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Hhat i Construckt 27

"Mo prodramming required” game creation tool
Intuiktive visual editor For makling 20 games
Based on JawvaScript / HTMLS

Exports to DesKtop, Mobile, Console and Web

Creation kool 15 only available on HWindows
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Licenses and Fees

m Free edition
m Personal license - $1£9.99

m Business license - $4%29.99
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Licenses and Fees

Compare Features

High Performance Engine
Intuitive User Interface
Intuitive Event System
Extendable Plugin System
Physics Engine

Full Documentation

Free frequent updates
Debugger

Debugger Watch Tab
Profiler

Event Breakpoints

Make Multiplayer Games

X XXX LKL

Personal License
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Business License

By BY BY Y Ry A
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Licenses and Fees

Make Windows apps
Make Mac apps

Make Linux apps

Make Amazon Store apps

Make Wii U games T
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Publishing Options
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Licenses and Fees

Event Limit

Layer Limit
Special Effect Limit
Project Subfolders
Event Search

Z-Order bar

100
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Limitations
Unlimited Unlimited
Unlimited Unlimited
Unlimited Unlimited
v v
v v
v v
v v
v v
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Licenses and Fees

Bundled Sound Effects
Bundled Music
Bundled Ambient Sounds

Bundled Sprite Packs

16

* Everyone*

Commercial Use

Awesome profile medal

L)

L)

Royalty Free Bundled Assets

124

8

12

3

Other
Individuals*
Limited**

v

v
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Businesses*

Unlimited

v

v
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The basics
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Creating a new projeck

m Click File => New

£ | - ~"lon
» MaKe sure 'New empty e
project’ is selected P =SSN Home View
: : : New
s Click the 'open j
button
- 2pen..,
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Editor overview

— -
B - - QR S - e e e e oot 1 . - —

File Home | View  Events Upgrade
b TS O%GA
| S MRedo - | {gfiSelect Al | P HTMLS - R rorums N L 4
e Scrra | Run Debug Export | Start
@rep Store | layout layout project | Page
Clipboard Undo Selection Configurations Online Preview Go
Properties 8% | 7 layoutd x| Eventsheetl | r\ ~ | Projects nx
Al 2 « | 4% penPals -
B About « I Layouts
Name penPals & Layout 1
T Y000 « b Event sheets
Event sheet 1
Description Oty s
D com.mycompany.my... e © Audio
Author 1 Background
Email BottomSand
Website http:// 2 & Browser
B Project settings Ak 1 Desktop
First layout (default) — FlyingClothespin
Use loader layout  No [ FullscreenButton
-
Pixel rounding off « Function
Preview effects  Yes Hourglass
-
[ Window Size 854, 480 A a i”tw .
Inkwe
B Configuration Settings Ry
etterLine
Preview browser  (default) ) o
Fullscreen in bro...  Letterbox scale 8 Projecs R
Fullscreen scaling  High quality T T
ects
Use high-DPIdis... Yes = =
Orientations Any — o
Enable WebGL ~ On BottomSand [l Desktop
Sampling Linear
—= FlyingClothespin ullscreenButton
Downscaling Medium quality = hying &
Physics engine Box2D web Hourglass | Jo%%
Loader style Progress bar & logo Ell”kwe" o
Preload sounds  Yes 4
Pause on unfocus  No / pen PenLine
Clear background ~ Yes - . OPenPulm PenTip
Mors cioaton T Good day, I am Ye Olde Clippe.
Would you like some assistance? * SpilledInk TopSand
#TutorialBox
< 1 = » Objects | Tilemap
Ready Approx. download: 4.9 mb memory use: 65.1 mb Events: 77 Active layer: Desktop Mouse: (1333.1, 1135.8,0)  Zoom: 68%
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Editor overview

