
Scratch 3 - Session 6 - Balloon Clicker Game 

The object is to make a game where the player tries to get the highest score possible within a set time limit. 

The score increases when a moving balloon is successfully clicked using the mouse. Each time the balloon is 

clicked it makes a “pop” noise and shrinks in size. It also makes a clone of itself which moves around the 

playing space. A smaller balloon gives a higher pitched “pop”. Clones disappear when they touch the edges. 

The original balloon bounces off the edges. The game ends when the timer reaches 0. 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 Sprite1. 

5. Click “Choose a Sprite”. 

6. In “All” find and click “Balloon1”. 

 

 

 

All coding for this activity goes in the same workspace. The first set of coding makes the balloon move 

around once the game starts. 

1. Make sure you have the “Balloon1” 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. Click “Motion”. Find and drag the “point in direction” block 

inside the “forever” block. Check the value is 90. 

4. Find and drag the “glide secs to” block under the “point in 

direction” block. Make sure the values are 1 and random 

position. 

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

secs to” block.  

The balloon should now move around once the green flag is clicked. 

As this is a timed activity the next step is to make a timer. To do this: 

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

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

3. The Timer box should now appear near the top left corner of the playing space and should be ticked 

in the Variables blocks.  

https://scratch.mit.edu/


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

drag it across. 

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

green flag block.  

6. Find the “wait 1 seconds” block and drag it inside the “forever” 

block. 

7. Click “Variables”. Find the “change my variable by” block and 

drag it across under the “wait 1 seconds” block. Use the 

dropdown arrow to change “my variable” to “Timer” and 

change the value from 1 to -1. 

8. To stop the timer going into negative values click “Control” and 

find the “if then” block. Drag it under the “change Timer by” 

block, still inside the original “forever” block. 

9. Click “Operator”. Find the “blank = 50” block and drag it between the “if” and the “then” in the “if 

then” block. 

10. Click “Variables”. Find the “Timer” block and drag and drop it into the blank space in the “blank = 50” 

block. Change the value to 0. 

11. Click “Control”. Find the “stop all” block and drag it inside the “if then” block. 

 

The timer will not work yet as the value is already 0. The next stage is to reset the game using the space bar. 

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. 

Change both the x and y values to 0. 

3. Click “Looks”. Find the “switch costume to” block and drag it 

across under the other blocks. Use the dropdown arrow to 

change the costume to “balloon1-a”. 

4. Find the “set size to %” block. Drag it across, making sure the 

value is 100. 

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

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

“Timer”. Change the value to 15. 

6. You now need to make a new variable “Score”. Click “Make a Variable”. 

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

8. The Score box should now appear near the top left corner of the playing space, under the Timer box, 

and should be ticked in the Variables blocks. 

9. Find the “set my variable to” block again and drag it across. Use the dropdown arrow to change “my 

variable” to “Score”. Keep the value at 0. 

If the green flag is clicked the balloon should now move around and the timer count down from 15 to 0. 



The next step in the coding is to write instructions for what will happen if the balloon is clicked. 

1. Make sure you are still have the “Balloon1” workspace open and click “Events”. Find the “when this 

sprite clicked” block and drag it across.  

2. Click “Sounds”. Find the “start sound Pop” block and drag it 

under the “when this sprite clicked” block. Leave the sound as 

“Pop”. 

3. Click “Variables”. Find the “change my variable by” block and 

drag it across under the “start sound Pop” block. Use the 

dropdown arrow to change “my variable” to “Score” and check 

the value is 1. 

4. Click “Looks”. Find the “change color effect by” block and drag 

it under the others. Leave the values as “color” and “25”. 

5. Find the “change size by” block and drag it under the others. 

Change the value to “-10”. 

6. Click “Sounds”. Find the “change pitch effect by” block and 

drag it across. Leave the values as “pitch” and “10”. 

7. Finally in this section click “Control”. Find the “create clone of myself” block and drag it across. Leave 

the value as “myself”. 

Now coding is needed to tell the clone what to do. 

1. Still in the “Balloon1” workspace click “Control”. Find the 

“when I start as a clone” block and drag it across. 

2. Find the “forever” block and drag it under the “when I start 

as a clone” block. 

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

inside the “forever” block. Check the value is 90. 

4. Find and drag the “glide secs to” block under the “point in 

direction” block. Make sure the values are 1 and random 

position. 

5. Click “Control” and find the “if then” block. Drag it under the 

“glide secs to” block, still inside the original “forever” block. 

6. Click “Sensing”. Find the “touching mouse-pointer?” block and drag it between the “if” and the 

“then” in the “if then” block. Use the dropdown arrow to change “mouse-pointer” to “edge”. 

7. Click “Control”. Find the “delete this clone” block and drag it inside the “if then” block. 

Finally, add a suitable backdrop such as “Party”. 

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

Challenge 

There are many changes which could be made to this game such as how long it lasts for, how quickly the 

balloon moves, by adding another sprite to make it more confusing, whether points could be lost for clicking 

the wrong object, etc. Think about how else the game could be improved. 


