StarlogoTNG - Lesson 4: Forever (run)

Open and Save

· File menu > Open Project > “treasure game”

· File menu > Save as > “treasure game your initials.sltng”
About the treasure game v1 project

· Setup: creates 1 player agent; creates treasure agents and non-moving hazards agents 

· Run (forever): player agent(s) calls a procedure that executes movement when the player presses various keyboard keys to control the player agent from 1st person point of view
Guided Programming 1: Setup

· Breed Editor:

· Rename turtle agent to “player” and select a new character

· Make new agent called “treasure”

· Make new agent called “hazard”

· Drag setup block to setup section of canvas

· Attach “clear everyone” block

· Create 1 player agent

· Create treasure and hazard agents and randomly scatter them

· Click on setup in runtime window to check that the setup does what you want. 

Guided Programming 2: Forever / Run

· Drag a Forever block to the runtime section of canvas.

· Rename the Forever block “Run.”

Guided Programming 3: Keyboard Controls Procedure

· Drag and connect a procedure block to player section of canvas

· Rename procedure “keyboard controls”

· Drag and connect the If/Then blocks to the procedure block

Programming Activities

· Implement collision results between the player and the treasure and hazard agents.

· Implement score-keeping. (Hint: don’t forget to attach the “show score” and “set score 0” blocks in the setup block!)
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Explore different starting conditions. (Hint: you can have more than 1 setup block)

