1. Next, we need something to interact with our sprite. We want to introduce a ball that we can bounce around the screen.
[image: ]
2. Just as we did in the last in the last step choose to add another sprite to the screen. You can paint the ball or choose the magnifying glass icon to search for a ball.


3. [image: ]If your ball is a bit big, resize it using the size option in the sprite description box below your preview screen. In this example I’ve set the size to be 40.




4. Now we need to program the ball. Make sure the ball is selected. You should have a blank code window. If you can still see your left and right event codes it means you still have your paddle sprite selected. Click on the image of your ball below the preview window.
[image: ]
5. Select your events tab again and drag in a green flag. We will start the game in future using the green flag. When this happens any code that is attached to a green flag event will run automatically. 


6. We’re going to introduce a series of instruction to control the ball. First, we want the ball to start in the same place each time we start the game. To do this, go to the motion option and select it. Drag the ‘go to x: _ y:_’ command and connect it to your green flag command. Change the numbers to 0 and 90 if they are different. This ensures that whenever you start the game your ball will centre on those co-ordinates.

7. [image: ]Next we want the ball to fall straight down. In order to do this we need to point it in the correct direction. Drag the ‘point in direction: 90’ command and connect it to the previous blue command. Change the 90 to 180.

8. Now we want to make our ball move. We want this to carry on for as long as the game runs so we’re going to introduce a loop. In a loop the game runs over the same code repeatedly.

9. [image: ]Select the control option and find the ‘forever’ loop. Attach this to the bottom of your blue ‘point in direction’ command.




10. [image: ]Now we’re going to make the ball move. Select your motion option and choose the ‘move 10 steps’ command. Drag this so that it sits inside the forever command. Change the value to 8 rather than 10. Select the green flag to see what happens. 

Make sure you press the red stop button when it gets stuck. As you can see the ball moves but it stops moving when it hits the edge of the screen.
[image: ]
11. To solve this problem drag the ‘if on edge’ command and attach it to the move command either above or below. Select the green flag again and your ball sprite should be bouncing between the top and bottom of the screen. 




[bookmark: _GoBack]If this has all worked well done! You have now completed step 2. In our next step we’re going to make the ball interact with the paddle.
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