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STEP 1
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STEP 2

You now need to design the racing track. Make sure you click STAGE before you design it. Make
the start and finish line different colours.
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You will need to make sure your car fits inside the track!
STEP 3

You need to choose action blocks to make your racing car move. Make sure you are clicked on
your racing car sprite!!

when uparrow » key pressed when left arrow *  key pressed

move o steps turn %) e degrees

when down arrow ¥  key pressed when right arrow v  key pressed
turn O @ degrees

When you press the Green Flag to start the car needs to be in the starting position.

when clicked

point in direction @




STEP 4

If your racing car goes off the track it must be sent back to the start!

when clicked

forever

if touching color O ? _then

CEVM Bad Luck! Miels o seconds
point in direction @
oo @ v @

STEP S

Add a timer to your racing car. You will need to use the Sensing blocks.
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When the car gets to the finish line you need to display the lap time and say, ‘Well done!’

STEP 6
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EXTENSION «A

Making the racing car change costume when it crashes:

Copy the car costume and edit it to draw an Edit your code to add in the change of
explosion. costumes.

when clicked

switch costume to costumel =

point in direction @

when clicked
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switch costume to costume2 v

CEVA Bad Luck! Biels o seconds
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Adding Lives:

Create a variable to hold the number of | Edit your code to add in the code to manage lives:
lives:

Variables when clicked

switch costume to costumel

set Lives + to 6
point in direction @

Make a Variable
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when clicked
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