3B - - O T — s e oo e oot 1 Y —— [~ p—
File Home | View  Events Upgrade
- @ $ - @sdmacom o # D ﬁ
o B % - | miSelect All HTMLS - ¢RForums L 4
Debug Export | Start
@rep layout project | Page
Clipboard Undo Selection Configurations Online Preview Go
Properties 8% | 7 layoutd x| Eventsheerl | r\ ~ | Projects a %
Al 2 + || 4= penPals B
Ahout « I Layouts
Name penPals ayout 1
T Y000 « I Event sheets
Description . Obj::["tty:h::‘ L
D commycompany.my... - o A
Althor 1 Background
Email BottomSand
Website httpy//
© Project settings ¥ Desktop
First layout (default) — FlyingClothespin
Use loader layout  No [ FullscreenButton
Pixel rounding  Off < Function
Preview effects  Ves Hourglass
& Window Size 854, 480 m_—
© Configuration Settings & ;_":t‘t"fr:_'me
Preview browser  (default) it
Fullscreen in bro... Letterbox scale & Projects| Layers
Fullscreen scaling  High quality T %
Use high-DPI dis... Yes 3
Orientations Any o
Enable WebGL  On BottomSand P Desktop
Sampling Linear
i Ve T —=FyingClothespin ullscreenButton
Physics engine Box2D web Hourglass | Jo%%
Loader style Progress bar & logo Ellnkwe“ (TR
Preload sounds  Yes 4
Pause on unfocus  No /- pen Pentine
Mﬂg?;;;::?;ium EE Good day, 1 am Ye Olde (‘ lippe. OPE”PD'”( i
Would you like some assistance? * SpilledInk TopSand

Ready

>\ #TutorialBox

1 r Objects | Tilemap

Approx. download: 4.9 mb memory use: 65.1 mb Events: 77 Active layer: Desktop Mouse: (1333.1, 1135.8,0)  Zoom: 68%
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Editor overview

—
@B - O 5T — S Construct 2 (free edition) - penPals - Layout 1 . - - —
File Home | View  Events Upgrade
- ; Car S O%E A
| S < miSelectAl B HTMLS - R rorums N L 4
e Scrra | Run Debug Export | Start
@rep Store | layout layout project | Page
Clipboard Undo Selection £ ations Online Preview Go
Properties 4% 7 Layourl x| Evencsheetl | P ~ | Projects n %
2 « | 4% penPals -
« b Layouts
Name penPals ayout 1
T Y000 « b Event sheets
vent sheet 1
Descript
ID“”'D on 4 9 Object types
com.mycompany.my... © Audio
Author 1 Background
Email BottomSand
Website http// -
3 Project settings / - 1 Desktop
First layout (default) S — FlyingClothespin
Use loader layout No [ FullscreenButton
i
Pixel rounding off « Function
Preview effects  Yes Hourglass
& Window Size 854, 480 - I
B Configuration Settings & ol
“F N 'b d‘"f . LetterLine
review browser  (default) | P i -
Fullscreen in bro...  Letterbox scale 8 Projecs R
Fullscreen scaling  High quali
1 .Q gh quality _ || Objects ax
Use high-DPIdis.. Yes 3
Orientations Any o
Enable WebGL ~ On BottomSand [l Desktop
Sampling Linear i i .
i i Itte
Downscaling Medium quality =00 Stespn Hieieerbton
Physics engine Box2D web Hourglass | Jo%%
Loader style Progress bar & logo Ell”kwe" o
Preload sounds  Yes g
Pause on unfocus  No /2 Pen PenLine
Clear background ~ Yes . . OPenPulm PenTip
= Good day, I am Ye Olde Clippe.
More information  Help . :
Would you like some assistance? * SpilledInk TopSand

Ready

Approx. download: 4.9 mb memory use: 65.1 mb Events: 77

5

Active layer: Desktop

— Event sheet tab

TutorialBox

Objects | Tilemap

Mouse: (1333.1, 1135.8,0)  Zoom: 68%
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Editor overview

— — -
B E - - O s - — —~—— b - . Construct 2 (free edition) - penPals - Layout 1 . - -
File Home | View  Events Upgrade
o il ; e OkE A
| S uRedo ~ | jgiSelect Al P HTMLS - R rorums N L 4
S Scrra | Run Debug Export Start
@rep Store | layout layout project | Page
Clipboard Undo Selection Configurations Online Preview Go
Properties 8% | 7 layoutl x| Eventsheerl | r\ ~ | Projects e
2 « | 4% penPals -
« b Layouts

Name penPals ayout 1
T Y000 « I Event sheets
Description . Obj::[”tty:h::‘ L
D commycompany.my... i
Athon il £ Background
Email BottomSand
Website http// -

