StarLogoTNG - Lesson 9: Variables

Guided Programming:

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

· Save next version

· Define an agent number variable called “energy” in the thrown projectile section of the canvas.

· When hatching the projectiles, set energy to 20. 

· In the Run (forever) block, in the projectile’s section, decrease the energy variable by 1. If the energy is equal to 0, the projectile dies. 
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Programming Activity

· Implement a new game element that uses at least one variable.

· Decide on the game element, consider which type of variable is most appropriate, and then follow the steps below.

· Three basic steps to using a variable:

1. Define the variable

2. Initialize the variable (setup, create, hatch) 

3. Use the variable (change it, compare it, etc.)
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