Virtual Pet - WonkoGOTCHI

Wednesday, 13 February 2013
10:22 AM

The idea is to have a "pet" that gets older. As it gets older, it uses food, makes waste, becomes happy or sad and
changes it's picture according to how it is "feeling"
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BLOCKS for this project are at the discretion of the student. Some basic things like getting older, making waste, becoming sick or

unhappy should be gone through but once students know how things work, they should be encouraged to do their own thing and make
their pet cool:

Make the pet get OLDER:
Set Variables FIRST:
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def as number
O happy 0
def as number
O hunger 0

Make it poo:
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FEED your pet:
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Set up a NEW pet:

Use the timer, by making something change every 5 ticks, say:
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...go nuts
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