Übungen: Geschweifte Klammern (Anweisungsblöcke)
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import greenfoot.*;

public class Telefon extends Dinge
{
public void actQ)
{
move(20);
turn();
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import greenfoot.*;

public closs Telefon extends Dinge
{

move(20);
turn(3);
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public class Telefon extends Dinge
{
public void actQ)

{
move(20);
turn(3);
1f(this.getRotation() >= 100)
{
move(-10);
¥
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public closs Telefon extends Dinge
{

move(20);

turn(3);
if(this.getRotation() >= 100)
{

move(-10);

if(Greenfoot . getMicLevel() > 50)
{
System.out.printlnC‘Mikro ist zu laut!");








