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U 

Undefined! blocks ' 110 
Undelete sprites… option ' 103 
undo button ' 112, 117 
undrop option ' 114 
unevaluated procedure types ' 57 
unevaluated type ' 68 
Unicode ' 137 
Uniform Resource Locator ' 87 
unringify ' 62, 82 
unringify option ' 113 
Unused blocks… option ' 100 
up arrow (keyboard editor) ' 119 
upvar ' 60 
upward-pointing arrow ' 59 
url block ' 35, 87 
USE BIGNUMS block ' 33 
use case-independent comparisons block ' 33 
user interface elements ' 97 
user name ' 37 

V 

value ' 131 
value at key block ' 35 
var block ' 32 
variable ' 13, 72; block ' 43; global ' 14; renaming ' 15; script-local ' 

15; sprite-local ' 14, 15; transient ' 16 
variable watcher ' 14 
variable-input slot ' 64 
variables in ring slots ' 62 
variables library ' 32 
variadic input ' 46, 59 
variadic library ' 29 
vector ' 102 
vector editor ' 118 
vectors ' 136 
video on block ' 76 
violet ' 130 
visible stepping ' 45, 107 
visible stepping button ' 18 
visible stepping option ' 105 
visual representation of a sentence ' 28 

W 

wardrobe ' 9 
warp block ' 111 
watcher ' 15 
Water Color Bot ' 88 
web services library ' 35 
when I am block ' 21 
when, generic ' 6 
white ' 130 
white background ' 129 

whitespace ' 22 
Wiimote ' 88 
window layout ' 5 
with inputs ' 62 
word ➔ list block ' 28 
word and sentence library ' 28 
world map library ' 35 
World Wide Web ' 87 
write block ' 21 
writeable pulldown inputs ' 57 

X 

X position ' 11 
X11/W3C color names ' 30 
Xerox PARC ' 4 

Y 

Y position ' 11 
yield block ' 96 
Yuan, Yuan ' 4 

Z 

zebra coloring ' 11 
Zoom blocks... option ' 104 
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