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Try the SpaceDestroy game and complete the following game design flowchart.
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START

ONSTART
_set screen effect (REEEZFEUF)
. set mySprite image (_M;‘f_éﬁﬁj

1
2

3. set mySprite position (B2 ==
4. move mySprite velocity (2%
5

. set mySprite stay in Screen (I8 e

E=0)

Y

v

v

v

on Game update

(every 1 seconds)

1. set Asteroid image & fall

v (EEEAEE&ET)

2. set Enemy position
(REEEXEEEEUSE)

3. set Asteroid as Enemy
(EESEALER)

on A button Press

1. set projectile Image and Velocity
EEHEBEE= L)
2. play sound

(EHEE=ER)

-

on overlaps
(player vs Enemy)

1. Destroy Enemy
CEERA(ER)

2. Camera Shake
(EERTHFE)

3. Decrease life
(EEaaE)

on overlaps
(Enemy vs Laser)

1. Destroy Laser
(& Laser)

2. Destroy Enemy &
effect
CEEEALER

3. Increase Score
(IEEMm=EaE)

every 1s J

No

Life=0

Yes

END




