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Introduccion

Con TouchDevelop puedes crear tus propias apps desde cualquier dispositivo,
sea movil, tableta o pc. Ademas de aprender y comprender como es el codigo de un

programa.

Para comenzar a usarlo solo tienes que ir a la web www.touchdevelop.com.

En esta guia mostramos paso a paso como se realiza el primer tutorial
correspondiente a la iniciativa Hour of code™.
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http://www.touchdevelop.com/

Paso a paso

1. Click con botén primario en "TouchDevelop (panel)*, en "TouchDevelop -
Internet Explorer”.
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) @ https://www.touchdevelop.com/hourofcode2 O ~ @ € H Hour of Code™ with Touch... % ‘ l

Hour of Code™ with TouchDevelop Tutorials Educator notes Beyond an hour’™

welcome!
HOUR OF CODE
an introduction to

ComEuter il’ogram min

(or) é
() 00000 m ® ®

The "Hour of Code™ s a nationwide initative by Computer 7

Science Education Week and Code.org to introduce millions LET'S GET STARTED

of students to one hour of computer science and computer
training  materials
programming.

2. Click con boton primario en "Start Hour Of Code™ (texto)".
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3. Click con botdén primario en "LET'S GET STARTED (texto)".

Q @ htps// hourofcod pL-ac H [6] Hour of Code™ with Touch... X |

Hour of Code™ with TouchDevelop

=
R ARI

Tutorials Educator notes Beyond an hour’™

welcome!
HOUR OF CODE
an introduction to

con&uter irogram m(;;
(o)

® ©&

The Hour of Code'™ is a nationwide initiative by Computer T
Science Education Week and Code.org to introduce millions LET'S GET STARTED
of students to one hour of computer science and computer

% raming—malos

programming.

4. Pulsar en "glorious Jetpack Jumper :: main - TouchDevelop (panel)".

)| B ntps: £ - & C || B edraordinary Jetpack Jump... X

welcome!
HOUR OF CODE
an mtroductuon to

computer programmin

asigna un nombre a la aplicacion:

extraordinary Jetpack Jumpel i
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5. Click con botén primario en "jempecemos! (boton)".

iempecemos!

asigna un nombre a la aplicacion:

extraordinary Jetpack Jumpel

6. Click con boton primario en "jvamos! (botén)".

7. Click con boton primario en "ejecutar (boton)".

[ netps: X lop. :935574: O ~ @ C || B extraordinary Jetpack Jump... X
QN A~
@ extraordinary Jetpack Ju @ action main ()
propedes delserit publicar |©var board := ¢%game — start with fixed size(800, 400)

mis scripts

agregar nueva accién, evento, . + &y game — splash text("Ready, set, go!", 1, colors — red, colors — light
o evento, variable, referencia d |a bibliotecs, 1 gray, done)

where done() is

10
®» A

. b game — set life(3)

pulsa ahi para ejecutar la b game — set background scene("horizontal”, £ city
aplicacion background)
ja ver qué pasa! var robot := board — create picture(£ robot)
L - robot — set pos(100, 350)
robot — set width(200)
arte ~ t¥gamepad — on button pressed(action)

. where action() is
¥ city background

~Picture - una variable global do nothing
£ droid : Picture end
uns variable glogal . var obstacle spacing := 267
for0<i<3do

tutorial: Coding Jetpack Jumper! ° 0 . var obstacle := board — create pic M
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8. Click con botdn primario en "glorious Jetpack Jumper :: run - TouchDevelop
(panel)”.

9. Click con botdn primario en "atras (botén)".

742 O ~ @ C || { edraordinary Jetpack Jump... X

(© &P aP ap 0 ®

pulsa aqui

pulsa (<) para seguir con el
tutorial

touchdevelop © privacy and cookies legal

10. Click con botdn primario en "jvamos! (botén)".

11. Click con botén primario en "game — set life(3) (texto)".
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12. Click con botdn primario en "mover cursor (botén)".

[ https: 4 0 ~ 8 € || B extroordinary Jetpack Jump... ¥
~
@ Buscar... action main ()
\,Lvar board := ¢ game — start with fixed size(800, 400)
descartar
& game — splash text("Ready, set, gol”, 1, colors — red, colors — light
@ S, afiadir )ne) eliminar
re done() is
ejecutar
¥ game — set life(3)
meta:
game — set background scene("horizontal", € city
anar _Ckground) M
set life(value : Number) - Sets the current life points. Set as negative or zero to
end the game. ayuda...
N
"abc" 1 2 3 0 true  nuevalinea Ve
‘cadena retroceso
I @
not 4 5 6 . false S A )
negacién légica punto decimal mover el cursor a la Iqu‘”erda deshacer
7 8 9 - ( ) 0 < >
negacién mover cursor mover cursor
. p . . " , n
13. Click con botdén primario en "retroceso (botén)".
. 4 H . " Z n
14. Click con botén primario en "1 (boton)".
[ nitp: pp a74: O ~ @ & || B extraordinary Jetpack Jump.. %
action main () ~
@ Buscar... ,Avar board := ¢¥ game — start with fixed size(800, 400)

