
a player?  
 
Explain to students that they will be using their game design skills. They will be 
choosing which controls make the best gaming experience between the arrow keys 
and “WASD” keys. Encourage them to work with partners to find the best number and 
key combinations that make the ship easiest to use.  
 
Game controls are a big part of game design. Game designers have to make sure the 
game can be played using the controls and code they have set up. If the controls do 
not work in a game or if the game is impossible to beat, that is the sign of a poorly 
designed game.  
 
Next, walk students through the Take Control of your Ship! guide as much as you feel 
is needed before they work on their own games. Make sure to point out the two bugs 
that they will need to fix and go over the concept of debugging. Debugging means 
fixing a mistake in the code. Explain to students that debugging is a key part of being 
a coder and that it is important to review their codes and look for mistakes to fix.  
 
Tell students that getting feedback and ideas from other game designers is a great 
way to test their games along the way. Their games do not need to be the same as 
anyone else’s even if they are working with a partner.  
 
Once students are finished with the code, they should test the game. Students should 
find a friend who can test their controls. Tell students to use the feedback they are 
given to make their game better. This is a great opportunity to pair up with another 
designer and share ideas and thoughts! 
 
Give out Space Bucks to students who demonstrate good communication skills during 
the discussion and who are staying on task.  

 
Partner/Team Practice (20 min) 

Don’t Forget: Have the “Take Control of your Ship!” guide ready for students. 

Mini-lesson:  
Explain to students that they will be using the Take Control of Your Ship! guide to 
create controls for their rocket ship. Remind them to follow the directions carefully and 
ask a friend if they run into a problem and need assistance.  
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While students are working, circulate to see how they are following directions and how 
they have changed the conditional statements.  
 
Remember: 

a)  If they change code so much that the ship is not working, they will need to 
debug it. One tip for debugging is that they can always just re-enter the number 
and key values from the sheet and they will be back on track. 

b) If students have been gone or are new to class, they can remix “CIC On-Ramp 
3.3” and will be caught up on code from the previous lessons.  

 
Give out Space Bucks to students who are on task. 

 
 Reflect/Connect (5 min) 

Don’t Forget: N/A 

Mini-lesson:  
Gather the students together to share and discuss the following question:  
 
What were the best keys to use for ship control and why?  
 
Give out Space Bucks for good communication skills during the discussion. 
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Models:  
 

Take Control of your Ship! Guide 
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