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1. What does this rule tell the kodu to do? Circle the best answer.
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move toward quickly

a. Go toaredfish if it sees one.
b. Eatared fish.
c. Swim like ared fish.

2. What does this rule tell the kodu to do? Circle the best answer.
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a. Go toaredfish if it sees one.

Find and bump a red fish.
Eat a red fish if it bumps into one.
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3. What does this rule tell the kodu to do? Circle the best answer.
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move ﬂway

WHEN

a. Go to ablue fish if it sees one.
b. Runaway from a blue fish if it sees one.
c. Eatablue fish if it sees one.
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4. Putan “X” next to the rule that tells the kodu to go to the nearest star.
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5. Putan “X” next to the rule that tells the kodu to eat the star when it reaches it.
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