© Project settings / o 4 Desktop
First layout (default) S — FlyingClothespin
Use loader layout  No [ FullscreenButton
Pixel rounding  Off < Function
Preview effects  Ves Hourglass

& Window Size 854, 480 - I

© Configuration Settings & ;_":t‘t"fr:_'me
Preview browser  (default) B o
Fullscreen in bro... Letterbox scale B Projects| Layers
Fullscreen scaling  High quality TR %
Use high-DPI dis... Yes E
Orientations Any - o
Enable WebGL  On BottomSand P Desktop
. TN | I—
Physics engine Box2D web Hourglass | Jo%%
Loader style Progress bar & logo Elnkwe“ (TR
Preload sounds  Yes 4
Pause on unfocus  No /- pen Pentine

. Clear background  Yes Good day, I am Ye Olde Clippe. OPenPulm PenTip

ore information  Help s x > ’ N
Would you like some assistance? SpilledInk TopSand

>\ TutorialBox

< u r Objects | Tilemap

Ready Approx. download: 4.9 mb memory use: 65.1 mb Events: 77 Active layer: Desktop Mouse: (1333.1, 1135.8,0)  Zoom: 68%

—0bjects bar
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Editor overview

— —
@B - O 5T — S Construct 2 (free edition) - penPals - Layout 1 . - - —
File Home | View  Events Upgrade
= &S OXG A
| S < miSelectAl B HTMLS - R rorums N L 4
e Scrra | Run Debug Export | Start
@rep Store | layout layout project | Page
Clipboard Undo Selection £ ations Online Preview Go
T 8% | layoutd x| Eventsheetl | r\ < | ax
2 « | 4% penPals -
« b Layouts
Name penPals ayout 1
T Y000 « b Event sheets
g vent sheet 1
Descript J
— Dearct Sorch, e
com.mycompany.my... e © Audio
Author 1 Background
Email BottomSand
Website http:// ¢
3 Project settings / - 1 Desktop
First layout (default) g — FlyingClothespin
Use loader layout  No - [ FullscreenButton
-
Pixel rounding off « Function
Preview effects  Yes Hourglass
& Window Size 854, 480 - I
B Configuration Settings & ol
“F N 'b d‘"f . LetterLine
review browser  (default) | P i -
Fullscreen in bro...  Letterbox scale 8 Projecs R
Fullscreen scaling  High quali
= _g o || Objects ax
Use high-DPIdis.. Yes 3
Orientations Any o
Enable WebGL ~ On BottomSand [l Desktop
Sampling Linear i i .
i i Itte
Downscaling Medium quality =00 Stespn Hieieerbton
Physics engine Box2D web Hourglass | Jo%%
Loader style Progress bar & logo Ell”kwe" o
Preload sounds  Yes g
Pause on unfocus  No /2 Pen PenLine
Clear background ~ Yes - . OPenPulm PenTip
= Good day, I am Ye Olde Clippe.
More information  Help . :
Would you like some assistance? * SpilledInk TopSand

Ready

Approx. download: 4.9 mb memory use: 65.1 mb Events: 77

5

Active layer: Desktop

4 —Properties bar

TutorialBox

Objects | Tilemap

Mouse: (1333.1, 1135.8,0)  Zoom: 68%
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Editor overview

— — -
B E - - O s - — —~—— b - . Construct 2 (free edition) - penPals - Layout 1 . - -
File Home | View  Events Upgrade
o il ; e OkE A
| S uRedo ~ | jgiSelect Al P HTMLS - R rorums N L 4
S Scrra | Run Debug Export Start
@rep Store | layout layout project | Page
Clipboard Undo Selection Configurations Online Preview Go
Properties 8% | 7 layoutl x| Eventsheerl | r\ ~ | Projects e
2 « | 4% penPals -
« b Layouts

Name penPals ayout 1
T Y000 « I Event sheets
Description . Obj::[”tty:h::‘ L
D commycompany.my... i
Athon il £ Background
Email BottomSand
Website http// -

© Project settings / o 4 Desktop
First layout (default) S — FlyingClothespin
Use loader layout  No [ FullscreenButton
Pixel rounding  Off < Function
Preview effects  Ves Hourglass

