
Scratch 3 - Session 5 - Bat and Ball Game 

The object is to make a game where the player uses a 

bat to stop the ball hitting the wall behind him. The bat 

is moved using the left and right arrow keys and the ball 

bounces off the opposite wall and the sides. The score 

increases when the bat successfully blocks the ball. The 

game ends if the ball is not blocked. The game is reset by 

touching the space bar on the computer. 

 

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

2. Click “Create”. 

3. Close “Tutorial”. 

4. Delete (Dustbin) Cat Sprite 1. 

5. Click “Choose a Sprite”. 

6. Find and click “Line”. Change the x value to 0 and the y value to 175. The line is red. 

7. Click “Choose a Sprite” again. 

8. Find and click “Line”. This will be “Line2”. Change the x value to 0 and the y value to -175. 

9. With the “Line2” workspace open, click on the Costume tab. 

10. Add a 2 to make the costume “line2”. 

11. Click on the dropdown arrow beside the word “Fill” and use the slider on the Colour bar to make the 

value 60. Click away from the box to close it.  

12. Now select the Fill tool, move the cursor over the line and click to change the line to blue.  

13. Click the Code tab to close the costume workspace. 

14. No coding is needed for “Line” or “Line2”; the coding workspace stays empty. 

 

Now you need to add two more sprites, the bat and the ball. 

1. Click “Choose a Sprite”. 

2. Find and click “Paddle”. Change the x value to 0 and the y value to -150. 

3. Click “Choose a Sprite” again. 

4. Find and click “Ball”. Change the x value to 0 and the y value to -130. 

5. Change the Size from 100 to 50. 

6. With the “Ball” workspace open, click on the Costume tab. 

7. Click on “ball-c”, the pink one, and then click the Code tab to close the costume workspace. 

  

https://scratch.mit.edu/


Next you need to write some code to add a scoring system and to reset the game. With the “Paddle” 

workspace open: 

1. Click “Variables” and then click “Make a Variable”. 

2. Type “Score” into the box which appears. Then click “For all sprites” and OK. 

3. Move the Score box to a suitable place near the top left corner and make sure it is ticked in the 

Variables blocks. 

4. Click “Events”. Find the “when space key pressed” block and drag it 

across. 

5. Click “Variables”. Find the “set my variable to” block and drag it 

across. Use the dropdown arrow to change “my variable” to “Score” 

and make sure the value is 0. 

6. Click “Motion”. Find the “go to x: y:” block and drag it across making 

sure the x and y values are 0 and -150. 

 

Next you need to reset the Ball to its starting place and make sure it can be seen. With the “Ball” workspace 

open: 

1. Click “Events”. Find the “when space key pressed” block and drag it 

across.  

2. Click “Motion”. Find the “go to x: y:” block and drag it across making 

sure the x and y values are 0 and -130. 

3. Click “Looks”. Find “Show” and drag it across under the other blocks. 

If you touch the space bar now the screen area will be reset. 

 

The next task is to write instructions to make the Bat move from 

side to side.  

1. Make sure you have the Paddle” workspace open and click 

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

it across.  

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

the green flag block.  

3. Find the “if then” block and drag it inside the “forever” 

block. 

4. Click “Sensing”. Find the “key space pressed?” block. Drag 

and drop it between “if” and “then”. Use the dropdown 

arrow to replace “space” with “left arrow”. 

5. Click “Motion”. Find and drag the “change x by” block inside 

the “if then” block. Change the value to -10. 

6. Now repeat the instructions 3 to 5 using “right arrow” and 

the value 10. 



7. Finally, in this section, add coding to change the Score. Find the “if then” block and drag it inside the 

“forever” block under the other blocks. 

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 “Ball”. 

9. Click “Variables”. Find the “change my variable by” block and drag it across inside the third “if then” 

block. Use the dropdown arrow to replace “my variable” with “Score”. Make sure the value is 1. 

 

Now write some instructions for the Ball: 

1. Make sure you have the “Ball” workspace open and click 

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

across.  

2. Click “Motion”. Find and drag the “point in direction” block 

under the green flag block. Change to value to 15. 

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

“point in direction” block. 

4. Click “Motion”. Find and drag the “move 10 steps” block inside 

the “forever” block. 

5. Find and drag the “if on edge, bounce” block under the “move 

10 steps” block.  

6. Click “Control”. Find the “if then” block and drag it under the 

“if on edge, bounce” block. 

7. 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 “Paddle”. 

8. Click “Motion”. Find and drag the “turn right degrees” block 

inside the “if then” block. Change the value to 180. 

9. Repeat instructions 6 to 8 using “touching Line” and the value 

15 degrees. 

10. Repeat instructions 6 and 7 again using “touching Line2”. 

11. This time click “Looks” and drag the “hide” block inside the “if then” block. 

12. Click “Control”. Find the “stop all” block and drag it under the “hide” block. 

Finally, add a suitable backdrop such as “Stars” or “Neon Tunnel”. 

Your game should now work. Click the green flag to start and see how high a score you can get. 

Challenge 

If the game is too easy you can make the ball go faster (change number of steps). You might like to use 

different colours or even make the ball change colour (next costume) when it touches the bat. Just try out your 

ideas. 


