CODERDOJO

Movement

With the Arrow Keys

when right arrow  key pressed
change x by m

when up arrov  key pressed
change y by CD

if on edge, bounce
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when left arrow key pressed
change x by @)

when downarrow key pressed
change y by @1
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Animation

How Animation Works
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Scripts Costumes Sounds wa.t 5ecs

New costume:
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repeat

switch costume to costume]
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Broadcast
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How Sprites Communicate

1: Make new message

New Message

broadcast messagel
message1

Message Name: Eaten| new message...
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2: A sprite broadcastsit
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3: Otherscan reactto it
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Variables

Keep Track of ScorelLives

Make a Variable & @

New Variable

set Score to m

Variable name: Score
change Score by o

0K Canc%\
hide variable Score

Example of Code to be added: set Score to ﬂ

change Score by 0

switch backdrop to slopes
set Score toﬂ
forever

if Score =E -/

play sound whoop \
»

switch backdrop to bacNirop3
» —

. towching color T  the, f
if Score = [  then

pl.llr sound fa |l,:‘||.|'-|'.
+

cha score by
e play sound whoop until done
)

switch backdrop to backdrop3
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Loops and Decisions

Key programming concepts
Loop:

Repeat code multiple times

Decision:

Decide whether or not to do something

forever if __- repeat until __~
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Tools

The Sprites, your Characters

Sprites New sprite: @ / & 3
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Sprite1

New sprite: € / &
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Library  Paint File Camera

Sprites New sprite: g / Fa o
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Cursor Tools
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Duplicate Grow Tips
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Delete Shrink
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