
Scratch Lesson - Olympic  Tennis

In this lesson we’ll learn how to create a classic game called Pong, with a new-age twist and 
Olympic themed! If you’ve never played Pong before, don’t worry, as you’re going to make it!

The coding that we’ll cover in this lesson is as follows:

 1) We’ll learn how to create 2 players.
 2) We’ll learn how to make a sophisticated ball.
 3) We’ll learn a little more about a scoring system.

STEP 1:

Let’s Get Started!

STEP 2:

Step 1 of our journey is importing the template provided called - Olympic Tennis.

Now let’s get comfortable with the assets.

You’ll see that there’s already the following assets included in the template:

 •  A Player-1 & Player-2 bar.
 •  A ball (you can recolour it if you want too!)
 • 2 Borders (b-top & b-bot).
 • 2 Backdrops, one for the start screen and one for the actual game.

By the way, an asset is a resource or material.

Now before we jump into it, this lesson is quite di�cult in terms of the code, so make sure 
you follow each and every step methodically. Alright, let’s start with some coding! Let’s start 
with the real basics first. Click on Backdrops on the far right side of your screen and 
complete the following:

We first need to 
start with this 

command, so our 
code only executes 
when we click the 

start button [green 
flag] button.

This will tell the backdrop to 
switch to “start-screen”.

Our backdrop will wait until 
we press the space key.

After we click Space, our 
backdrop will change to the 

main backdrop

This will hide our scores for 
both players until later on.



Cool, now that’s out of the way, let’s focus on setting up the players. Click on Player-1 first 
and complete the following code:

STEP 3:

When we click our Space bar 
in the Start Screen, it’ll 

execute the below code.

Firstly, let’s tell our code to 
hide our Player-1 in the 

beginning as we don’t want 
it to show during our Start 

Screen.

Now let’s complete our controls. We’ll set our actual speed variable’s integer later on.

Then we need to show our 
score variable (remember we 

hid it in step 2).This will show our Player-1 Bar.

This sets our position for Player-1.

Below code is wrapped in a forever command.

Our Player-1 key for going upwards.

Our Y axis is a�ected by our Speed variable.

Our Player-2 key for going downwards.

Our Y axis is a�ected by our Speed variable, 
however, this makes it a negative integer.

This section here is important. Two of our 
assets are borders and this is why we have 

them:

If we don’t have a border, our Player-1 Bar will 
go o� screen. This tells it that if it touches 

either b-top or b-bot, it must “go to x 
(position).

This will stop the issue o� losing our Player-1 
Bar.

Remember that any block that is GREEN is relating to an Operator!

{



Let’s sort out our Player-2. Most of the code is the same from Player-1, just a couple of 
changes here and there. You can do the same hide command from the beginning of step 3. 

Once that’s finished, complete the following:

STEP 3 Continued:

When we click our Space bar 
in the Start Screen, it’ll 

execute the below code.
Then we need to show our 

score variable (remember we 
hid it in step 2).This will show our Player-2 Bar.

This sets our position for Player-2.

Below code is wrapped in a forever command.

Our Player-2 key for going upwards.

Our Y axis is a�ected by our Speed variable.

Our Player-2 key for going downwards.

Our Y axis is a�ected by our Speed variable, 
however, this makes it a negative integer.

Border section for Player-2. Same reason as 
Player-1.{

Additionally, if you’re asking yourself how we got the co-ordinates for the borders, it’s 
very simple. We moved our Player 1 & Player 2 bar to where it just touches the top border 

and bottom border. We recorded the x & y axis and placed it into the relative areas 
above.



This is the most complicated part as our ball requires a fair amount of code to get it to do 
what we want it to do! First let’s start with the basics, complete the following:

STEP 4:

Firstly, let’s tell our code to 
hide our ball. As we don’t 

want it just bouncing around 
our Start Screen!

After that’s completed, let’s do the hard stu�!

Text at the beginning of our game.

Ball shows after we click space.

This resets our score variable to 0.

Gives us time to know the game’s starting.

Set’s the integer for our speed variable.

We’ll wrap all of the next code in a “repeat until ” command. 

The command will stop once a player reaches a score variable of “5”.

If you want the total score to be more than 5, you can edit it here. Remember to 
change the text in the beginning as well, if you do change the score!

Attached to our repeat until command, we’ll put in a 
“go to x position” and set the integer to “0”.

Additionally for the y axis, we’ll input an Operator of 
pick random.

We’ll set the pick random to “-160” to 160. This spans 
the height of our game, and it’ll randomly pick a 

position between -160 and 160.
We’ll also append a “point in direction” and 
use a “Pick Random” operator again. We’ll 

then set the angle to “45” and “135”. 

This again will pick a random position 
between 45 degrees and 135 degrees.



STEP 4 Continued:

With our Repeat Until 
command, we’ll pop an OR 
operator inside it and place 

touching colour (rgb)? to 
both sides of  the “or”.

Below the “Point in direction” command, we’ll append a “Repeat Until---”.

We’re specifically targeting the colours of 
our Player-1 bar and Player-2 bar. If you 

didn’t change the colours, void the below 
comment:

If you changed the colours for them, 
make sure to use the little colour picker 
tool, hover and click on the Player-1 bar. 

Repeat this step for Player-2.

Player-1 Colour Player-2 Colour

After we’ve picked our colours, the next thing we need to do is add a 
“Move---Steps” command. Instead of a integer, we’ll add the speed variable to the 

middle of the command.

Then we need to append a “If on edge, bounce” command below it.

Next, we need to add a 
“if---then” command and place 

a “Or” Operator. In the first 
field of our “or” we will place a 

“touching?” and set it to 
player-1. 

We will repeat this step for the 
other “or” field, but set it to 

player-2 this time.

Then we’ll append a “point in direction”, we’ll attach a “-” operator and set the first 
input to “0” then we’ll add direction for the second input.

Next, we’ll add a “move---steps” and place our speed variable into the integer field.

Lastly, we’ll add a turn command and place a “pick random” operator. In the fields 
we’ll add “-10” to “10” degrees.



STEP 4 Continued:

Alright, we’re nearly finished with our ball!

For the “then” part of the command, we’ll place a variable of “change---by---”.

We will set the variable to Player 1 and input an integer of “1”.

For the “else” part, we will put in the same variable and integer, but change the 
variable to target Player 2 instead.

Under our “if---then---else” we will place a 2 second wait period and put a say 
command in with the text “Get Ready!. This will stay on screen for 1 second.

Then finally, the last part is to place a ”stop---all” command under everything 
(outside of anything wrapped). This will stop our script when we reach our point 

limit.

Now that was a lot! So well done! 

At this point, your game should be working :)

Please take a look at the next page for the full ball code!

We will add a “if---then---else” 
command and input a “touching 

color” into the if field.

The colour we’ll use is for Player-1

Remember, if you did change the 
colour for your Player-1 Bar, you must 

select the new colour!



That’s a lot of code!
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