
C2 Bouncing Ball 
 

Media required: 

 ball.png 

 ball2.png 
 
 

Design view 
Create this screen. 
 
It is only one image on it – it uses the 
ball.png file. The image’s id is ball. 
 

 

 
 
Code view. 
Begin with these three variables. 

 
Then, because we have no buttons, we need no onEvent blocks. Instead all of our 
other code will go in a new block. 
 
Under the control tab in the toolbox, 
select setInterval. Inside of an event 
occurring when a button is clicked, this 
event will occur all the time. 

  
 
Inside it, we are going to use two types 
of if blocks. Don’t mix them up. 

  
 



 
 
Run the code. The ball should bounce up and down. 
 
 
 
Now that is working, we will add the right and left. 

First, add a new variable.  
 



Then, move the ball right and left by switching the x variable. 

 
 
Then, add the ifs to check if the walls were hit and to change the directions 
accordingly. 

 



 
Finally, use the above code to help you add a NEW ball to the screen. There 
should be two balls bouncing around when you are finished. 
 
You will need to make a second set of variables: 

 
Start the new ball in a different location and with a different starting direction. 
 


