Karel the Robot Assignments

due Thursday: 

Read Karel++ Chapter 1-2. Write Karel programs to do p22 #5,7 (Write each on a text editor – best to use Ready To Program. Or write in email so you can paste it in a text editor in class.

When you save your program, include the page, problem number, and your initials (make sure they are unique). If John Doe wrote a program to do page 23 problem 7, it would be called p23pr7jd.kpp. The world should be called p23pr7.wld. (additional worlds for the same problem should be called p23pr7b.wld, p23n7c.wld, etc.)

Thursday in class, students will work in pairs, and each person’s programs, debugging as needed. You will also be introduced to Chapter 3

Due Friday:
Read chapter 3. Write a first draft for p62#4

Friday, in class: In pairs, debug assignment programs. Then, if time, together, start p64 #11, p65 #12. 

Assignment due Monday: do p64 #11, p65 #6 (have a team of 5 robots from different classes) 

Monday, in class: in pairs or alone, run program due

If time, start reading chapter 4

Due Tuesday: Read Chapter 4, write a draft for p95#6

Tueday in class: Run p95#6 (debug with a partner) Next, if time, with a partner, write and run p95 #11 

Due Thursday:
Read chapter 5, do p134 #1,2

Class on Thursday:   With a partner or by yourself, do at least 1 (preferably more) of the following  p 138 #11,14

Friday:  Karel Quest  (programming style is as important as whether a program works!)

Download: Go to Google, search for Karel++, click on the Beta Quality Verson (spicy), and download the windows version (Object Karel for Karel++). You will need to unzip the files into a folder they call ObjectKarel. 

http://csis.pace.edu/~bergin/temp/findkarel.html

Instructions (the short version) for using Karel the Robot

There are three things that you will need to do in order to run Karel programs on the simulator. You will need to write a Karel program, find (or build) a Karel world, and run the simulator for a given program and world.

To run the simulator, click on KAREL.EXE. With this program, you can create a world or run a simulation. 

Writing your Karel program (a .kpp file):

You must write your Karel instructions using the Program Development editor. For instructions, go the the Help menu, and select Contents. See "Developing a Program" on page 3. Note - under Program Development, you will first need to select "task" and then "construction of a robot." You must end with "turnOff" and then } .

Building/loading a new world:


Running the KAREL.EXE program, click new, then add walls and beepers by clicking on the grid. Click on an intersection for a beeper, and on a segment midpoint for a perpendicular wall to go through that point.  Be sure to save your world in the world folder (the wld should be added automatically if you save in the right folder). 

To run a program, run the KAREL.EXE program. You must open two files: (after clicking open, choose .kpp or .wld to list all programs or worlds)

a .kpp file, which has the code for Karel’s instructions (created with your text editor) found in the project folder (Under Open, select source code)

a .wld file, which is a Karel world (created with the Karel simulator program)

After both files are open, under the Run menu, click compile. After it compiles correctly, click Run Step-by-Step. It’s easiest to keep tapping the F8 key to do a step and see what’s happening.

If you write and run a program at home, and email it to school, you must include the OBJ file (created upon successful compiling) as well as the KPP file.

For more detailed information, see the help menu.