& Window Size 854, 480 - I

© Configuration Settings & ;_":t‘t"fr:_'me
Preview browser  (default) B o
Fullscreen in bro... Letterbox scale B Projects| Layers
Fullscreen scaling  High quality TR %
Use high-DPI dis... Yes E
Orientations Any - o
Enable WebGL  On BottomSand P Desktop
. TN | I—
Physics engine Box2D web Hourglass | Jo%%
Loader style Progress bar & logo Elnkwe“ (TR
Preload sounds  Yes 4
Pause on unfocus  No /- pen Pentine

. Clear background  Yes Good day, I am Ye Olde Clippe. OPenPulm PenTip

ore information  Help s x > ’ N
Would you like some assistance? SpilledInk TopSand

>\ TutorialBox

< u r Objects | Tilemap

Ready Approx. download: 4.9 mb memory use: 65.1 mb Events: 77 Active layer: Desktop Mouse: (1333.1, 1135.8,0)  Zoom: 68%

—Projeckts bar
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Editor overview

— — -
B E - - O s - — —~—— b - . Construct 2 (free edition) - penPals - Layout 1 . - -
File Home | View  Events Upgrade
o il ; e OkE A
| S uRedo ~ | jgiSelect Al P HTMLS - R rorums N L 4
S Scrra | Run Debug Export Start
@rep Store | layout layout project | Page
Clipboard Undo Selection Configurations Online Preview Go
Properties 8% | 7 layoutl x| Eventsheerl | r\ ~ | Projects e
2 « | 4% penPals -
« b Layouts

Name penPals ayout 1
T Y000 « I Event sheets
Description . Obj::[”tty:h::‘ L
D commycompany.my... i
Athon il £ Background
Email BottomSand
Website http// -

© Project settings / o 4 Desktop
First layout (default) S — FlyingClothespin
Use loader layout  No [ FullscreenButton
Pixel rounding  Off < Function
Preview effects  Ves Hourglass

& Window Size 854, 480 - I

© Configuration Settings & ;_":t‘t"fr:_'me
Preview browser  (default) B o
Fullscreen in bro... Letterbox scale B Projects| Layers
Fullscreen scaling  High quality TR %
Use high-DPI dis... Yes E
Orientations Any - o
Enable WebGL  On BottomSand P Desktop
. TN | I—
Physics engine Box2D web Hourglass | Jo%%
Loader style Progress bar & logo Elnkwe“ (TR
Preload sounds  Yes 4
Pause on unfocus  No /- pen Pentine

. Clear background  Yes Good day, I am Ye Olde Clippe. OPenPulm PenTip

ore information  Help s x > ’ N
Would you like some assistance? SpilledInk TopSand

>\ TutorialBox

< u r Objects | Tilemap

Ready Approx. download: 4.9 mb memory use: 65.1 mb Events: 77 Active layer: Desktop Mouse: (1333.1, 1135.8,0)  Zoom: 68%

6 —Layers tab
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Editor overview

£ —
@B e - - © T — - " Construct2 (free edition) - penPals - Layout 1 ® - - -
File Home | View  Events Upgrade
: ) ; eSS OB A
| SN wRedo - | iafisclect Al | 3 HTMLS - | R Forums L L 4
S Scrra | Run  Debug Export  Start
@rep Store | layout layout project | Page
Clipboard Undo Selection s Online Preview Go
T 8% | 7 layoutd x| Eventsheerl | r\ < | ax
4l 2 = | 415 penPals B
o About « @ Layouts
Name penPals ayout 1
Version 1000 ‘EEve”tSh“h“ .
vent sheet
Description Sarah, O
D com.mycompany.my.. e e
) Audio
Author 1 Background
Email BottomSand
Website http:// & Browser
B Project settings / - 1 Desktop
First layout (default) ¢ . ~ FlyingClothespin

Use loader layout  No
Pirel rounding  Off

Preview effects  Yes

854, 480

E Configuration Settings

(default)
Letterbox scale

H Window Size

Preview browser
Fullscreen in bro,
Fullscreen scaling  High quality

Use high-DPIdis.. Yes
Orientations Any

Enable WebGL  On

Sampling Linear
Downscaling Medium quality
Physics engine  Box2D web

Loader style Progress bar & logo
Preload sounds  Yes
Pause on unfocus  No
Clear background ~ Yes

