Name __________________________








Date: ___/___/____

AP CS Java  - Mr. Merlis









Block ___4 - ACE__


GridWorld Case Study: Our First Look
INSTRUCTIONS: This sheet will help to better acquaint you with the GridWorld program. Please follow it.
By clicking on a cell containing a bug, flower, or a rock, do the following:
1. Test the setDirection method with the following inputs and complete the table, giving the compass direction each input represents.

	Degrees
	Compass Direction

	0
	North

	45
	

	90
	

	135
	

	180
	

	225
	

	270
	

	315
	

	360
	


2. Move a bug to a different location using the moveTo method. In which directions can you move it? How far can you move it? What happens if you try to move the bug outside the grid?

3. Change the color of a bug, a flower, and a rock. Which method did you use?

4. Move a rock on top of a bug and then move the rock again. What happened to the bug?

NOW READ PAGE 9 of the Case Study (GUI Summary)

and go onto Part 2: Bug Variations ( read up until Do You Know? Set 2, which you will find below:
Exercise Set 2
1. What is the role of the instance variable sideLength? 
2. What is the role of the instance variable steps? 
3. Why is the turn method called twice when steps becomes equal to sideLength? 
4. Why can the move method be called in BoxBug when there is no move method in the BoxBug class? 
5. After a BoxBug is constructed will the size of the square pattern always be the same? 
6. Can the path a BoxBug travels ever change? 
7. When will the value of steps be zero?

NOW READ PAGE 12 of the Case Study (Runner Classes)

and complete the FIVE exercises that follow

For each new Bug class that you create, you will need to make a Runner class.





















PAGE  
2

