
Reproducible - Lesson 10: Wrap Up

Documentation for your game

· “How to Play” document/manual

· A few sentences on why the game is fun and what it is about

· Objective of game – how to win

· Keyboard controls

· Screen shots?

· Comments for other programmers

· Explain different parts of your program

Optional Programming Activity

· Open the current version of your “treasure game your initials.sltng”

· Save next version

· Swap computers w/ another classmate, play his or her game for a while, and program one more game feature to improve his or her game. 

· Write comments describing any code that you added or changed. 

To get StarLogo TNG for your home computer:

· Website: http://education.mit.edu/starlogo-tng/download 
· Register, download, install

· On-line reference of blocks: http://education.mit.edu/starlogo-tng/documentation
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c Collision block
* Call
o Clear Al
o Clear Everyone Description:
« Clear Patches
o clock Constantly checks for collisions between agents. If a collision occurs, canses the colider to run the 1:Turtles cod
o collides 2:Turtles code. Which agentis the collidee and which is the collider depends on the block. For example, ifa Tur
 Colizion) block with "Turtles" as the first port and "Frogs" as the second port will assume that the Turtle s the colider and
* color
* color of Arguments:
* comment
o cos L.Turtles (commands): This is the code that the collider runs.
* count breeds
+ count breeds with 2Turtles (commands); This is the code that the collidee runs. The label of this port determines which breed wil b
* count everyone
* count everyone with Examples:
* Create Agents
o cyan —_—
lset Solor, 4. brown)
D Goliston) =
jsetcolor, /. red
o die
o dig
* down sets the collider's color to brown and the collidee's color to red.
* dpad angle
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