
Grade 4 Project - Ball Dodging Game 

Learning Outcomes:

● Using all we’ve learned about in Grade 4 to make a game

REMEMBER: Put up your hand. We love to help!
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Project - The Ball Dodging Game
This project will pull together all we’ve have learned this unit. You might want 

to have your old notes and projects on hand to remind you of some things!

This is your game - after you have finished the basic
version feel free to make any changes you want!

What we are aiming for:

We want to make a game where balls drop down the 
screen and the user controls a character that has to 
avoid the dropping balls. We hope to make something 
like the game you see on the right.

Steps to make the basic game (Do these steps first)

To make a simple version of the game we need to have:

1. A ball dropping from the top of the screen to the bottom. The ball should 

appear at the top of the screen when it reaches the bottom of the screen.

2. A player circle. That is a different colour to the “enemy circle”.

3. The player is controlled by the user, using the keyboard (we suggest the ‘a’ 

and ‘d’ keys).

4. The player can only go left or right (can’t go up or down.)

5. We need to do collision detection between the player circle and the enemy 

circle (as we did in the collision detection lesson). If the two circles collide we 

should see a “game over” message.

https://docs.google.com/file/d/13Ip1S2tgYc4FxiCU2gFwn4XNtQb0-8Lp/preview


Extras

This is your project but its not really the kind of project you should do the minimum 
on before saying ‘I’m done’. Challenge yourself! You should do what you want with 
it! Make the changes that you want to have. We have some suggestions below, feel 
free to add something else if you want.

● Enemy appears at a random horizontal position at the top of the screen. 
○ We need to use the random() function here, to change the distance from 

the left only when the circle reappears at the top of the screen.
● Add a score. A whole number (int) that tells the player how many enemy 

balls they have avoided.
○ Use the text() function to show this to the player.
○ Maybe the players gets 1 point per block missed?
○ Perhaps there’s a bonus every 5 or 10 blocks? (Your decision!)

● Add images in as:
○ the background
○ the player
○ the enemy

● Change the speed of the enemy circle each time it appears at the top of the 
screen.

○ Where will you make this change?
○ Could the player speed get faster as the score increases?
○ You could make it faster and faster, or make it a random speed.

● Change the size of the enemy circle
○ make it bigger every time it reappears?
○ Make it a random size?

● Try improving the design of the “game over” screen. 
○ New colours?
○ New text?
○ Use an image instead of a background?

● Add levels:
○ Move the character closer to the top of the screen after the player 

avoids a certain number of blocks.
○ Are there other things that should happen when you complete a level? 

Maybe the balls that are falling speed up (like when you make it harder). 
Maybe they get bigger. Use your imagination, and your game design 
skills!
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