
 

Pseudocoding The Shark Game 

    
 

Before a game is developed and programmed, every outcome must be seamlessly designed and planned 

to avoid having bugs. The best way to see the entire perspective of a game design is to use pseudocode 

to model its program flow.  

 

Let’s look back at the Shark game (from Lesson 1) you deconstructed to analyze and understand its 

design process. In this activity, you will write the pseudocode of the Shark Game’s flowchart below.  

 

1. Go to https://scratch.mit.edu/projects/2370244/ to see the game’s actual code.  

2. Fill in the pseudocode for the Shark’s Game flow chart below. 

3. Use the following word bank as a guide (note that some can be used more than once): 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Start End Shark cannot 

move 

Score does not 

change 

Score increases 

by 1 

Score increases 

by 5 

Score decreases 

by 5 

Green fish is 

eaten? 

Red fish is 

eaten? 

Shark moves 

left, right, down, 

or up 

Arrow keys 

pressed? 

Timer reaches 

0? 

Red crab eaten? 

https://scratch.mit.edu/projects/2370244/
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Yes 

Then 

Then 

Then Then 

Then Then 

Then 
Then 


