Teacher’s Guide: Treasure Hunt
A list of frequently asked questions and how to answer them

Challenge 2:

Q: Why do I have to set the camera view to “set agent camera” and “over the shoulder”? Why can’t I just click this on the Spaceland screen?
 A: The purpose of the procedure described in this challenge is that when you click “setup”, the camera will automatically be set to follow the player agent.  This saves you the step of clicking the “over the shoulder” button on the Spaceland screen.  In other words, you could accomplish the same thing by omitting the “set agent camera” and “over shoulder” buttons from the setup block, and then clicking on the “Agent View” button on the Spaceland screen after clicking “setup”, but instead what we’re doing here is automating the process.
Q: Why do I need to put in the “ID” block if the camera view is already in the create Turtles block?
A: The camera view block has the capability to be set to any ID - in order to specifically choose which agent it follows, it needs to be told the ID of the agent that was created.
Challenge 3:

Q:  Why did I have to rename the Procedure block? Does the computer now know how to do what I typed in?
A:  Renaming Procedure blocks, variable blocks, etc. is good programming practice.  The computer does not automatically understand what you mean by the block’s name; the name of the block is only for your own organization, to make programming easier rather than having “Procedure 1,” “Procedure 2,” etc.  
Challenge 4

Q:  Why is my agent stationary?
A:  Before you can move your agent using the keyboard controls, you need to click on Spaceland.
Challenge 5

Q: Where do I put the pink “score” block?
A:  The “score” block is a number. If you want add to the score, you can use the set score block, put the + block into it, and then put the pink score block on one side and another number on the other. Every time the code is run, then the score will be set to the current number plus the other number in the + block.
Q:  How do I make a mathematical expression that makes sense? Why would I use a x, /, +, or - block when I can enter one number instead?
A:  You can also use variables in a mathematical expression.  For example, you can program “set score” to be “score” + 1.
Q:  Why do I need a mathematical expression for my score? Can’t I just use the “inc score” block?
A:  Yes, you can use the “inc score” block.  The “inc score” block is like a shortcut block that does the same thing as “set score” to “score” + 1 (or whatever number you put in to “inc score”).
Challenge 6

Q:  Why can’t I see each individual movement of my rival? It looks like it’s just doing one motion!
A:  Computers are fast.  The entire Forever block runs in one “tick,” and after that “tick” you only see the end result of what was executed in the entire Forever block. 
Challenge 7

Q: Why is the rival score a variable?
A:  If the number is a variable, then the number can change. 
Q:  Where do I “declare” my shared variable?
A:  Declare the shared variable on the page of the canvas belonging to the breed that the shared variable is relevant to.  In this case, you should put it on the rivals page. 

*Advanced information: You may put shared variable on any page and it will function the same way. A shared variable means that there is only one variable that all agents can access, like the score block, which is a built-in shared number variable. We suggest declaring the shared variable on the breed’s page that will most likely use it for the sake of organization, but putting it on one page versus another does not change its function.
Q:  What is the difference between all these “shared number” blocks (in the Variables drawer in the Factory palette, in the My Blocks palette, the “set shared number” block, etc)?
A:  Each of these blocks has a different purpose.
· The “shared number” block in the Variables drawer in the Factory palette:  Put it in the breed’s section of the canvas.  When you use this block, it’s like you’re saying, “I want this breed to have an attribute/characteristic called ___”.  In other words, you are telling this variable to exist.

· The “shared number” block in the breed’s drawer in the My Blocks palette:  Can be used in any procedure, forever loop, run loop, etc.  You use this to say “what number is currently represented by this variable?”

· The “set shared number” block:  When you used the 1st shared number block, you only said “I want this variable to exist” – you didn’t store any number in the variable.  So after you’ve made the variable exist, you need to give a number – or a mathematical expression to calculate a number – to the variable.

Q:  What’s a text argument and how do I make one?
A:  An argument is a block that is placed into a command block (such as the “say”, “set status” or “to text” blocks, for example) to specify what the command should do.  For example, when you use the “say” block, you need to tell the agent what you want it to say.  In this case, you want the agent to “say” something, and that something is what’s contained in the text argument block.  You can make a text argument by using the “abc” block (found in the “Text” drawer in the Factory palette). Similarly, “set status” takes a text argument and displays that text in the status bar. “To text” takes a number argument block and changes it to a text argument, which can then be used by blocks that take text arguments, such as “say” and “set status.”
Challenge 8

Q:  Why would I want to place my agent in a specific spot if my keyboard controls allow me to move or turn him already?
A:  By knowing how to place an agent in a specific spot in Spaceland, you can tell the computer during setup to have the player agent start in a certain location.
Challenge 9

Q:  Where do I declare my agent number for “lives”?
A:  Declare it on the section of the canvas belonging to the relevant breed.
Q:  How do I get my speech bubble to reflect the amount of remaining lives my agent has, rather than just saying the same phrase every time he dies?
A:  If you want your agent to say only the number of lives he has left, you can simply replace the text argument in the “say” block, with the variable (found in the agent’s breed’s drawer in the “My Blocks” palette).  Alternatively, you can make your agent say a phrase in addition to the number of lives, but this can be a bit tricky to do.  First, you need to change the status of the “Lives” variable to be text rather than a number.  You can do this by using the “to text” block (which can be found in the Text drawer).  Next, you can use the + block in the Text drawer (note that this is the + block for Text, which is different from the + block for numbers) if you want your agent to say something in addition to the number of lives.  
