
 



 



 



 



 



 



agent.move("forward") 

agent.move("forward") 

agent.move("forward") 

agent.move("forward")

player.give("sapling", 1) 

 



for i in range(6): 

    agent.move("forward") 

    agent.give("planks", 2, 1) 

    agent.place(1, "down") 

agent.turn("right") 

for i in range(3): 

    agent.move("forward") 

    agent.give("planks", 2, 1) 

    agent.place(1, "down") 

agent.turn("right") 

for i in range(5): 

    agent.move("forward") 

    agent.give("planks", 2, 1) 

    agent.place(1, "down") 

 

for i in range(9): 

agent.move("forward")

agent.turn("left") 

for i in range(12): 

agent.move("forward") 

agent.turn("left") 

for i in range(11): 

agent.move("forward")

for side in range(4): 

for block in range(5):

agent.move("forward")

agent.give("iron_bars", 2, 1) 

agent.place(1, "down")

agent.move("forward")

agent.turn("left") 

 



for i in range(9): 

agent.move("forward")

agent.till("back") 

agent.turn("right") 

agent.move("forward") 

agent.till("back") 

agent.turn("right") 

for i in range(10): 

agent.move("forward") 

agent.till("back") 

 

agent.move("up") 

agent.interact("forward") 

for i in range(2): 

agent.move("up") 

for i in range(3): 

agent.move("right") 

agent.interact("forward") 

agent.move("up") 

for i in range(3): 

agent.move("left") 

agent.interact("forward") 

for i in range(2): 

agent.move("up") 

for i in range(3): 

agent.move("right")

agent.interact("forward") 

for level in range(6): 

for block in range(4): 

agent.give("rail", 2, 1)

agent.place(1, "down")

agent.move("forward")

agent.move("down")


