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[bookmark: _heading=h.30j0zll]STRUCTURE OF THE CHALLENGE
DESCRIPTION
This game follows the xample of the cannon game, as we are trying to shoot some enemies using projectiles.
GENERAL GOAL
In this challenge you are going to create a cannon-like game in GDevelop
LEARNING OBJECTIVES

[bookmark: _heading=h.1fob9te]In the end of this challenge, you will be able ...:
· To have experience with a visual programming suite and be able to code standard small piece of software with it.
· Know what statements and command lines are and what they mean for a compiler.
· To be able to write instructions using correct syntax and with minimal errors.
· Know what operators are, what they do and which symbols stand for which operators.
· To be able to understand the assignment of values to variables and how to change them.
· To know all the basic arithmetic operations and how to use them.
· Recognize and know how to use all the data structures related to numbers.
· To know the structures linked to the use of text, such as strings and characters.
· To be able to use If statements correctly to execute code according to a certain defined fixed condition.



	INSTRUCTIONS

	This is your initial setup. In this case we just provided the basic objects that you’ll need for the game. These are:
· turret: our tank
· bullet: the bulletes we fire
· enemy: the enemy tanks
· explosion: the effect when we hit an enemy
· GameOver: a text box that appears when the game ends (but you can see it now!)
· background: the ground for the battle
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Our objective is to create a game where enemy tanks will appear and will try to destroy our tank. The game will have just one level of difficulty but you can try to add more difficulty levels yourself.
In the Basic game scenario we left comments as hints for the events we are going to need. Let’s start!
Our initial code relates to the actions of our tank. The firs one relates to guiding the cannon of our tank towards an enemy. We will make the cannon follow the mouse cursor position.
[image: ]
Next we deal with firing the cannon. When we press the left mouse button, a bullet is created at the cannon endpoint and we will apply a force to it in the current cannon direction.
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We also added a timer to it. Can you explain why?
Next we are creating the enemies. They will spawn every second (the timer “EnemyCreation” is there for that) on a random position slightly above the image. Then we will make the enemies move towards our tank.
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Did we hit any enemy? Let’s destroy it and the bullet and show the explosion.
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Did the enemy destroy us?
[image: ]
It is Game Over...
[image: ]
How about creating a score that counts how many enemies we destroyed?
For the more advanced ones: what happens to the bullets that do not hit any enemy? What should we do with them?




	RESOURCES

	Challenge 25 (Basic)
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I Rotate turret toward the mouse

I Add condition &> Rotate = turret towards MouseX("",0);MouseY("",0) at speed 0 deg/second
Add action
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I Shoot bullets

U Touch or Left mouse button is down & Create object ' bullet at position turret.PointX("Canon”);turret.PointY("Canon”) (layer: )
“ The timer "firerate" is greater than 0.25 seconds € Add to © bullet a permanent force, angle: turret.Direction() degrees and length: 400 pixels
Add condition = Start (or reset) the timer "firerate”

Add action
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Add condition 7 Start (or reset) the timer "EnemyCreation”
Add action

Add condition o Move B enemy toward = turret with an instant force of 150 pixels
&> Rotate B enemy towards turret.PointX("Centre");turret.PointY("Centre") at speed 0 deg/second
Add action

I % The timer "EnemyCreation" is greater than 1 seconds # Create object Bl enemy at position Random(800);-50 (layer: )
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I @ _ bullet is in collision with B enemy # Create object = explosion at position enemy.PointX("Centre");enemy.PointY("Centre") (layer: )

Add condition ¥ Delete lenemy
¥ Delete  bullet
Add action

ma The animation of ~ explosion is finished ¥ Delete - explosion
Add action
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- I Destroy turret on collision with enemy

# B enemy is in collision with = turret #h Create object ~ explosion at position turret.PointX("Centre");turret.PointY("Centre") (layer: )
Add condition ¥ Delete w=turret
Add action
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Add condition

7 The number of = turret objects = 0

% The timer "GameOver" is greater than 0.1 seconds
Add condition

I I At the beginning of the scene

i/ Hide @ GameOver

Add action

7 Show EE GameOver

(D Set the time scale of the scene to 0
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