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In this lesson you are going to improve your robots movement by having it move a
distance if it gets hit. You will also have it “bounce” of the walls by heading of at an
angle of 135 degrees.

1. Open the robocode editor
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Figure 1 — Starting the robot editor

2. Select the option Open to open an existing robot
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Figure 2 — Opening a new robot



3. Select the package folder that corresponds to your robot, in this example it is
tippinst
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4. Click on your robot in this example it is TippInstTank and select Open
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5. In this lesson we are going to improve the the onHitByBullet event. The tank will
now turn 90 degrees away from the enemies current position and move 200 pixels
ahead.

We replace on

public void onHitByBullet(HitByBulletEvent e) { with the following code.

public void onHitByBullet(HitByBulletEvent e) {
turnLeft(90 - e.getBearing());
ahead(200);
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Figure 3 — Robot editor with the changes made to onHitByBullet




7. We are also going to add a new event that will handle the scenario of the tank
hitting a wall. If the tank hits a wall it will either turn left or right 135 degrees
depending on its bearing and move forward 200 pixels.

public void onHitWall(HitWallEvent e){
double loc;
loc=e.getBearing();
if(loc>0){

turnLeft(135);

M close if
else{
turnRight(135);
M/ close else
ahead(200);
M/ closes onHitWall
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ﬁgure 4 — onHitWall event code



7.. Before the robot can be used it needs to be compiled. Select Compiler then
Compile
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Modified file

£) TippInstTank has been modified. Do you wish to save it?

I Yes |[ il H Cancel ]

9. Select the option Yes to create the folder (if required)

Create Directory

p | our robot should be saved in the directory: Crirobocodelrobotsitippinst)
“\1) This directory does not exist, would you like to create it?
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10. Click the option Save to save your tank
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11. You should see a compile successfully message appear.



i} Compiled successfully.

Edit

Compiling...
Compiled successfully.

12. To see your tank in a battle click on the Robocode program int the task bar. This

will display the Robocode screen
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13.Select Battle — New
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14. Double click on the package you created, in this example it is tippinst
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15. Click on the robot in this example it is TippInstTank and the click Add
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16. Click on the sample package and add a number of robots. In this example corners,
trackfire, sittingduck and walls have been added to this battle
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17. Click on the Start Battle button. Robocode will run 3 battles and display the
overall placings
B ocade; Round 1 of 3 (32 TPS, 22 TP5) :
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17. The results are displayed in a separate window. The overall performance is used to
decide the winner. In this example Trackfire was deemed the winner even though
Walls came 1* more often.

E Results for 3 rounds
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Fank, Robot Mame Tokal Score | Survival [Sury Bonus | Bullet Dmg Bullet Bonus |R.am Dmg * 2 Ram Bonus || 1sts | 2nds || 3rds
1st |sample, TrackFire 1093 450 ] 536 107 ] 0 0 3 0
2nd |sample.\Walls 1055 400 a0 545 27 4 i} 2

3rd [tippinst. TippInstT... 561 350 40 156 13 2 u] 1

4th |sample, Corners 404 200 ] 204 0 ] 0 0

Sth |sample. SittingDuck. 100 100 0 0 i} 0 i} i}
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