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Variables

click QW& paddleA, paddleB, ball, directionyY LOMMILD

derectionX ereor variables 2_(HeUMT&HH & C &ITEITS.

.
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o

ball =
directionX =
directionY =
paddleA =

paddleB =

On start block drag Q& W& SISHMEG6T set paddleA WMHMILD
set paddleB drag Q&FUISI Q&TETS.
Game @ M&6IT 2_6T6IT create sprite at block eetTemM paddleA

LoMMILD paddleB drag Q& UIS Q& TETS.
paddleA LOMHMILD paddleB LNetTeu@®Lomm  mlemey
B1015 &6 LD.

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

set ball block eetTemm drag Q&G B|FHM&6T create sprite
at block epetTemm drag QFUISI 2H60T X GLIMILDTEOTLOMS 0
@ 60pH& 4 euemy random GLIMILDITETLD LOMMID Y @ME&
0 UweTU(h &S SaLD.

Set directionY LoMMILD set directionX block @) yevoremL drag
QFW&E QuUMIOTETD  LeTeu(BLOmMm 2 (heumsHH &
Q& ITETS.




¢ HMGET pause (ms) block spetTemm drag G&FWG 500ms
60)6U & &6 LD.
set directionY * to °
set directionX » to pick random o to °

pause (ms) WRlIIRJ

< On button A pressed block epéetTemm drag QI&F WIS SHME6T if
block 6peTemMM drag Q&FUISI G5 M6,

¢ JUSMGSET > ML WTETHSIL60TTenT block 6petTemm drag
QFUWIG Q& TETS.

¢ 9&H60T @LULSSHID paddleA x  WMHMID sueVILIGSD 0
QUMMIS QHT(H&HS.

% paddleA change LoMMILD paddleB change block @mevor(h drag

QFUIs  S|SHeor QUMINMETHMS  LleTeu®Lomm
2 (HEUMHHE GO\&T6Ts.

on button A v pressed

if

< On button B pressed block epetTemm drag Q&FLIG HMGeT if
block epetTemMm drag QFUIS  QLIMILDITET MG 66T
LNeTeU(HLOMMI 2 (H6U T &H5.

¢ ASMGS6T paddleA change WMMID paddleB change block
@\ evor(h drag Q&F WIS Q& TeTs.




¢ 95607 QUMIDMTETMHISEM6T LeTeu(BLOmm 2 (heumsHH &
Q &HITETS.

on buttom B * pressed

if paddlen = X w < w o
paddleA v change x v by o

paddleB + change x = by o

¢ eteu@ld Blewe QsmLrns Weorn  ueoor(hLb
BL&ESH Ceusoor(hLD 6T60TLISTEL 2&HM&Ms forever block &
LweTU(h S SIGeuTLD.

2 ball sprite @eoT X WMHMID Y B&HIe WLMIHIEUSDHES
LNedreupLOmmI code LIW6TLH & SHLD.

forever
ball + change x » by directionX =

ball *+ change y * by directiony *

% ball sprite @M paddleA 9j6LeLSI paddleB & GLOMSHILD
GuMsl bouncing BIGWEAISME WMHMILD edge GHerflev




GLM&ILD GuIT&El ML QLM @6 600T LQ.LLI6D)6U
o _(HeUMeUES M@, if else block epetTeMM LILLIGHTLI(H &S 6 LD.
% Ball change X by block drag Lievoretofl ball MHEUTE 2_6iTerm
@L&EHO®HE MM Gy GMBLUILIST HSMHETE
LN eTeuBLOmmI QLI MILDTETD QUMMIS Q&T(H & 5.
% Ball change Y by block & drag Uevotemoll QEM&ETSH -1
QUMMIS QHTH S,

is ball * touching paddleA = or is ball * touching paddleB »

ball * change x * by directionX + x w o

¢ USHMHGET set direction Y @M@& -1 2_LD set direction @M &
-1 2.1b 1 @hG @emLulley random  GLIMILOTEOTLD
QUMM O&HT(H &HS.

% Guauld yeTeflkerfledr  eTevoteonl1Hem&E 1 L6V
AHSFLLEME change score by block epedTemm drag
QFWIS QUMILDTETONGE 1 QUDHMIE QSHTHESE.

set directionY v to e
set directionX + to pick random o to o
change score by o

% 9560 else LGHUI6L ball sprite edges &erfley GLOMSILD
GUME! HEOLOLMICIMNS ©_(H6UTEES5.

¢ IHMEG G HpLh edge @M if else if block epedTemM
drag Q&G Q&HTeTs.




If UGS Wileor Condition ereor ball Y <= 0 660l QlUIMMIE
Q&ETHISHS set directionY @ME GLIMILDTEOTLD 1 6T60TELD
set directionX @M -1 @QDHGL 1@DHGLWL GemLuiev
random QUOILLE QUMM Q&HTHEHS.

if ball = y -

set directionY + to o
set directionX * to pick random e to o

¢ HG 2 6Tem edge @6V GO ID GUMTEH game over
ICHT(H B else if LGH U6V Condition ereor ball Y >=
4 &6 QUMHMIS Q&EMHSHSE ball set blink QUML) 1
LweTL(h &S eLD.

% 2 eleTITI 6T pause EUSHMEG OMMILD game over 6T60T
&HmeooTLISME LleTeu@®Lomm block LWedTLM &S LD.

wiie - 2o @

ball + set blink » to o

game over

uoLIVEWORKSHEETS




¢ @LUUSS Edge @60 WMMILD eUeVLILISS Edge @6V
GLMSILD Gumsl H60 LG L MILD B8 LD6m6N
2 (HEUMHGISME if else if block spedTemm drag QEFWSI
Q& MeITSs.

% If UGS Uler Condition ereur ball X <= 0 eTe0T QUIMHMIS
Q&ETHSHS set directionX @ME QUMILDMETLD 1 QUMHMIS
Q&ETHES.

% IS else if LUGH &G Condition ereor ball X >= 4 ereor
QUMMIE Q&ETHSHS set direction GUOIDMETID -1
UwerU(h\SSHeLD.

if ball = X w i w o
set directionX * to o

else if ball * x * > - o )

set directionX v to o

% 500ms @M&6T pause SLEUSMG if else if block @M
QeuerflGw Lgsmenr if else block @68 else LI&&H & @6
block LIWETU{HISSHELD.

¢ (WenLowment forever code LI6TeUHLOMMI 2{6MLOWLD.




ball * change x ¥ by directionX ¥

ball * change y * by direction¥ *

is ball * +touching paddleB »

is ball v touching paddleA v

ball * change x * by directionX + x v o
ball * change y * bye

direction¥ * to e
directionX * to pick random o to o

change score by o

else

if ball® y'w Svo then

set directionY * to o
set directionX * to pick random o to o

else if ball ywv 2w o then (=)
ball * set blink * to o

if ball - £ v o then
set  directionX * to o

else if ball

set directionX v to o

pause (ms) QLR
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