StarlogoTNG - Lesson 5: Moving Enemies

Open and Save

· Open “treasure game your initials.sltng”

· Save next version 

About the treasure game v2 project

· Setup: creates 1 player agent; creates treasure agent and non-moving hazards agents; creates moving “enemy” agents
· Run (forever): agents of player breed call a keyboard controls procedure; agents of “enemy” breed calls a “enemy movement” procedure 

Guided Programming

· Create a new breed called “moving enemy” and select a shape for it.

· In the setup block, create 10 moving enemy agents and scatter them.

· Create a procedure called “Enemy movement” and just put one instruction “forward 1” for now.

· Call the procedure in the “moving enemy” section of the run block. 

· Click setup in the runtime window. Before you click run, what do you think will happen when you click run? How will the enemy agents move? Now click run.

· Questions: What happens when the moving enemy agents hit the edge of the board? Is it hard or easy to avoid the enemy agent?
Programming Activity

· Program different movement instructions in the “enemy movement” procedure and see what happens. (Hint: Try using random)

· Implement collision results between the moving enemy and the player.
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What can you do with a collision between an enemy agent and another enemy agent? Be creative!
