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st clor | affect to @

Sets a visual effect to a given number. (Most visual efects range
fromo10100)

Clears all graphic effects for a sprite.

change size by (@)

Changes sprite’s size by specified amount.

sot size to (D Sets sprite’s size to specified % of original size.
Reports sprite’s size, as % of original size.
Makes sprite appear on the Stage.

€8

Makes sprite disappear from the Stage. (when preis
idden, othr sprtes cannot detec i with touching? back)
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9o to front Moves sprite in front of all other sprites.

Moves sprite back a specified number of layers, so that

it can be hidden behind other sprites.




image6.png
‘

Clears all pen marks and stamps from the Stage.

Puts down sprite’s pen, so it will draw as it moves.

Pulls up sprite’s pen, so it won't draw as it moves.

set pen color to

Sets pen's color, based on choice from color picker.
Picing the coloralo change the pn shade.

change pen color by ()

Changes pen’s color by specified amount.

Sets pen's color to specified value. (pen_color=0.t e endof
{aibow, pen_color=100t blue endof anbow. Rangesrom 010 2001090
around he colr wheel)

change pen shade by €D

Changes pen’s shade by specified amount.

set pen shade to €

Sets pen's shade to specified amount. ien,shade=0 s very
ar,pn_shade=1001sveryght Defals5,ules et whthcolo icer)

change pen size by @

Changes pen’s thickness.

*

Sets pen's thickness.

Stamps sprites image onto the Stage.
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m Runs script below when green flag is clicked.

Runs script below when specified key is pressed.
m Runs script below when sprite is clicked.

Waits specified number of seconds, then continues
with next block.

= R
repeat (0
- Runs the blocks inside a specified number of times.
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Sends a message toall sprites, then continues with the
next block without waiting for the triggered scripts.

broadcast | and wait

Sends a message to all sprites, triggering them to
do something, and waits until they all finish before
continuing with next block.

Runs script below when it receives specified broadcast
message.

Continually checks whether condition is true; when-
ever it is, runs the blocks inside.

If condition is true, runs the blocks inside.

If condition is true, runs the blocks inside the if por-
tion; if not, runs the blocks inside the else portion.

Waits until condition is true, then runs the blocks
below.

Checks to see if condition s false; if so, runs blocks
inside and checks condition again. If condition is true,
goes on to the blocks that follow.

Stops the script.

imnpg i

Stops all scripts in all sprites.
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Reports true if sprite is touching specified sprite, edge,
or mouse-pointer. (select from pull-down menu)

touching color 2

Reports true if sprite is touching specified color. (cickon
colorptch thenuseeyecopperoselect color)

Reports true if first color (within sprite) is touching
second color (in background or another sprite). (cickon
colorpatch,thenuse eyedropper o selctcolor)
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Asks a question on the screen and stores keyboard
input in the €. Causes the program to wait until
the Enter key is pressed or check mark is clicked.

rem

Reports keyboard input from the most recent use of
‘Shared by all sprites (global).

Reports the x-position of mouse-pointer.

Reports the y-position of mouse-pointer.

Reports true if mouse button is pressed.

Reports true if specified key is pressed.

Reports distance from the specified sprite or
mouse-pointer.

Sets the timer to zero.

Reports the value of the timer in seconds. (The imeris
siways rnving)

Reports a property or variable of another sprite.
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Adds two numbers.

Subtracts second number from first number.

Multiplies two numbers.

Divides first number by second number.

dom €3 to ()

Picks a random integer within the specified range.

Reports true if first value is less than second.

Reports true if two values are equal.

Reports true if first value is greater than second.

and

Reports true if both conditions are true.

Reports true if either condition is true.

Reports true if condition s false; reports false if
condition is true.

EE'IBBBIBBBE

Concatenates (combines) strings.
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Reports the number of letters in a string.

Reports the letter at the specified position in a string.

