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<+ Variables click zns paddleA, paddleB, ball, directionY . derectionX
@ces variables emen osin.

ball =
directionX =
directionY =
paddleA =

paddleB *

On start block drag =0 & me set paddleA wo set paddleB drag =d
@BIB).

Game ng @A create sprite at block &= paddleA @» paddleB drag
0 OBIB.

paddleA @0 paddleB eom a88 diumen wonsim.

set paddleA + to create sprite at x: o y: °
set paddleB »+ to create sprite at x: o y: o

set ball block &=z drag =6 & ngO create sprite at block &z drag
6 68 X eowe wewn () 80 4 ¢:30s random e¢owzm w1 Y wew 0
@waesI B,
Set directionY o set directionX block e¢mes drag 6 gowsy swn 82
wmen OB,

& meO pause (ms) block &= drag =3 500ms maziz.

set direction¥ * to o
set directionX + to pick random ° to o
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On button A pressed block &=z drag =06 & me if block &ze2 drag
DOOBIB).

& ned > cnos e8» block &=z drag moosi».

&8 08 vm paddleA x esv ¢cxpen om0 0 EAIecsm.

paddleA change o paddleB change block e¢m= drag =0 &8 evwsy
BH® 838 LBWEIOBIB.

on button A * pressed

if paddleA * x

paddleA + change x v by o

paddle + change x v by o

®

On button B pressed block @z=zf drag =6 & ne if block &2z drag
WO 2Ry Bwn 888 BMEHOBIB).

» & ngd= paddleA change @0 paddleB change block e¢z= drag
DOOBID.

% 08 gowst sun 888 BweIesID,

on button B * pressed

if paddleA = X w L w o

paddleA * change x v hyo

paddleB » change x v byo




< oun 85O O E00 2 O» i O» Bedw ym Beso & wewos forever
block &z ewicrn@,.

%+ ball sprite 8@z’ X ©0 Y Ocows! 00588 wew swn o8 code
@WIEBID.

forever
ball + change x + by directionX »

ball *+ change y v by directiony ¥

ball sprite &z paddleA ew»d paddleB ;92 82 bouncing ¢= 8¢8@
wewr e edge O o 80 8edm» e¢w BEErens if else block
S 0l WOsTD.

Ball change X by block &z drag =6 ball &= ¢0 Bedn ddwmed
80 eDmeBw wyr Ben & wew vun 88 evwsy Cah e¢iD.

Ball change Y by block &= drag =6 & e@ewn -1 & can ecsi.

is ball + touching paddlen = or v is ball + touching paddleB +

ball + change x * by directionX + x * o

ball + change y hyo

» & ne® set direction Y escem -1 set direction es¢wo -1 15 ¢mo
random gow=s cabecsIs.
B0¢ @ woannd 1Bz 18 BB ewewo change score by block &=z
drag @6 ¢ow ecw | cahecsis.

set directionY + to o
set directionX * to pick random e to o
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< &8 else emnoeed ball sprite &2 edges O oy 80 O e¢w
Bt »IE,.
g o8 ww sug edge wew if else if block == drag moosi».
If @20 Condition @ece ball Y <= 0 ecew @@» & set directionY es¢wo
aow | ecws set directionX es¢wo -15 15 @6 random gowzs
CheLHID.

if ball v y w

set directionY = to o
set directionX * to pick random e ito o

sue edge demf Oem 8O game over O aend J@ else if emded
Condition eces ball Y >= 4 aces ca» & ball set blink geow 12
@wWEsIB.

e mfec 2 pause S0 ww game over e esBBO sws 88 block
@weEID.

else if ball = y -

ball + set blink =+ to o

game over




% 2@ Edge dod eo cxpen Edge o £1e580 Beon ocw BE&renwd
if else if block &z drag msosin.

% If e=0eed Condition ece ball X <=0 eces ¢a» € set directionX e¢wmo
20w | caheesis.

% &8 else if @00 e¢ws Condition ece ball X >=4 ece can & set
direction eow -1=5 ewiesis.

if ball = x

else if ball = X

set directionX » to o

% 500ms ne pause 8@0 if else if block demsy 80m gaus if else block
t‘j@zsii else @20t meg block ewiesin.

(ET LY 500 »

)

% ©®yfes forever & code &I swn &TE @.
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ball * change x * by directionX +
ball * change y * by directiony *

is ball * touching paddleA * is ball * touching paddies =

ball * change x * by directionX * x w °

ball * change y * by o

direction¥ + to e
set  directionX * to pick random o to °
change score by o

else

if ball » yw £w o then

set  direction¥ * to o
set directionX * to pick random o to o
else if ballv ywv 3w ° then (=)

ball + set blink » too
pose (=) CED

Eame over

@
if ball * 2= o

set directionX * +to o

else if ball =

set directionX ¥ to e

pause (=)
C,
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