More information  Help

Ready

Good day, I am Ye Olde Clippe.
Would you like some assistance? 3¢

[ FullscreenButton

2 Function

I Hourglass

= Ink

& Inkwell
LetterLine

() Mouse |

4] Projects | Layers

Objects

I

BottomSand

—= FlyingClothespin

Approx. download: 4.9 mb memory use: 65.1 mb Events: 77

TutorialBox

[l Desktop

ullscreenButton

Y Hourglass | Jo%%
Ellnkwell LetterLine
/ pen PenLine
OPenPulm PenTip
+ SpilledInk TopSand

r Objects | Tilemap
Active layer: Desktop

Mouse: (1333.1, 1135.8, 0)

Zoom: 68%

Run, debud and export buttons
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Inserting objeckts

m Double click on the
layoutk

» Double click the 'Eiled

background' object

m When the crosshair
appears, click

somewhere near the
middle oF the layout

Wl SN

Insert New Object

Double-dick a plugin to create a new object type from:
Data & Storage
Array
General
O o
Sprit Tex
Input
-
- ] r }
Keyboard Mouse Touch
Neb
‘A
m| P
Mame when inserted:  TiledBa
Description:  Automatically tile a texture over an area
Help

Insert | |

Cancel

IEAATE g=
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Editing imades

s Click the Folder icon
in the imade editor

&

§: Edit texture: TiledBackground

= Select the 'bg.png’ ——
imade From the assets || &/ b & S [
directory

| ~+ Load an image from a fi|E|

s Close the image
editor

o TVGS
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Hitering object properties

= Click on 'Layout 1" in the Projects bar on the
top right

m Lo ko the Properties bar on the top leFtE and
Find the 'Layout 3ize' property

s Change the values to 1280, 1024

IRAAE §=
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Hitering object properties

s Click the bg imade in
the layout ko seleck it

" Chandge the 'Position’
property to 0O, O

s Chandge the 'Size’
properkty to 1280, 1024

L/ O

Mame TiledBackground
Layer Layer 0
Angle 0

0.0
1280, 1024

Edit variables Add /S edit

IEAATE g=
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saving the projeckt

m Click File =» Save

» Mame the project 'dhostShooter.caps’

RAER=
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Running the projectkt

s Click '"Run layout’ button on the top middle

s Game should launch inside your deFault web
browser

= Mokt too exciting, bukt it's a start!

IRAAE §=
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Adding layers

= Click the Layers tab —

G

on the right middle 4 | New project”
4 Layouts
] Layoutl

P . 4 Event sheets

m Select 'Layer 0', then 5
- o ﬂ Event sheet 1

click the per_n:ll icon 4 || Object types
and rename It ko .TiIEEIEackgrDuncl
'‘Background’

s Click the plus icon ko
add a layer named

'I'-‘I-ain' -1~ Projects p)

Tech ullcj game
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Adding layers

s Click the padlock icon

Y \ n
nexrkt o the J”JEM]__' 77
din
Backdround layer to =
s x| Background
locK Ik

m Select the Main layer

» Double checK the

display in the bottom
right to make sure L Layers
active layer is 'Main’

Tech \rllltj game  space




Adding input objeckts

® Double click the layout

s Double click the 'mouse’ object to add
project-wide support For mouse input

" Do the same For the 'Keyboard' object to add
Keyboard support

IRAAE §=
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Imporkting sprites

® Double click the layout

s Double click the 'sprite’ objeckt

s When the crosshair appears, click on the
layoukt to place the sprite [be sure the Main

layer is selected!)

" Hhen the imadge editor appears, click the open
Icon

IRAAE §=
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Imporkting sprites

m Select the 'player.png’ image From the assets
directory and close the image editor

s Repeat this process to add sprite objeckts
For the monster, bullet and explosion

" Rename the sprites to Player, Monster, Bullet
and Explosion using the Properties bar

s Move the Bullet and Explosion oFFscreen

IRAAE §=
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Hetaching behaviors

s Click the player to

seleck |k
3 Position N S S T e
= s Player Behaviors
- . = = 7 X 3
m Find the 'Behaviors' st

W'

catedgory in the

Properties bar and
click 'Add/edit’

s Click the plus icon ko
add a new behavior

IEAATE g=

Tech \rllltj game  space

b B



Hetaching behaviors

» Double click the 'S
Direction' behavior ko
assign it to the player

Double-dick a behavior to add: '

—

Bullet

General

= Repeat this process - | B
to add tEhe 'Scroll To' dondty  Destroy

|_J |

Fade Scroll To Wrap
layout outside layout
1 1
and 'Bound To La Joukt” /7 Elermuetipenes
behaviors || 2% ] &
.8 Direction : JCustom Platform

ovemnent
Maoves an object up, down, left, right and on diagonals.

