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Itis alwags tmportanl bo Plan your algorinm and what

you would like the outcome to be before you start fo
code your program. Wrihng down your algorinm helps
you bo spot and debug errors laker on oo,

Sentence Stems:

* Rolate ___ degrees clockwise

* Rolale ___ degrees anti-clockwise

Go to a random Ploce on the screen

*  Slart ploging the sound ___

*  When you stark the program

*  Make il in/isible

* ..ond wait or—— seconds

* Do this ___ limes

o Repeoledlg

A 'counl'—controued IOOP. blOCI( will
repeot H”te commond a certoin amounl’ OJ.‘

hmes, depending on the inpuk

repeat 4 [fd 100 rt 90]

An ‘infinile loop' block can be used bo
repeat commands over and over aga‘m,

without an end point
rovos @B
\ ponnt in direction @

! pélnf in direction @
wait @GP seconas

Use Hme show and hide commands lo decide when a

sPrile can be seen or noL

ey

Chonge sPrile' S coslumes.

This will make the
shark open it's mouth

when it ‘eals o fish.

Change Hme bacltgrounds

. ‘ B - - based on variobles.

switch backdrop fo Lose v

his will change the
boc‘:ground based on

the score, fo winn‘mg

or |osing.

Add sound l’O HOUF sPriles

and decicie when it pla S
Find a sound that
is righl for goul



