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player.say(45+2505)  
player.say(“Hi”) 
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blocks.place(PLANKS_OAK, pos(-1, -1, 0))  
blocks.place(PLANKS_OAK, pos(-2, -1, 0))  
blocks.place(PLANKS_OAK, pos(-3, -1, 0))     
blocks.place(PLANKS_OAK, pos(-4, -1, 0))  

blocks.place(PLANKS_OAK, pos(-5, -1, 0))  

 

3 

 

location1 = world(-24, 40, -18)  
location2 = world(-31, 40, -11)  
location3 = world(-28, 40, -16)  
location4 = world(-25, 40, -13)  
location5 = world(-31, 40, -17)  
  
blocks.place(MELON_BLOCK, location 1)  
blocks.place(PUMPKIN, location2)  

blocks.place(MELON_BLOCK, location3)  
blocks.place(PUMPKIN, location4)  
blocks.place(MELON_BLOCK, location5)  
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Bone = world(-21, 45, -31)  
Beef = world(-21, 45, -29)  
Chicken = world(-21, 45, -27)  
Biscuit = world(-21, 45, -25)  
Vitamins = world(-21, 45, -23)  
# Replace the lines below with your code #   
  
Dog_Food=[Bone, Beef, Chicken, Biscuit]  
Dog_Food.append(Vitamins)  
Dog_Food.pop(1)  
  
blocks.place(REDSTONE_BLOCK, Dog_Food[0])   
blocks.place(REDSTONE_BLOCK, Dog_Food[1])   
blocks.place(REDSTONE_BLOCK, Dog_Food[2])   

blocks.place(REDSTONE_BLOCK, Dog_Food[3])   
blocks.place(REDSTONE_BLOCK, Dog_Food[4])  
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for i3 in range(3):  

    for i1 in range(7):  
        agent.collect_all()  
        agent.move(FORWARD, 1)  
    agent.move(RIGHT, 1)  
    for i2 in range(7):  
        agent.collect_all()  
        agent.move(BACK, 1)  
    agent.move(RIGHT, 1)  
agent.drop_all(FORWARD)  
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for index in range(23):  
    if agent.detect(AgentDetection.BLOCK, 
FORWARD) and not 
(agent.detect(AgentDetection.BLOCK, LEFT)):  
        agent.move(LEFT, 1)  
    elif agent.detect(AgentDetection.BLOCK, 
FORWARD) 
and agent.detect(AgentDetection.BLOCK, 
LEFT):  
        agent.move(RIGHT, 2)  
    else:  
        agent.move(FORWARD, 1) 
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while agent.detect(AgentDetection.REDSTONE, F
ORWARD):  
    agent.place(LEFT)  
    agent.move(FORWARD, 1)  
    while agent.detect(AgentDetection.REDSTON
E, LEFT):  
        agent.turn(LEFT_TURN)  
        agent.move(FORWARD, 2)  
    while agent.detect(AgentDetection.REDSTON
E, RIGHT):  
        agent.place(LEFT)  
        agent.move(FORWARD, 1)  
        agent.place(LEFT)  
        agent.move(BACK, 1)  

        agent.turn(RIGHT_TURN)  
        agent.place(LEFT)  
        agent.move(FORWARD, 1)  
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# Place your functions below #      
# This function makes the Agent remove and 
pickup rocks     
def remove_rock():  
    agent.destroy(FORWARD)  
    agent.collect_all()  
    agent.move(FORWARD, 1)  
# This function makes the Agent plant 
saplings behind itself  
def plant_tree():  
    agent.move(FORWARD, 1)  
    agent.till(BACK)  
    agent.place(BACK)  
# Replace the lines below with your code #  

for index in range(12):  
    if agent.inspect(AgentInspection.BLOCK, 
FORWARD) == STONE:  
        remove_rock()  
    elif agent.inspect(AgentInspection.BLOCK, 
DOWN) == GRASS:  
        plant_tree()  
    else:  
        agent.move(FORWARD, 1)  
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def fire():  
    global score  
    if blocks.test_for_block(GOLD_BLOCK,  
    positions.add(agent.get_position(), pos(0
, 2, 0))):  



  

 
 

        mobs.spawn(FIREWORKS_ROCKET, agent.ge
t_position())  
        loops.pause(100)  
        blocks.place(AIR, positions.add(agent
.get_position(), pos(0, 2, 0)))  
        score += 1  
    elif blocks.test_for_block(GOLD_BLOCK,  
    positions.add(agent.get_position(), pos(0
, 3, 0))):  
        mobs.spawn(FIREWORKS_ROCKET, agent.ge
t_position())  
        loops.pause(100)  
        blocks.place(AIR, positions.add(agent
.get_position(), pos(0, 3, 0)))  

        score += 1  
def move():  
    if blocks.test_for_block(LIGHT_BLUE_CONCR
ETE, pos(0, -1, 0)):  
        agent.move(RIGHT, 1)  
    elif blocks.test_for_block(RED_CONCRETE, 
pos(0, -1, 0)):  
        agent.move(LEFT, 1)  
# Replace the lines below with your code #  
score = 0  
gameplay.title(mobs.target(NEAREST_PLAYER), "
Agent Invaders", "Start")  
while score <= 15:  
    move()  
    fire()  
gameplay.title(mobs.target(NEAREST_PLAYER), "
Congratulations!", "You win!")  

mobs.spawn(LIGHTNING_BOLT, agent.get_position
())  
if score > 15:  
    player.execute("scoreboard players set @p
 score 15")  
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