
Unit 3, Lesson 7: Fuel up!  
 
Lesson Intro:  

Theme of the Day 

Today students will create code that makes the fuel in the game regenerate 
automatically. This will help improve the gamer experience. 

 
Learning Objectives  Concepts (Social & Cross Curriculum)  

● Students can create a code that 
makes the fuel move and reappear 
automatically. 

● Students can adjust the speed at 
which their fuel disappears and 
reappears to give their games the 
correct level of difficulty.  

● Game Design  
● Feedback  
● Automacy  

 
 

 
Vocabulary Guiding Questions  

● Reappear  
● Automatic  

 

● How does the fuel appearing 
automatically make the game 
better for the player?  

● What is the right speed for the fuel 
to reappear and why?  

 
Resources  

● Blazing Asteroid items for the game  
● Fuel Up! Guide 
● Computers 
● Scratch access and logins  
● Space Bucks 
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Lesson Procedure: 
Camp Fire (15 min) 

Don’t Forget: Have a Blazing Asteroid item for each group.  

Mini-lesson:  
Today students will play a game called Blazing Asteroid, which is similar to the game, 
Hot Potato. Students will play the game several times and change one of the rules to 
see how it affects the game.  
 
How the game works:  

1. Divide the class into small groups and give a brief summary of how the game, 
Hot Potato, works. 

2. Each group gets one “blazing asteroid” (aka potato) item to pass around the 
circle. This can be any item that you have. 

3. Announce a category (that most everyone is familiar with) to the class and then 
say “GO!” 

4. In order to pass the asteroid to the next student in the circle, you must say a 
word that fits into the category:  

 
For example:  

● Category: Animals                Words: Giraffe, Lion, etc.  
● Category: Cereal                  Words: Cornflakes, Cheerios, Wheaties, etc.  

 
If a student cannot think of a word in five seconds, or their word does not belong in 
the category, they are out and they must sit down. The round is over when there is 
one student left or two minutes have passed. If multiple students are still standing, 
they are all winners. 
 
Ask students: Can you think of any other rules or variations that would make the 
game more entertaining? Difficult? Easier? What would be some great rules for 
younger students?  
 
Give out Space Bucks for cooperation and having a positive attitude.  

 
Teacher-Guided Learning (10 min) 

Don’t Forget: Have the Fuel Up! Guide sheet ready for students. 

Mini-lesson:  
Today students are going to build code that will make the fuel reappear without the 
player having to push the spacebar.  
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Students have been making fuel reappear with the spacebar, but now it will happen 
automatically. Automatically means that something happens without having to tell it 
to happen. Many computers and robotics are coded to do things automatically so they 
are easier to use or more effective. For example, an alarm clock runs automatically to 
wake someone up in the morning.  
 
Students will build the code to make the fuel reappear automatically using the Fuel 
Up! Guide. Students will also begin experimenting with how fast or slow they think the 
fuel should move around the screen. Remind students that if the fuel disappears and 
regenerates too quickly, the fuel might be impossible to catch. If it reappears too 
slowly, it might be too easy.  
 
If students finish with the fuel code, there is a Bonus Code section on the Fuel Up! 
Guide. Explain that a game designer’s choice in music can impact how much the 
player will enjoy playing the game. Tell students that they can make the choice of 
whether or not to have music, and that the music they choose is very important, too!  
 
Just like in the previous lessons, it is important that they seek out opportunities to 
receive and give feedback on their games from fellow game designers. This feedback 
will help them make sure that their games are enjoyable and playable!  
 
Guide students through as much of the Fuel Up! Guide as you see fit.  

 
Partner/Team Practice (20 min) 

Don’t Forget: Have the Fuel Up! Guide ready for students. 

Mini-lesson:  
Explain to students that they will use the Fuel Up! Guide to make their fuel 
automatically reappear. Remind them to follow the directions carefully and to ask a 
friend if they run into a problem or need assistance.  
 
While students are working, circulate to see how they are following directions. 
Encourage them to ask other students what numbers they used in their code 
(variable) to make the fuel automatically reappear. 
 
Remind students that if they finish early, they can add music to their game by 
following the Bonus Code on the Fuel Up! Guide.  
 
Remember: 

a) If students have been gone or are new to the class, they can remix “CIC 
On-Ramp 3.7” and will be caught up on code from previous lessons.  
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b) Remind students that after they finish, they should look for other game 
designers who are also done so they can test each other’s games and give 
feedback for improvement. 

c) Remind students to debug their code if it is not working.  
 
Give out Space Bucks for independence, communication, and creativity.  

 
 Reflect/Connect (5 min) 

Don’t Forget: NA 

Mini-lesson:  
Gather the students to reflect on their games and today's code. Have students share 
how the day’s work went.  
 
Ask your students the following questions: 
What were some things you noticed about the game that you might want to change in 
upcoming sessions? What was the best feedback you gave someone today?  
 
Give Space Bucks for good communication skills.  
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Models: 
 

Fuel Up! Guide 
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