
A Fun  SCRATCH Coding Project for Kids 
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Open Scratch and add the Cat 1  sprite 
and the basketball sprite. 
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1) First, find and click the “Paint new sprite” icon. 
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2) Next, find and click the 
“Convert to Vector” button.  

3) Now, draw the hoop. 
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We need to tell the program where the center point of 
the hoop will be.  
 
Follow the instructions below: 

Tutorial by:  oakdome.com      Coding by: Invent with Programming 

http://oakdome.com/k5/
https://www.teacherspayteachers.com/Store/Invent-With-Programming


We have to draw a little object that will we will code to 
go to and stick to the exact center of the hoop we drew 
before.  When the ball touches this little object in the 
center of the hoop, we will score 1 point.  First draw the 
square, then set the center point of the square. 
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Review your work. You should have added the cat and 
basketball sprites. You should have created the Hoop and 
Hoop Center Sprites.  You should have 4 sprites in total. 
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Create the variable: “cat falling speed” 
Variables are used to store information for use in programs. 
 
This variable is  used to program the cat’s rising and falling speed. 
 

First: Select the Scripts tab,  then create the variable by 
following the 3 steps below. 
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Create the variable: “Score” 
This variable will keep score when we make a basket. 
 
First:  Select the Scripts tab,  then create the variable by 
following the 3 steps below. 
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Create the variable: “basketball falling speed” 
This is used to program the basketball rising and falling speed. 
 
First:  Select the Scripts tab,  then create the variable by 
following the 3 steps below. 
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Create the variable: “Made basket” 
This is used to make sure the score can only change once per 
throw.  
 
First:  Select the Scripts tab,  then create the variable by 
following the 3 steps below. 
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Program the cat by adding the code below. Can you read 
the code and figure out what it does? Test your code.   
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Program the basketball using the code below. Can you  
read the code and figure out what it does?  Test your 
code. 
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Tip: Go to the next page to see a larger 
version of this code. 
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Program the basketball hoop using the code below. Can you  
read the code and figure out what it does?  Test your code. 

Program the hoop 
center using this code. 
 
What does this short 
piece of code do to the 
hoop center? 
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Games are more fun and challenging when 
there is a time limit. 
 
Your challenge is to create a game timer that 
counts down from 30 seconds when the 
game is started and stops the game when 
the timer runs out. 
 
 
 
The object is to see how many baskets you 
can score before the timer gets to zero and 
the game stops. 
My best score is 7 points in 30 seconds. Can 
you beat that? 
 
Hint:  
Search Scratch for “how to make a timer” 

 

Tutorial by:  oakdome.com      Coding by: Invent with Programming 

http://oakdome.com/k5/
https://www.teacherspayteachers.com/Store/Invent-With-Programming


This Shootin’ Hoops  

Scratch tutorial is by oakdome.com 
 

All coding was done by Al Sweigart. Visit his Teachers 
Pay Teachers  store for his excellent step-by-step  
video tutorial for this project.  He clearly and simply 
explains what each piece of the code does as he 
builds the game. It is very educational and I highly 
recommend it for coding teachers and students 
alike.  

He has many other excellent Scratch videos at his 
store.  Most are free. Take a quick look: 

 
Steve Lee 

oakdome.com 
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