Programming 12
Working with Instance Id’s

Use the file concept_10_instances to perform the following tasks.  
Note1:  the monsters destroy themselves when they leave the room
Note2:  to change the speed of the monsters, go to the monsterscreate event and change the random number range.
Note3:  notice that you can hit R and C to reset the room and create more monsters

1. In the drawObject draw event, find out the number of monsters in the room and display this value somewhere in the room.  As the monsters leave the room, you should see this value drop to 0.
2. [bookmark: _GoBack]Use the gameControl object to constantly check if there are 0 monsters left in the room.  If there are no more monsters, then go to the next room.  When working, remove the gameControl from the room… just practice

*** Remove the gameControl object from the room!  It will mess up questions that follow. ***
3. When the player presses the “S” key, do the following.
Find out how many monsters are currently in the room.      (lets pretend 4)
Find a random number so you can grab one of these monsters.    (for 4 monsters find a number from 0-3)
Use instance_find to get the id of the randomly selected monster.
Use the id of this monster and make it stop (set it’s speed to 0).
[if your solution doesn’t work when there are 0 monsters in the room, see question 5]
4. When the player presses the “D” key, do something very similar to question 3, but destroy the monster you selected.  Test it out and see if you can destroy all the monsters.
[if your solution doesn’t work when there are 0 monsters in the room, see question 5]
5. Some of you will code 3 & 4 in such a way that you try to get a monster even when there are no monsters left in the room.   Before you try to get a monster, use an if statement to make sure there are some monsters in the room.  If there are no monsters left in the room, use the exit command to leave your code.
6. When the player presses the “F” key, randomly select a monster on the screen and fire an arrow toward it.  Remember the exit command if you need it!
7. We are going to make the player pick an enemy.   
In the playercreate event, give the player a variable called target.  Set it to 0.  
When the player hits the “T” key, set target equal to the id of a randomly selected monster.
When the player hits the “M” key (for move), set the players direction toward target.
When you test this, notice that you must press T before you press M.  
8. Is there any code that you could add to 7 so that pressing M before T doesn’t cause an error?
9. Test out 7 again, but in the middle of the simulation, hit D to destroy a random monster.  Then hit M again.  If the monster you destroyed is the monster you are targeting, a game error will occur.  Why?  We will fix this in 10.
10. To handle problems like this, we should ask if the target exists before we try to get the direction toward it.  instance_exists will return a 1 if the instance still exists in the room.
Use a line like      if instance_exists(target) = 1 { 
                                       // code to find direction and move toward target }
                              else{
                                       // do nothing for now
                              }
11. Now move this code from “M” key into the playerstep event.  This way, the player will constantly try to move toward a target if it exists.  Test it out.  Until you hit the “T” key, the player shouldn’t move.  Now replace the 
//do nothing for now    with code that sets target to a new random monster id.  This way, as soon as the target doesn’t exist, a new target is found.  Test out.  Your player should pick existing monsters to follow.
12. Make sure your code works and that you understand it all!   
