Part 3: At the minute our ball just bounces up and down. We want it to bounce off our paddle sprite when they come into contact and change direction so that it bounces around the screen.

1. Select your ball sprite as this is where we need the code.
[image: ]
2. Select and drag another green flag into the code area. 


3. [image: ]Select and drag another forever loop from the control bank of code and attach it to your green flag event.


4. We’re now going to introduce a logical statement to the code so that the code only runs if a certain condition is met. 
[image: ]
5. Click and drag an ‘IF’ statement from the control bank of commands and insert it inside your ‘forever’ command.




6. We now need to add the condition for the code to test. We only want to run this code when the ball sprite is touching the paddle sprite. 

7. Select the ‘Sensing’ bank of commands.

8. [image: ]Select and drag the ‘touching mouse-pointer’ command and place it in the empty shape between the if then.



9. [image: ]Click on the drop down arrow and change this to sprite 1 which should be the name of your paddle sprite.  



10. Now the program knows that when the ball sprite touches the paddle sprite something needs to happen. First we’ll make a sound occur then we’ll get the ball to change direction and move in that direction.
11. [image: ]Select the Sound bank and click and drag the ‘start sound pop’ command. Place it inside the ‘If’ command. 



[image: ]
12. Now choose the Motion bank of commands. Select and drag the ‘turn 15 degrees’ command and connect it to the bottom of the ‘start sound’ command. 



13. [image: ]At the minute this will make the ball point in the same direction each time it touches the paddle sprite. We want this to be a bit more random. Select the Operators bank. Click and drag the ‘pick random’ command and place it on the 90 in the ‘point in direction’ command. Change the numbers to 160 and 200. 


14. [image: ]Finally, select the Motion bank. Select and drag the ‘move 10 steps’ command and connect it to the bottom of the ‘point in direction’ command inside the If statement. Change the number to 15 steps. 




Test your game and make sure all the elements are working.

[bookmark: _GoBack]In the next series of steps we’ll look at adding lives, a dead ball line behind the paddle sprite our blocks for destroying and a score.
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