Paddle Bounce




Paddle Bounce is a simple ball game featuring a
two-directional paddle, aball,and a score.

Create a script to start the ball from a y-coordinate
high on the screen, aiming it towards the paddle.
Then write scripts to control the paddle with the
arrow keys. In Data, create a variable called Score

to track how many times the player successfully hits
the ball.

On the green flag script, set the Score to zero, then
serve the ball! Include scripts on the ball to check
whether it is touching the paddle: if itis, then add
one to the Score and change the direction of the ball
so that it “bounces” (include randomness). Finally,
include a conditional that checks whether the
paddle has missed the ball.
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