Starting from scratch: Code cards

Card One Card Two

Card Three Card Four

when  diicked when diicked

point in direction point in direction

set pen color to JJjj

‘ ‘. move steps
D
turn (N €Y degrees

* %k %k * %k %k %k
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Starting from scratch: Code cards

Card Five

move EXY) steps

* %k

Card Six

define hexagon

%k %k %k

if on edge, bounce
point in direction (39
go to x: @ y: 0
pen down

set pen color to

set angle toﬂ

set pen color to pick randomatom
.set pen size to pid:randoinotpm
’ut angle to pick randomotn
’tumf‘ angle degrees

»

move pick random o to steps
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Starting from scratch: Code cards

Card Nine

define round

set pen color to

Card Ten

set pen color to
sdlnnﬁnim‘;

move €T steps

ﬁmmepﬂ!ﬁulw‘:’

%k %k %

Card Eleven

define Clockwise

g

-

change pen color by €
)

* %k %k

Card Twelve

define four

set Step to pick random €1 to €T

% 3k %k *k
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