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STRUCTURE OF THE CHALLENGE

This game is a little bit more difficult than the preceeding ones, so be attentive. You were provided with
a setup that is meant to work as the basis for this snake game. We can move the snake but nothing else
works. The game is meant to be used primarily in mobile devices with a touch screen.

In this challenge you are going to create a snake-type game. We also explore new mechanisms in
Gdevelop.

In the end of this challenge, you will be able ...:

www.silvercoders.eu

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.

To know how to develop for mobile devices
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INSTRUCTIONS

This is your initial setup. There are already some events to make the snake appear and the
object that will be eaten. But you should carefully look at the object properties and
behaviours. Note that only the Border and PlayerHead are at the scene. Snake movement is
with keys A,W,S,D or the Swipe mechanism in Touch screens.

& GDevelop 5 - G\My Drive\Virtual Campus\Erasmus+ 2021 SILVERCODERS\Outputs\Challenges\Challenge 22 - Snake\Challenge 24 - Snake Basic\game json
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Let's take a look at some of the code
In the beginning of the game, we create the various objects for the game.
QAL the beginning of the scene & Create object @ Points at position RandomInRang neWindowWidth() - 32);Random SceneWindowHeight() - 32) (layer: ")
Add conditior

82 Snap @ Points to a virtual grid using cells
& Create object  PlayerEat at position -100;-10(

Start (or reset) the timer "Movment” of [l PlayerHead
/ Hide PlayerEat

x, height 32px and an offset position 0)
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Next, we create the code to control the snake. It is different from what we normally do as we
are thinking also about the mobile devices. So we check for the key but also for Swipe.

I Changing angles

|| If one of these conditions is true:
(&) GlobalVariableString(Controls.Up) key is pressed
4 Swipe Direction "Up" length Variable(SwipelLength)
Add a sub-condition
Add condition
Il If one of these conditions is true:
[&] GlobalVariableString(Controls.Down) key is pressed
4 Swipe Direction "Down" length Variable(Swipelength)
Add a sub-condition
Add condition
|| If one of these conditions is true:
[&] GlobalVariableString(Controls.Left) key is pressed
4 Swipe Direction “Left" length Variable(Swipel ength)
Add a sub-condition
Add condition
|l If one of these conditions is true:
[&] GlobalVariableString(Controls.Right) key is pressed
4 Swipe Direction "Right" length Variable(SwipelLength)

Add a sub-condition
Add condition

"\ Change the angle of [l PlayerHead: sct to 270
Add action

"« Change the angle of [l[ PlayerHead: set to 90
Add action

"« Change the angle of [l PlayerHead: s=t to 180
Add action

“. Change the angle of [l[ PlayerHead: set to 0
Add action

When a Swipe is done or a key is pressed, the direction of the snake changes. When we
change the direction, the same happens to the body.

I Movment and “PlayerEat" positioning

I " The angle (in degrees) of M PlayerHead = 270

Add condition

I " The angle (in degrees) of [l[ PlayerHead = 90
Add condition

I "\ The angle (in degrees) of [l PlayerHead = 180
Add condition

I "« The angle (in degrees) of [l PlayerHead = 0
Add condition

[[] Change the position of
Add action
[[1Change the position of
Add action
[[]1Change the position of
Add action
[ Change the position of
Add action

PlayerEat:

PlayerEat:

PlayerEat:

PlayerEat:

set to PlayerHead.X() (x axis), set to PlayerHead.Y() - 32 (y axis)
set to PlayerHead.X() (x axis), set to PlayerHead.Y() + 32 (y axis)
set to PlayerHead.X() - 32 (x axis), set to PlayerHead.Y() (y axis)

set to PlayerHead.X() + 32 (x axis), set to PlayerHead.Y() (y axis)

Now, what happens when the snake “eats” a point? We play a sound, add 1 to the score,
change the position of the next “eatable” point.

Points
#  PlayerEat is in collision with @ Points @ Play the sound Assets\Sounds\Pick v, vol.: 20, loop: no
Add conditio @ Change the scene variable @ P: 1
[JChange the position of @ Points: set to RandomlnRange(0, SceneWindowWidth() - 32) (x axis), set to RandominRange(32, SceneWindowHeight()
32) (y axis)
82 Snap @ Points to a virtual grid using cells with width: 32px, height 32px and an offset position (0 0)
Il If one of these conditions is true: [ Change the position of @ Points: set to RandominRange(0, SceneWindowWidth() - 32) (x axis), set to RandomInRange(32, SceneWindowHeight()
# [l PlayerBody is in collision with @ Points 32) (y axis)
PlayerHead is in collision with @ Points 82 Snap @ Points to a virtual grid using cells with width: 32px, height 32px and an offset position (0; 0)
ndition Add acti
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And this is the end: the shake collides with the border or with its own body.

Restart

& PlayerEat is in collision with [l PlayerBody @ Set the boolean value of variable ] ColidedWithPlayerEat of [llPlayerBody to true
Add condition Add action

[ The boolean value of variable i ColidedWithPlayerEat of object Il Add action

PlayerBody is true
Add condition

@ Trigger once 3 Start (or reset) the timer "ColidedWithPlayertat” of [l PlayerBody
Add condition Add action
& The timer "ColidedWithPlayerEat" of Il PlayerBody > @ Set the boolean value of variable ] ColidedWithPlayertat of [llPlayerBody to false
Variable(PlayerMovmentSpeed) seconds Add action
Add condition
& [l PlayerHead is in collision with [[llPlayerBody @ Change the text of scene variable {#] State: set to "GameQOver”
Add condition Add action
l & [l PlayerHead is in collision with [llBorder @ Change the text of scene variable {#] State: set to "GameQOver”
Add condition Add action

Challenge 24 (Basic)
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