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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.  

Create the 

Grotto Agent 

4. In the Gallery Window, click the New Agent button 

and name it “Grotto”. 

  

5. Click the Clear button and then create your 

“Grotto”. This will be the finish line for the game. 

 

6. Now place 1 “Grotto” on the top middle of the 

worksheet by selecting the “Grotto” agent from the 

Gallery Window. 

   

 

 

 

 

Resave the 

Worksheet 

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

Program the 

Grotto 

Behavior  

 

8. With the “Grotto” Agent highlighted, edit the behavior. The “Grotto” should 

announce a win, wait one half second, and then stop the simulation.  

  

 

Resave the 

Worksheet 

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

(Command “S” is the shortcut) 

Program the 

frog to die 

when it lands 

on the water 

10. With the “Water” Agent highlighted, edit the behavior so that the frog dies 

when it is stacked on top. 
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Task Step-by-Step Illustrations 

Program the 

frog to die 

when it lands 

on the garage 

11. With the “Garage” Agent highlighted, edit the behavior so that the frog dies 

when it is stacked on top. 

 

Program the 

frog to die 

when it lands 

on the Island 

 

12. With the “Island” Agent highlighted, edit the behavior so that the frog dies 

when it is stacked on top. 

 

Program the 

frog to die 

when it lands 

on the Bridge 

 

13. With the “Bridge” Agent highlighted, edit the behavior so that the frog dies 

when it is stacked on top. 

 

Test the Game 
14. Make sure the game works. Check to make sure that the game runs, is 

playable, and the cheats have been eliminated. 

Import image 

from the 

internet and/or 

clipart 

15. You can import images for the Frogger game, make 

sure you have saved the image to the desktop in 

either a JPEG or GIF format. It is best to have a file 

dedicated for all the pictures or clipart you want in 

your game. Try to find small pictures, they import 

better! 

 

16. In the Gallery Window, locate the “Frog” depiction 

and bring up the Depiction Editor. 

 

17. Select File, Import Image then locate your “Frog” 

image and select it. 
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Task Step-by-Step Illustrations 

Cleaning up 

and Masking 

the color of an 

imported 

image. 

 

18. After Importing the Image, use the drawing tools 

to Clean up the Image.  

 

 

19. Select any Color and fill in the background 

completely using the “bucket” tool.  

 

 

 

 

 

20. Select “White” from the Color Palette.  

 

 

21. Select the “Bucket” Tool from the right toolbar, 

select the background color and change it to 

“White”. This will allow the color to mask properly. 

 

22. Many times the picture will pixelate, and that’s OK. 

When this happens use the tools to clean up your 

image.  

 

Note: In the example, the image has been outlined 

in black. 

 

 

23. Now Mask the color to make it transparent. 

 

 

 

 

 

24. Once you have finished editing the Depiction, click 

Done. 

 

 

 

 
 

 

 

 

 

 

Resave the 

Worksheet 

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

  