Help

Add | | Cancel

IEAATE g=
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Hetaching behaviors

= Add the 'Bullet Movement' and 'Destroy
Outside Layout' behaviors to the Bullet object

» Add the 'Bullet Movement' behavior to the
Monster objeck

» Add the 'Fade’' behavior to the Explosion
object

s Chandge the Bullet's 'Speed’ property to G0

s Change the Explosion’'s 'Fade Out Time’

properkty to 0.5
| IRAAE §=
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Manading game objeckts

» Objects are like templates that can be
‘'stamped out’ ko populate your layout

s Each individual 'stamp’ 15 called an instance

» For now, thinK oF it liKe Ehis: each diFFerent
type oF enemy i5s a diFFerent *object”®, whereas

the actual enemies you've placed in the layout
are *instances”

IRAAE §=
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Manading game objeckts

» Hold down Cerl, then
click/drag on the
Monster in your layout
to create a duplicate
Instance

" Create 8 separate
instances oF the
Monster object and
spread them out in the
layout

IEAATE g=
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Programming using events

m Click the Event sheet
tab

s Evenkts are run every

'tick', and are laynutlm

evaluated in order —
From top to bottom

"= Events are the main
way oF adding custom
behavior to your game

___‘f\ Tech uilej game  space



Programming using events

" Events consiskt oF two parkts: conditions and
actions

m WMhen the conditions For an event are mek,
the actions For that event will be perFormed

s Examples:

s [,

s [c.

'Am | hungry?' -» [a] 'Eat a sandwich’

'Is the weather nice? =-»* [a] 'Go oukside!

s [c] 'Is spacebar down?' -» [a] 'Spawn a bullet’

IRAAE §=
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Programming using events

s Double click Ehe
Event sheekt to add &
new condition

[ D n '-I h I E : I i : H t h E H| Systern Every tick & Player Set angle toward (Mouse X, Mouse.¥)
'System’' object

= Double click the
'‘Every tick' condition

IRAAE §=
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Programming using events

m Click the 'Add ackion'
linK nexkt to our new
caondition

E System Every tick

= Double click the
'Player’ object

= Double click the 'Set
angle toward position’
ackion

IRAAE §=
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Programming using events

» Enter '"Mouse &' and
'‘Mouse. Y For the X and
Y parameters

s Mouse over the semi-
tranparent 'Object
panel’ For a list oF
available expressions

Tech \rliltj game  space



apawning objects dynamically

m Hdd condition 'Mouse’
-> '0On click' =* 'LeFt
clicked'

% JF Mouse On Left butten Clicked ¥ Player Spawn == Bullet on layer 1 (image point ()

= Add action 'Player' ->
'Spawn another object’
—> type = Bullek, Layer
= 1, ImagePoint = 0

RAER=
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Adding image points

s Double click the
player in the Objecks
bar

= Click the 'origin and
iImade poinkts’ button

s Click the plus buktton
to add a new image
point

&
ra,

*I*I.I 5et origin and image points

TV G
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Adding image points

= Position the image

point at the ktip oF the
Player's dun

s Double click the
'Spawn an object’
action we created
previously, and change
the ImagePoint
paramekter to |

».
Wl SN
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fech v.ntj game

5Pltt



Detecting objeckt collisions

m Hdd condition 'Bullet’ = 'On collision with
another object’ -> 'Monster’

» Add action 'Monster’ - 'Destroy’

= Add action 'Bullet’ -=» 'Spawn another object’
-» type = Erplosion, Layer = 1

= Add action 'Bullet’ =» 'Destroy’

IRAAE §=
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Adjusting visual properties

s Click on the Explosion
in the Layout

= 5et the 'Blend mode’
property to 'Additive’

NS S

Tech \rl”tj game  space
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Lenerating random numbers

» Add condition 'System’' -* 'On start oF Layout’

= Add action 'Monster’ —=» 'Set angdgle' -=> angle =
random(360]

» Add condition '"Monster’ => 'Is outside layout’

= Add action 'Monster’ -* 'Set andgle toward
position’ => A = Player.&, ¥ = Player.¥

IRAAE §=

\ Tech utlej game  space



aekkting instance variables

m Click the Monster in
the Object bar

+ Position 194, 219
Si

M‘c':_-_rlgie r: Instance variable:s_-' .

