Adding Attributes to your Classroom Blocks

You will now furnish another classroom with the same block you used in the previous exercise but this time you will include attributes with the blocks. To do this you will redefine your blocks and add attributes to them.

In order to add attributes to blocks that already exist you must redefine the block. 

1. Explode the block

2. Add the required attributes to the block (Draw > Block > Make Attributes)

Remember that each attribute has three options:
Tag – this is the label that appears on the screen with the block
Prompt – the question that is asked when the block is inserted.

Value – the default value that is associated with the block attribute.
3. Redefine the block (save it using the same name as the original block) being sure to include the new attributes that you have added.

Here are the attributes that you will want to add to your furniture:


FURNTYPE

LOCATION

PRICE

Use the following table to assign appropriate values to each attribute

	Tag
	Prompt
	Value

	FURNTYPE
	What type of furniture is this?
	Assign an appropriate value (Desk, Comupter, Chair)

	LOCATION
	What room is this furniture in?
	Room 300

	PRICE
	How much did this furniture cost?
	Desks – 235.95
Computers – 795.56
Chairs – 45.32
(Do NOT include a $ in any value)


To hide the attributes type Attdisp and OFF. To display the attributes on the screen turn this variable on.

Now furnish another classroom in this same wing. Once again include 32 student desks with computers and one teacher desk. Once you have finished with your second classroom you will then extract the information stored in the file to find out how much it costs to furnish this classroom.

