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Lesson 1 “Animated card”
Lesson 2 “Maze”

Lesson 3 “Jumping dinosaur”
Lesson 4 “Ghost catch-up”
Lesson 5 “Spider hunter”

Lesson 6 “Climbing monkey”



Lesson 1

Animated card




move Q) steps
]

if on edge, bounce
k

L~ \'l Happy to be your friend!

change color effect by €

when clicked

forever

.. change color  effect by §)
F
turn (4 ) degrees




Lesson 2
MAZE




when clicked
Mouse1

forever

’

if key up arrow  pressed?

point in direction {9

»
move ) steps

key down arrow pressed?

point in direction

»
move @ steps

key right arrow pressed?

point in direction €9

»
move @) steps

5
if key leftarrow  pressed? _then

point in direction 9

»
move ) steps

5
if touching color ? _then

'go to x: @9 v: €&




glide @ secs to x: €€ v:
»

turn (0 degrees
»

glide @ secs to x: y:
»

turn (4 @D degrees




Lesson 3

Jumping dinosaur




clicked

go to x: @) v: ©®

forever

if key up armow  pressed? _then
go to x: y:
5
wait () secs
’

go to x: @) v: ©

.
if touching Treel 2 _then

broadcast Game over

when 1 receive Game over

L)' Bye!

stop all



dlicked

when 1 start as a clone

go to x: m Y- m

repeat until X position

change x by

delete this clone




Lesson 4

Ghost catch-up




when

forever

point towards mouse-pointer

»

move @) steps

5

if touching Ghost2

else
change color effect by )




turn ) @D degrees

go to x: pick randum tu@ y: @

repeat until  x position <[FE] and vy position < |30

change x by §
_ change y by (-10]

delete this clone




Lesson 5

Spider hunter

“ e



Hunter

when

forever

forever

if

key right arrow pressed? . then

turn (X © degrees

key leftarrow  pressed? _then

turn ¥) © degrees

key up arrow  pressed? _then

move @ steps

key down arrow  pressed? _then

move @ steps

clicked




-

Bullet

x: 200
y: -165

go to hunter

point in direction direction of hunter

move €D steps

repeat until touching edge ? or touching spider

move m steps

delete this clone



SPIDER

go to x: €D y: | pick random 10 170]

move § steps

if touching bullet

" wait CB) secs
[
~delete this clone

L3

if touching hunter 2 “then

x: 208
y: -140



Lesson 6

Climbing monkey

F Ny /R




define dimb
g0 to x: @B v: @D
I if down speed < ] then

.l'ﬂ)ﬂl until touching hana 7

change downspeed by @ set downspeed to
change y by down speed change v by §8

key nght amow  pressed? then
point in direction EilY
move @ steps

if key left arow  pressed? then
point in direction &L

move B steps




show X:

go to x: pick random & to €D v: € y.

repeat until v position <

change y by &



