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Let's create a game.

%+ All the background and sprites you need are provided in the function called
Setup.

< The horizontal paddle should be set to move in the east and west directions using
the left and right arrow keys. Use these blocks for that.

I while » I left v pressed I while ¥ . right v -

move m (D | pivels N move = (0D  pixels E5ED

|

%+ The vertical paddle should be adjusted to move up and down. Use these blocks for
that.
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stops ( moving north [ edit| stops ¢ moving south [edit |

begins moving south | edit | begins | moving north | edit |

%+ When the ball touches the horizontal paddle, the ball should move as a projectile.
Use these blocks for that.

set RECENED 0 | andom integer from | El) to | EE) ]
e m Create the variable as

Movement and generate a
begins Flying_East [ edit
s::m ﬁ random number between 20

and 25 for it.

stops  Flying West/ cdr ]

'

Name your behavior:
Movement variable is Flying_East
"FEying_East” What is your behavior supposed to do?

Use in Behavior.

When the ball moves 12 pixels east,
move north by the number of pixels
from the value in the Movement
variable. Then the ball moves as a
projectile.

eakc Movement LML) This changes the

EFEM=EES with: this sprite
move this sprite [ 12 Q1

mave this sprite Movement v JIN TN R North v |
ST Movement v [
A

vertical height of the moving ball.

Because the movement variable is randomly generated, when the ball touches
the horizontal paddle again, the trajectory of the projectile changes.

= This block stops the ball from moving west when it touches the paddle.




** When the ball touches the vertical paddle, the ball should move as a projectile.
Use this block for that.

Jwn g e (K
= Movement v LN &)

begins ( Flying_West cdt |

stops Flying_East | edit |

For the “Flying_West” Behavior,

Flying_West §'/7jii M 158 o] gl =)
move this sprite random integer from | & | to PEEM West v |

move this sprite | Movement v JIl<1 CIS

change by
T

“Flying_West” creates the trajectory after the ball touches the vertical paddle.

Py —————eesempme T his block randomly generates the
distance the ball must travel horizontally.

Therefore, the distance traveled after the ball touches the vertical paddle changes.

Movement variable determines the height to move vertically. Here a specific
value is assigned to the Movement variable.

- overnent ¥ TN -2 This changes the vertical height of the ball as

it travels.

% Use this block to display "WIN" and make a sound when the ball touches the
layout on the right.




show title screen

title | &€ »

subtitle | & i 22

e EVWE-L T« M sound://category_achievements/melodic_win_ 4.mp3 v

stops ( moving north [ edit

stops moving sour_h-__‘;.:m._

%+ Use this block to display "LOSE" and make a sound when the ball touches the
bottom layout.

show title screen

title | ¢ oS3 »
subtitle [ &6 [ 22

play sound [EEaE category_kachievements]nwIodic_win_4.mEs v I
sprite '

stops

sprite

stops moving south |




