
BACKGROUND

• Students should be familiar with graphing points on all four quadrants of the coordinate plane. 
For students who need additional review, remind them that the coordinate plane consists of 
perpendicular x- and y-axes, and that points can be found by counting units along each axis. 
For example, the point (5, –7) is found by counting 5 units to the right (because it’s positive) 
along the x-axis and 7 units down (because it’s negative) along the y-axis.

• Teachers should be familiar with coding in Scratch. Ideally, students have coded in Scratch 
too. If not, plan on giving students around 30 minutes to experiment and get familiar with the 
Scratch interface before beginning the activity. For students who need additional support, 
consider modifying this activity by creating a maze puzzle that isn’t finished (for example, the 
sprite is too big and can go through walls). Then have students remix the existing puzzle and 
turn it into a working maze.

DIRECTIONS

1. Show students a completed maze puzzle in Scratch. A sprite (e.g. a cat, dot, or image) begins 
at the start of a maze. The user can move it up, down, left, or right using their keyboard. The 
goal is to get the sprite to the end of the maze without touching any of the maze’s walls.

2. Give students 45–90 minutes to create a maze of their own. One possible solution for creating 
a maze is given below. The table on the next two pages walks through one possible way to 
build a maze.
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ONE POSSIBLE SOLUTION

Step 1: 
Create 4-directional movement.

Have the student build 4-directional 
movement for the scratch block 
using event blocks. When a user 
presses the up, down, left, or right 
arrows, the x- and y-coordinates 
should change accordingly.

Step 2: 
Upload a maze.

Upload a maze as the backdrop. 
Students can search online for 
mazes to use, or they can design 
one themselves.
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Step 3: 
Make the player start 
at a starting position.

Ensure that when users click the flag 
that begins the script that they start 
at the correct position in the maze.

Step 4: 
Create collision code.

Use a color-sensing block that 
recognizes when the user touches 
the edge of the maze (when it’s 
black). Create a forever loop to 
contain the block, and place the 
block in an if statement. If users 
touch a maze edge, they should go 
back to the starting position.

Step 5: 
Create an ending condition.

Designate a spot at the end of the 
maze that is a different color and 
indicates that the user has completed 
the maze. Make the cat say “You Win!” 
using a say block.

Step 6: 
Playtest and iterate.

Make sure all the code works!
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