Karel++ Lesson Plan, Day 2

Suppose we want to create robots with different capabilities? Like moving a mile? It would be good to have a command moveMile(). To do so, we introduce a new line of robots with that feature. We call this a new class of robots.

To do this, we define the class, listing the new commends:

class Mile_Walker: ur_Robot

{


void moveMile();

};

This means that the new class, called Mile_Walker, inherits all commands from ur_Robot, plus adds the new one(s).

Next, we need to define the new command:

void Mile_Walker :: moveMile()

{


move();


move();


//etc.

}

For now, don’t worry about what void does. Above, it says robots of the Mile_Walker class have the command moveMile() defined as a sequence of move() commands.

To see how new commands can be defined in a program, see your Karel++ text, page 33.

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!

Note: the correct way to write a Karel program is to begin by writing at the task level, making up new commands (high level), and then later defining those commands !!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!

The above strategy is essential, but runs contrary to the natural way of doing this. This is called step-wise refinement!
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Use step-wise refinement to write a “top level” (task level at the end) to harvest a 6 x 5 rectangular field of beepers.

Karel programs can use a team of robots: see page 55.

