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Scoring 
Use the Data section in the Scripts tab to Make a Variable. 
Set Score to 0 at the beginning of the code. 

wait          secs0.5

play sound   water drop

switch costume to costume 1

switch costume to costume 2

switch costume to costume 1

repeat

go to x: y: 50200

go to x: y: 50200

3

move steps-10

repeat until touching  sprite 1 ? touching  colour ?or

set  score to 0

when clicked

change  score by 1

say Amazing! Great score!

if

else

thenscore = 3

if

else

then

say Bad luck! you need to practise!

say Good try! Can you do better?

score > 0

go to x: y: 30-150

forever

when clicked

if

else

then

change  score by -1

for secs1

say Can't hit me!

touching  sprite 2 ?not

play sound   meow

say  Oh no!

switch costume to costume 1

switch costume to costume 2

change y by 100

wait          secs0.75

change y by -100

when space key pressed

•	Add this Change Score by -1 
block here for each time the 
balloon hits the character.

•	Can you explain how this works?

•	Add this block to Change the Score by 1 each time the balloon touches something.
•	You could add these If Then Else blocks to display messages when the final score is calculated.
•	Find the ‘Score’ block in the Data section and use the ‘      =      ’ block from the Operators section.

set  score to 0

when clicked



Scoring and Levels

Computing | Year 5 | Scratch Developing Games | Scoring and Levels | Lesson 6

Scoring 
Use the Data section in the Scripts tab to Make a Variable. 
Set Score to 0 at the beginning of the code. 

Levels 
•	How can the game be developed to add extra difficulty or 
levels? Maybe make the balloon travel faster or more times. 
Perhaps a whole new backdrop or sprite. 

•	As a final challenge, try to write the code for the next level!

•	In the code for the Character Sprite, Change Score by -1 when the sprite is hit by the balloon.
•	In the code for the Balloon, Change Score by 1 each time it hits either the wall or character.
•	Can you explain why this works?
•	Add messages to appear at the end of the game, based on the final score for the player, e.g. ‘Well Done 
– Great Score!’ or ‘Bad Luck – Try Again Next Time!’

•	This section of code could go at the end of the balloon code. Try using the block for If Then Else.

set  score to 0

when clicked
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Scoring 
Use the Data section in the Scripts tab to Make a Variable. 

Levels 
•	How can the game be developed to add extra difficulty or 
levels? 

•	Maybe make the balloon travel faster or more times. Perhaps 
a whole new backdrop or sprite. 

•	As a final challenge, try to write the code for the next level!

•	Add point-scoring to your game so that a point is scored every time the character successfully jumps 
over the balloon.

•	Test and debug the code.
•	Add messages to appear at the end of the game, based on the final score for the player, e.g. ‘Well Done 
– Great Score!’ or ‘Bad Luck – Try Again Next Time!’

set  score to 0

when clicked


