
Scratch 3 - Session 2 - Catch the Ball 

1. Open Scratch 3 (https://scratch.mit.edu). 

2. Click “Create”. 

3. Close “Tutorial”. 

4. Leave Cat Sprite 1 for the next part of the lesson. 

5. Click “Choose a Sprite”. 

6. Click “Sports”; then “Soccer Ball”. 

You are now ready to start coding. First you need to write instructions for the Soccer Ball. To do this you: 

1. Make sure you have the Soccer Ball workspace open. 

2. Click “Events”. Find the “when green flag clicked” block and drag it to the 

workspace. 

3. Click “Control”. Find the “forever” block and drag it under the first block. 

4. Click “Motion”. Find the “go to random position” block and drag it inside 

the “forever” block. 

5. Click on the dropdown arrow next to the words “random position” and choose “mouse-pointer”. 

6. Click “Choose a Backdrop” (bottom right of screen) and find and click “Sports”; then “Playing Field”. 

Now click the green flag above the screen to check that the Soccer Ball moves around as you move the mouse.  

The next task is to write instructions to make the Cat Sprite 1 chase the ball: 

1.  Make sure you have the Cat Sprite 1 workspace open. 

2. Click “Events”. Find the “when green flag clicked” block and 

drag it to the workspace. 

3. Click “Control”. Find the “forever” block and drag it under the 

green flag block. 

4. Click “Motion”. Find the “set rotation style left-right” block 

and drag it inside the “forever” block. 

5. Find and drag the “point towards mouse pointer” block under 

the “set rotation style left-right” block. Click on the drop down 

arrow and choose “Soccer Ball”. 

6. Find and drag the “glide 1 secs to random position” block 

under the “point towards Soccer Ball” block. Click on the dropdown arrow and choose “Soccer Ball”. 

7. Click “Control”. Find the “if then” block and drag it under the “glide 1 secs to Soccer Ball”. 

8. Click “Sensing”. Find the “touching mouse-pointer” block. Drag and drop it between “if” and “then”. Use 

the dropdown arrow to replace “mouse-pointer” with “Soccer Ball”. 

9. Click “Looks”. Find the “say Hello! for 2 seconds” block and drag it inside the “if then” block. 

10. Click the word “Hello!” and type in “Caught you!” 

If you click the green flag above the screen now, the cat should chase the ball. Click the red button to stop. 

 

(Please turn over for the Challenge) 

 

https://scratch.mit.edu/


 

 

Challenge 

Add a new sprite “Duck”. Give it the same instructions as Cat Sprite 1.  

How are you going to stop the Cat and Duck sprites always being together? (Hint - use another “if then” block.) 