7t Jof ()

Reports result of selected function (abs sar,sn cos ta, asin,
acos,atan, o og, &%, 10% applied to specified number.

Reports remainder from division of first number by
second number.

=D
D

Reports closest integer to a number.
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Click to create and name a new variable. Whenyou creates
varable fo the irsttime, th vaiable locks wll appeat. You chocse whether the.
variable s foral pries(global) o just or one sprite Gocal.

Deletes all blocks associated with a variable.

Reports value of the variable.

Changes the variable by specified amount.fyou have more
than one varible,use thepulkdown menu o select the vriabl name.

Sets the variable to specified value.

show variable Shows the variable monitor on the stage.

Hides the variable monitor so it is not visible on the
stage.

hide variable

Click to create and name a new list. Whenyou reste alistfor

ne st th s blocks il ppe. Yo canchcse whete e or

spites global orjustfr one sprte ocal.

Delote a it Deletes the blocks associated with the list.
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add [T to

Reports all the items in the lst. (th temsare separatedby
Spaces. Howeveth emsae indiicuaeters o g, sacesae omited)

Adds the specified item to the end of the list. Theitem can
e umber o a string ofetters and other charactrs

Deletes one or all items from a list. You can speciy which tem
o delete by choosing from the pull-down men o yping i a umber Choosing
last”deltes the lasttem n the st Choosing "l deletes everything from the.
st Deleting decreases the lenghof the st

insert [T at (R of ™

Inserts an item at the specified position in the list. vou
canspecity where toinsert thetem by hoasing from th puldown men or
yping i a umber.Choosing any nserts at  random pace inthe s, Choosing
s ads heitem o the endofthe s Thelngth fthe st creases by 1.
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replace item @ of My lst

ith [EI7)

Replaces an item in the list with the specified value.
You can specify whichitem o replace by choosingrom the pulkdown menu or
yping i number.Choosing "y replcesarandomtemin thest. The length
ofthe st does not change.

Reports the item at the specifed position in the lst. vou
canspectty whichitem repot by choosing rom th pul-down e or yping
na number Choosing anyreport  random temin the st

Reports how many items are in the list.

Reports true if the list contains the specified item. The
e st matchexactly o report e
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tion

move @) steps

Moves sprite forward or backward.

turn G €E) degrees

Rotates sprite clockwise.

turn (0 degrees

Rotates sprite counterclockwise.

point in direction €3

Points sprite in the specified direction. (o=up, 0=right
180=down, 90=lefi)
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Points sprite toward mouse-pointer or another sprite.

Moves sprite to specified x and y position on Stage.

Moves sprite to the location of the mouse-pointer
or another sprite.

glide @) secs to x: @ y: @

Moves sprite smoothly to a specified position over
specified length of time.

Changes sprite’s x-position by specified amount.

Sets sprite’s x-position to specified value.

Changes sprite’s y-position by specified amount.

Sets sprite’s y-position to specified value.

Turns sprite in opposite direction when sprite touches
edge of Stage.

Reports sprite’s x-position. (Ranges from-24010 240)

= Reports sprite’s y-position. (ange bom-16010150
ol direction] Reports sprite’s direction. (o=up, 90=right, 180=down, 90=left)
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Changes sprite’s appearance by switching to different
costume.

Changes sprite’s costume to next costume in the cos-
e List. fatendof the cosume s, umps backto s cosume)

r D

Reports sprite’s current costume number.

Changes Stage's appearance by switching to a different.
‘background.

next background

Changes Stage’s background to next background in
the background list.

[l background #

Reports Stage's current background number.

+2y 2T for @ secs

Displays sprite’s speech bubble for specified
amount of time.

Displays sprite’s speech bubble. (Youcan rmove specch bubble:
by running this block without any text)

ehink for @ secs

Displays sprite’s thought bubble for specified
amount of time.

Displays sprite’s thought bubble.

EE

Changes a visual effect on a sprite by specified amount.
e pulkdown menu o choose effect)