!e’.‘;game - splash text("Ready, set, go!", 1, colors = red, colors = light

eliminar

< ne)
re done() is

tvgame — set life(1)|

descartar

ejecutar

pulsa ahi para ejecutar la

afiadir

juna linea perfecta! sigamos

aplicacién game — set background scene("horizontal”, @ city

- z 1
ja ver qué pasa! naan~ckground) v
Y T APV [T SISy O S RPITLY
set life(value : Number) -- Sets the current life points. Set as negative or zero to
end the game. ayuda...
e X
abc 1 2 3 0 true  nuevalinea &
cadena retroceso
not 4 5 6 : false jo) n
negacién logica punte decimal mis deshacer
7 8 9 - ( ) ’ < >

negacién
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15. Click con botén primario en "ejecutar (boton)".

16. Click con botdn primario en "atras (boton)".

:935a745 © ~ @ C || [ extraordinary Jetpack Jump... X

pulsa aqui
pulsa (<) para seguir con el
tutorial

touchdevelop © privacy and cookies legal

17. Click con botén primario en "jvamos! (botén)".

Bm Microsoft




18. Click con botén primario en "robot — set width(200) (texto)".

935274 O ~ @ © || B edraordinary Jetpack Jump.. *

e ~
@ extraordinary Jetpack Ju @ action main ()
propiedades del script

st ,L_Lvar board := ¢ game — start with fixed size(800, 400)
mis scripts . . )
agregar nueva accién, evento, . | t¥ game — splash text("Ready, set, go!", 1, colors — red, colors — light
@ o evento, variable, referencia de |a biblioteca, r gray, done)

where done() is

ejecutar . d | ]
codigo |, €2 game — set life(1)
@ B> main( + €»game — set background scene("hcrizontal”, £ city
O una accisn 3
deshacer

> get picture ture(<r robot)
© picture : una accisn robot

robot — set width(200)

arte + & gamepad — on button pressed(action)

; where action() is
¥ city background

 Picture : una variable global do nothing
= e droid : Picture end
una variable glogal o var obstacle spacing := 267
— forO0<i<3do

tutorial: Coding Jetpack Jumper! (x) () ., var obstacle := board — create pic v

19. Click con botén primario en "mover cursor (botén)".

| background) ~
@ Buscar... ahadir r robot := board — create picture(% robot) eliminar

descartar bot — set pos(100, 350)

robot — set width(100)

gamepad — on button pressed(action)

ps. ) 1935374 O ~ @ C || [ extraordinary Jetpack Jump... %

anadir Where action() is

pulsa ahi para ejecutar la | do nothing
aplicacion end
ja ver qué pasa! var obstacle spacing := 267
for0<i<3do v
set width(width : Number) -- Establece el ancho en pixeles
ayuda...
. N
abc 1 2 3 0 frue  nuevalinea I
cadena retroceso
not 4 5 6 . false P (o)
negacién logica punto decimal més deshacer
7 8 9 = ( ) ' < >
negaci6n mover cursor mover cursor
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20. Doble Click con botdn primario en "mover cursor (boton)".

21. Click con boton primario en "retroceso (boton)".

:935a742 © ~ @ C || [ extraordinary Jetpack Jump... %

ulsa aqui
bulsa (<) para seguir con el
itorial

touchdevelop © privacy and cookies legal

22. Click con botdn primario en "1 (botdn)".
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23. Click con botdn primario en "ejecutar (botdn)".

https:// 4 lop.com/app/#edit935a74sb- O ~ & || [ edraordinary Jetpack Jump... %

where action() Is "

@ Buscar... do nothing
end

descartar .
var obstacle spacing := 267

@ afiadir < | < 3 do eliminar
oror r obstacle := board — create picture(> get picture)

pulsa ahi para ejecutar la obstacle — set speed x(10)
juna linea perfecta! sigamos

aplicacion
ja ver qué pasa! stacle — set height(100) o

" etarla o cat vilkhAasrd o wiidth _ 10N L i * Aletarla enacinA)

set speed x(vx : Number) -- Establece la velocidad de x en pixeles/seg

ayuda...
L | N N N | |
abc 1 2 3 0 true + - = > < b
cadena Suma nameros Resta ndmeros retroceso
not 4 5 6 . false jo o}
negacién légica punto decimal més deshacer
7 8 9 - ( ) ' < >

negacion

24. Seguir las instrucciones que aparecen en pantalla hasta que finaliza el juego.

B heps: o-clm@m inary Jetpack Jump...

© 0 ®

game over

touchdevelop © privacy and cookies legal
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