check_catch(self): ‘

""" Check if catch balls.

for ball in self.overlappi
self.score.value += 10

ange game level. ”
if self.score.value — [0
self.level.value ‘- .
self.level.left - ;
""" Next level
level_messag
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COMPUTER SCIENCE:
PYTHON COURSE

LESSON 1: WHAT IS CODE?

Brief history of code

Differences with 'Hello World' in Python

id?
Are computers stupid? Scratch Basic input & Output

How python works

LESSON 2. VARIABLES & TYPES

What are variables?
Strings & Numbers What is None?
What is a 'Type'?

How many times does
Simon say?

LESSON 3. BRANCHING & LOOPS

What are we missing?
Binary Conditions
To branch or to loop?

When are conditions Restaurant Table
evaluated? allocator

LESSON 4. FUNCTIONS & LISTS

How to write less code?
Why are lists useful?
Mapping & Filtering

Parameters vs

. Register taker
variables 9

LESSON 5. MORSE CODE - PROJECT

Dictionaries Indexing from 0
Indicies in loops & Using dictionaries Morse Code Project
strings backwards

LESSON &: PROJECT SHOWCASE

Debugging
Good development
practices

Should | care about Morse Code Project

lint errors? extension




