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Task Step-by-Step Illustrations 

Open AgentSheets and 

Open Existing Project 

1. Open AgentSheets. 

 

2. Click File, Open Project from the menu bar. 

Highlight your project folder and click Open.  

  

 

Open Worksheet 3. You can open your worksheet by clicking File, Open Worksheet from the 

menu bar.  

Modify Frog Behavior 

to Drown when above 

River 

 

4. Highlight the “Frog” Agent from the Gallery Window and select Edit 

Behavior. Add the following rule:  

 

 

Note: Remember to save often!!!!! 

Frog Rule Descriptions 

 

5. In the Behavior Window for the Frog make sure to include Rule 

Descriptions, #1-5 should be added thus far: 

 

 
 

Create the Turtle Agent 

 

6. In the Gallery Window, click the New Agent 

button and name it “Turtle”. 

  

7. Click the Clear button and create your “Turtle” 

 

8. Now place 4 “Turtles” on each water lane by 

selecting the “Turtle” agent from the Gallery 

Window and clicking randomly on the water.  

 

 

 

Note: Make sure you do not place “turtles” at 

each end of the water lane. We will be 

adding a different depiction there. 

 

 

Resave the Worksheet 9. Click the Worksheet Window to bring it forward and select File, Save 

from the menu bar. 
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Task Step-by-Step Illustrations 

Program the Turtle 

Behavior on the River 

 

10. With the “Turtle” Agent highlighted, edit the Behavior and create the 

following rule: 

 

 

 

 

 

 

The rule reads: “If” I (turtle) see too the right, open water, once every ½ 

second; I will “Then” move one space to the right. 

Program Turtle to 

Transport the Frog 

 

11. Add the following rule your “Turtle” agent: 

 

Note: Make sure that the stacked below rule is the first rule in the method. 

 

 

 

 

 

 

 

 

 

 

 

 

The rule Reads: “IF” I am below the frog, once every ½ second; “Then” I 

will transport the frog to the right. 

Create the Left and 

Right Island 

 

12. In the Gallery Window, click “New Agent” 

and name it Island.  

 

13. Click the Clear button and create the “Island”. 

 

14. Duplicate the Island to create the Right 

Island by selecting the “Island” and from the 

menu bar select Gallery, Duplicate Depiction 

and Flip Horizontal. (Right clicking will also 

bring up same window).  

 

15. Place the “Island” in the proper place on the 

worksheet. (Hint: like the “garage” placement) 

 

Resave the Worksheet 16. Click the Worksheet Window and select File, Save from the menu bar. 
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Program the Turtle to 

Absorb at the Right 

Island 

 

17. Highlight the “Island” depiction and add the following behavior: 

 

The rule read: “If” I see the right island; “Then” I will wait .25 seconds, 

before erasing myself. 

 

Turtle Rule 

Descriptions 

 

18. In the Behavior Window for the “Turtle” Agent make sure to include 

Rule Descriptions, the following descriptions should be added thus far: 

 
 

Program the Turtle to 

Generate from the Left 

Island 

 

19. Highlight the “Island” Agent and add the following behavior along with 

this description:  

 

 

 

 

 

 

 

 

The rule reads: “IF” I see to the right, open water, every half second, a 25 

percent chance that; “THEN” I will generate a turtle to the right. 

Resave the Worksheet 20. Select the Worksheet Window then click File, Save from the menu bar. 

Run and Test your 

game 

21. Remember to Save! Save! Save!  

 

22. Press the play button and test your game. 

 

  


