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Why Astro Coding Go? (ACG)
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Comprehensive Learning
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Game Builder

0  NewProjectk
1 startTimer()

&) - 2- onFramdgfunctxon()(
3 var time- getTimer()

scenel 4 setText(time)
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Physic:

Sound

/ Snippet

Creating a Jumping
Character

Creating a Scrolling
Background

Firing Missiles
Creating a Timer
Using the Joystick (1)
Using the Joystick (2)

Creating a Bouncing
Ball

Send and Receive

moveForward(steps)
moveX(steps)

moveY/(steps)
Move "steps" towards the y-axis
steps

Usage examples
moveY (100)

moveTo(xy)
moveToSprite(name)

moveToMousePointer ()

1. Select a text sprite from the sprite box
and start the timer.
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Curriculum Details
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Object-Oriented Block Coding
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JavaScript

1 pIayAnimation-ﬁe“,t rue)

front_walk Animation

j;% ,Li]\: 7 % *E I E , 15” QD scenal front_run Animation

front_jump Animation

back_idle Animation
1‘%61% E Ej] iﬁ%*u APl ? back_walk Animation

attack Animation
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