Ji;i)/ X &+ &

Nal o= Add new Type Initial value

= [n the Properties
bar, click on 'Add 7 D e
edit' in the 'Instance p

Acceleration 0
2 Edit behaviors Add / edit
variables' category - g

s Click the plus button

ko add a new Iinstance
variable

Tech vuncj game
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aekking instance variables

s Type 'health’ For the
variable name, and set
Ehe initial value o 5

Mame health

1 1 =
= Check that "health’ is i (R ]
displayed in the
i . . Initial value = 5
Iinstance variables lisk

Help | Ok || Cancel

£,
o TVES
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aekkting instance variables

m Return to the Event
sheekt, and Find the
'‘Destroy Monskter!

a .: t i n n o+ o Bullet On collision | =afMonster  Destroy
with -a Edit
= . E
Monster Bullet Spawn [ o elete a
e=- Bullet Destroy s

@ Toggle disabled

o M Systern | On start of =4 Monster  Set angle Add another action

= Right click the — < meme D

=& Monster | Is outside =& Monster  Set angle % cut

Cirl=+X
‘Destroy Monskter! ayout e
ackion and seleck
‘Replace’

Tech \rllltj game  space
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aekkting instance variables

s Choose 'Monster' = 'Subtract From' [listed
under the 'Instance variables' category] ->
variable = healch, Value =1

» Add condition '"Monster’ -» 'Compare instance
variable' =»> variable = health, comparison =
Less or equal, value = 0

IRAAE §=
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aekkting instance variables

» Add condition '"Monster’ -» 'Compare instance
variable' -* variable = 'health’, comparison =
Less or equal, value = 0

= Add action 'Monster’ —-» 'Spawn another
object' -» type = Erplosion, Layer = 1

= Add action 'Monster’ -» 'Destroy’

IRAAE §=
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Creating dlobal variables

» Right click on the Event sheet and select
'Add dlobal variable’

» Hlame the variable 'Score' and click OK

s Under the 'Destroy Monster' acktion, add a
new acktion 'System' -> 'Add to' [listed under
the 'Global & local variables' category) ->
variable = Score, value =1

IRAAE §=

Tech \rl“tj game  space



Debudding the project

s Click the 'Debug layout’ butkton nexkt ko the
Run buktkton

VECS

Tech \rliltj game  space



Displaying texkt

= Add a new layer called '"HUD" in the Layers bar
[make sure it's on top, and selected]

e 5et the layer's 'Paralla®’ property to 0, O

IRAAE §=
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Displaying texkt

m Double click on the

layout and add a Text
object

m Place the texkt in the
top leFt oF the layouk,
and resize it ko be
large enough to
accommodakte a score
display

IEAATE g=

S Tech uilcj game  space
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Displaying texkt
» Return to the Event sheet, and locakte the

'Every tick' condition we previously added

m Add a new action 'Text’ =* 'Sek cext' =» Eexk =
"Score: " & Scaore

IRAAE §=
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Adding Finishing touches

» Add condition 'System’' -* 'Every X seconds’
-> value = 3

= Add action 'System’ -> 'Create object’ -* type
= Monster, layer = 1, ¥ = 1400, ¥ = random(1024)

m Hdd condition 'Monster' =* 'On collision with
another object’ -=» type = Player

= Add action 'Player’ -»> 'Destroy’

IRAAE §=
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Questions™®

VG S
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Beyond the basics

VECS
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Beyond the basics

Importing and playing audio

Adding physics behavior

Storing data in arrays and dictionaries
Saving and loading game state

Loading data From external Files

Exporting the project

IRAAE §=
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Thanks! *_"

VG S
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