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The Maze Game Mini Project 2: Use key presses to move string 

In this second mini-project, you will learn how to store your 
name as a string.  You will use the getKey command from 
the first project to move your name on the screen.  This 
project will teach you how to move objects similarly to how 
you will move your shape for the maze project. 

Objectives: 
• Use getKey and If statements to make a selection 
• Use the Output command to display string 
• Use variables to control where to display 
• Use a While loop to repeat code 

MAZE Project Overview:  

After completing a series of 7 mini projects, you will have a maze game similar to the 
one on the right.  Projects 1 and 2 will provide skills needed to code movement in the 
maze game.  Projects 3-6 will create code you’ll import and use into your final project. 

Mini-Project Order:  
 1. Detect which keys are pressed 

 2. Use key presses to move string 

 3. Draw objects using pixels 

 4. Move objects using keypresses and variables 

  5. Create a specific Maze 

 6. Randomize maze attributes 

7. Create the final maze project. Keys  

 

1. In this mini-project you will use key presses to move text on the screen. 
Your screen is broken into multiple rows that go down the screen and multiple 
columns that go across the screen. 
 
Type the code below, insert your name. 
*Str1 can be found under Vars →String. 
 
 :3 →R 
 :1 →C 
 :“NAME” →Str1 
 :Output(R,C,Str1) 
 
Execute your code.   
What row and column contains your first initial? 
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2. You will now modify your code to get a key press value.  You will use this 
value to change either the row or column variable which will change where 
your name is displayed.  
 
Use the variable K to store the value from the key press. 
 
Use a while loop to continually get key press values until the clear key is 
pressed. 
 
You will need 4 If statements, one for each arrow key. 
 
Do you remember the arrow key numbers from Project 1?   
If not, rerun Project 1 and determine the number for each arrow key. 
 
What do you think the If statements will look like to control the movement of 
the string? 
 

 

3. The down key gives value of 34. 
To move the text down the screen, check to see If key34 was pressed. 
If it was pressed, increase the row by 1 and clear the old text off the screen 

 
Add this code inside your loop so it is repeated each time the program loops 
through and checks for a key press. 

 :If K = 34 
 :Then 
 :R+1 →R 
 :ClrHome 
 :End 

 
Be careful when you execute the code.   
If R the number of rows goes off the screen you will get the following error.   

 
How times can you press the down arrow before you get an error? 
How many rows of text fit on the screen? 

 

 
 
 
 
 
 
 
 

 

4. Code the Left, Right and Up arrow keys. 
 
Check your code with the answers on the next slide 
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5.  
Up Left Right 

 

 

 

 

 

 
 

Can you error trap your code so the Domain Error doesn’t occur when the user moves the name off the screen? 
 

6. Error Trapping: 
The row and column variables have to be larger than 0. 
 :If R = 0 
 :Then 
 :1 →R 
 :End 
 :If C= 0 
 :Then 
 :1 →C 
 :End 
There are 10 rows. 
 :If R = 11 
 :Then 
 :10 →R 
 :End 
There are 26 columns.   
Count the number of letters in your name. Subtract from 27 to determine the 
maximum value for C. 
 :If C = 24 
 :Then 
 :23 →C 
 :End 

 

 


