Scavenger Hunt

Step 1: Develop the map

e Have at least 7 places on the map. Decide how they are connected.

e Your place can be real or made-up. It can be large or small. It can be set in the future, present or past.

e You will need a starting point and an ending point (or winning location)

The City of Cahokia

40,000 people

The ancient indigenous metropolis, located on the
banks of a northern section of the Mississippi. It had
at its 1050 BCE peak.

Rock-Hewn Churches of Ethiopia
The eleven Rock-hewn Churches of Lalibela were
built in the late-12th and early-13th century,
commissioned by King Gebre Mesqel Lalibela of the
Zagwe Dynasty.
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Alternatively,

you can just make up
your own map of
whatever location you
want.

| Biet Medhane-Alem
2 Biet Maryam

3 Biet Masqal

4 Biet Dengel

5 double church Biet Selassie-Golgotha
6 grave of Adam
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Some places, with a list of rooms....

wardroom

Military Base House Castle Cave

wall kitchen great hall entrance
ditch bedroom dungeon chamber
gatehouse laundry room courtyard stalacities
fence living room kitchen channel walls
headquarters dining room tower underwater river
tents craft room gatehouse flowstone
central street play room bed chambers stalacities
canteen bathroom buttery pool
storehouses guest room solars large chamber
artillery gym storage columns
workshop library larder shields
barracks office lavatory soda straws
commissary garage dovecotes icicles
hospital basement ice house

mess home theatre oratory

ammunition storage hallway boudoirs

recreation closet treasure room

training nursery armory

vehicle repair pantry menagerie

vehicle storage attic cattle bards

weaponry kids bedroom well

military intelligence

Boat Amusement Park Mall

compartment roller coaster food court

bilge restaurant entrance

brig food stand display

bulkhead children's rides clothing store

cabin bumber cars shoe store

radio room funhouse game store

engine room pendulum ride department store

galley dark ride pet store

deck ferris wheel drug store

navigation room carousel hardware store

gun deck teacups ride electronics store

hold clothing booth dollar store

quarter deck bank

sick bay bakery

steerage arcade




Step 2: Develop the code.

For example:

This story begins in the Super Happy Magic Forest,
where everybody enjoys picnics, fun, and dancing
all year round. This is all because of the
Mystical Crystals of Life.

This example program is set in the public class SuperHappyMagicForest {
S H Magic F h public static void main(String args[]) {
uper Happy Magic Forest, where new SuperHappyMagicForest();

everybody enjoys picnics, fun, and
dancing all year round (as stated
above).

public SuperHappyMagicForest() {
//You will fill this in later on!

¥

public void 01dOak() {

. . //You will fill this in later on!
As this student did, make a method

for each p|ace in your map. public void PixieHousing() {
//This would need to be filled in!
b
The OldOak method is highlighted in Publ:}t/: void Tipzylitlmnri]eso {1 '
. .. You wi i this in later on!
the code next to this description.
public void RainbowFalls() {
. X >N ,
Check that your code runs. It won’t do //You will fill this in later on!
anything, but it should run. public void ButterflyHorse() {
//You will fill this in later on!

. }
Show Ms. Gorski when you are done public void LollipopPond() {
this step. //You will fill this in later on!

public void DancingFields() {
//You will fill this in later on!

public void MysticalCrystalsOfLife() {
//You will fill this in later on!

public void MagicStones() {
//You will fill this in later on!

public void CottonCandyCave() {
//You will fill this in later on!

}

public void NeverEndingPicnic() {

//You will fill this in later on!
¥

}



Step 3: Begin coding the map

e Begin at the starting point in your adventure.

e (Code it together.

e This is an example of a starting point.

e Note that it calls the next method, sending the user to the next place.

public class SuperHappyMagicForest {
public static void main(String args[]) {
new SuperHappyMagicForest();

public SuperHappyMagicForest() {
System.out.println("Welcome to the SUPER HAPPY MAGIC FOREST!!!\n");
System.out.println("Here everybody enjoys picnics, fun, and dancing all year round.");
System.out.println("Enjoy the rainbows, sunshine and good times.\n");
01doak();

}

public void 0ldOak() {
System.out.println("You have found the OLD OAK.");
System.out.println("If it is wisdom to you seek, well, you might have some luck.");
System.out.println("It is the wisest oak tree in the whole forest.");
System.out.println("If you just want acorns, there's a bunch of those too. \n");

System.out.println("Where would you like to go next?");
System.out.println("(p) Pixie Housing");
System.out.println("(h) Happy Bunnies");
System.out.println("(r) Rainbow Falls");

char choice = I0.1inputChar("\nYour choice? (p/h/r) ");
System.out.println();
if(choice =="p")
PixieHousing();
else if (choice =='h")
HappyBunnies();
else
RainbowFalls();

Step 4: Divide the methods.

e Divide the remaining methods between the two of you.

e Each of you should code the methods. Keep talking together about the story as you code.
e Put the methods together when you are done.

o Test to make sure you can visit all of the locations.

e Make sure your code runs.

e Show Ms. Gorski when you are done this step.



Pickups

e Youcand

eclare global variables as shown below. If the user has been to a location where the pick-up is, you can

increment the counter.

e Addin three items that your user needs to find in the map.

e When they get to the winning location, you can check that they have picked up all of the items they need to exit
the code using an if.

e If they have all of the items, then they win. Otherwise, give them a hint as to want they still need to find.

public class SuperHappyMagicForest {

int acorn=0;

public static void main(String args[]) {

new SuperHa

}

public SuperHap
System.out.
System.out.
System.out.
01doak();

}

ppyMagicForest();

pyMagicForest() {

println("Welcome to the SUPER HAPPY MAGIC FOREST!!!\n");

println("Here everybody enjoys picnics, fun, and dancing all year round.");
println("Enjoy the rainbows, sunshine and good times.\n");

public void 01dOak() {

System.out.
System.out
System.out.
System.out.
acorn++;

System.out.
System.out.
System.out.
System.out.

char choice
System.out.
if(choice =
PixieHousi
else if (ch
HappyBunni
else
RainbowFal

println("You have found the OLD OAK.");

.println("If it is wisdom to you seek, well, you might have some luck.");

println("It is the wisest oak tree in the whole forest.");
println("If you just want acorns, there's a bunch of those too. \n");

println("Where would you like to go next?");
println("(p) Pixie Housing");
println("(h) Happy Bunnies");
println("(r) Rainbow Falls");

= IO.1inputChar("\nYour choice? (p/h/r) ");
println();
='p")
ng();
oice =='h")
es();

1s();

Let Ms. Gorski know when you have completed this code.



Reset

e Let the user choose to play again.
e Bring them back to the start of the map.
e Reset all of the pickup variables to zero.

acorn=0;

e Also, add some sort of timer to note how long it takes for the students to complete the program. This is an
example:

http://www.gorskicompsci.ca/JavaNotes/ExtraFeatures/TimingAnEvent.pdf

Let Ms. Gorski know when you have completed this code.


http://www.gorskicompsci.ca/JavaNotes/ExtraFeatures/TimingAnEvent.pdf

