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Events

click (e) —j

1- def onMousePress(x,y):

. — - J 2 moveto e Xy touchedAnySprite 3
An event runs code in I stonl CTeTy ‘A L ﬁ = 4- def onKeyPress(key):
2 4-button 'Click', -> CF - ' == ! '
: s on tClick!, - 14 5~ if key == 'space':
response to user input L_/[:] = | - clicked ﬂ = 6 #Do something
or SOmEthin that e ST 7~ keydown X', -> 1 =18 AccelerometerSensor! - BT 7
| g when actor [J§J touches EEZEFED ( k[l:jrite '}:: ;rejEEd'J 8 write 'x pressed’ - 8- def onStep():
happens in a program. l = J 9 #Do something
LOOpS for ([Lkssl 1- for [1..3] 1-while y < 400:
Al f repeat (il umas Q//:@ ! 2 fd loee i . #Do sumetl;ing
oop repeats a set o | J ! 2 :
commands a fixed A — e s label ko 4~ for i in range(10);
. ; : foreach {7, )inlist | get EEEILITEES 5 #Do something
number of times or i there is a hole v - = o € &
. P _% 7- forever 10, -> ? £ 1 t i
: e = : s fd 10 p— - for element in group:
until a condition is Qj:é} g . i : #Do something
met. o
nditional 4 iy .
Conditionals o e i 1-if x < 100: h
. : 8 0 2 x =0 2 #Do something
A conditional splits a = 3 3
, == v 4-4f x is 10 - .
program’s flow into e g0 s hide() 4-11F x<100: .
<o rﬁm—uj B e 5 #Do something
two or more paths, Oy ) ] 7 show() 6- elif x<300:
¢ e 8 7 #Do something
based on a specified Ry byse0) 5-if (touches ball) 8- else:
o ) o 10  hid ' .
condition. o 1del) 9 #Do something
Functions

A function names a
reusable set of
instructions for per-
forming a specific
task or calculation.

move and get nectar

move and get nectar.
tumn
10 forward v
Q.Et nectar

move |55

g left O v |

define My Procedure input

say input for o seconds

(VAR =H =M "Hello world!"

hexagon :—ﬂ

pen ¥ I:J'l_ueJ
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for [15.6 I

fd v 100
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do hexagmnj
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1- hexagon =->
2 pen blue
3 for [1..6]
- fd 100
5 rt 60

6
7

do hexagon

@] fo

= |l myFrocedure -

1- def myFunction(a, b):

2 c=a=#*2>b
3 return c
4

5 myFunction(5, 7)
6 myFunction(2, 6)
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Variables & Lists

A variable stores a sin-

gle value. A list stores

multiple values, each
with its own index.

set myvariable v+ to o
change my variable v by o

add @il to My List »

item o of My List v

list = [ "cheese", J "milk", J_"buttE'r" J] ||

label 1ist[0] I

List/[31] = "yr::gurt"J

W oo~ 0k wWNPE

Xx =1

label x

list = ["cheese", "milk", "butter"]

label list[0]

list[3] = "yogurt"

set global myVariable - to 10}

set : (BN - global myVariable -

initialize global (117} to |

select list item list | get [a]lls= Nyl NE
index [§B

length of list list | get L ZIDIISED

—

myVariable = 10
myShape.centerX = 200
myList = ['a’','b","'c"]

print(myList[0])

- for 1tem 1in mylList:
print(item)
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Objects

Objects group data
about the position, di-
mensions, properties,

and behaviors of
sprites and shapes.
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