Bunny Hop Adventure

Part 1



Play the game we are building:
click


http://summer.sdgamingbootcamp.com/bunny-part1/

Today’'s Game

Challenge: Build a platform game complete with hero, enemies, rewards,
and multiple levels.

Goal: Impress our guests
Features:

A hero with multiple animations

An enemy that you need to jump on or shoot
Gens to collect

More!



Layout & Windows Size
e Layout (5000,2000) [1] =y

B Layout properties
Mame Layout 1
Event sheet 1

main

Properties o

e Window size (1200, 700) [2 & 3]

= Effects

Add [/ edit Effects
Project Properties View
TTELETIE TTCCE 7 7 More information HE|E 2

B Project settings
First layout (default) 3
Use loader layout Me

Pixel rounding Off

+ Window Size 1200, 700

Preview browser (default)

Fullscreen in browser | etterbox scale




Background Templates

e Create TiledBackground and load “level 01 background.png”
o Set Position to 0,0 & Size to 5000,2000
o Set Name to background

e Create another TiledBackground and load “level 01 template.png”
o Set Position to 0,0 & Size to 5000,2000
o Set Name to backgroundtemplate
o Set Opacity to 50
o Set Initial visibility to invisible




Setup Layers

Rename current layer to background
Click “+” to add another layer
o Name new layer main
Lock background layer (Press the ‘lock’ icon)
Click main layer to make it the active layer

Layers a
+teo@sdt e

E main 1
& background 0




Adding Ground

e Create a new sprite
o Give it a solid color (green)
o Name it ground
o Set initial visibility to Invisible

ground: Behaviors

+ S0 &+ &

o Add behavior solid
e Setup ground throughout layout

Mame

' Salid

Type

Solid




Add Spikes - they hurt!

e Create a new sprite
o Give it a solid color (blue)
o Name it spikes
o Set initial visibility to Invisible

e Set up where there are spikes
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Create our Hero

e Create a new EwTCrT S —

Home View Events

. X cut  wesundo~  {f Detete 3¢ ad |2
S r I te [ycopy ~wRedo - | idiselecAl | D @
iiselect None

D idle
EL walking
[T jumping
ETd shooting
[T dead

pboard Undao Select

e |Load animations for [ set Loop o e
idle, walking, :
jlumping, )
shooting, and

Create .
Animations

,
-
F U0

3
z o =

T

d ead £ Projects
—— Objects
. Load Frames
e Name it hero ——
| 100% Mouse: -224, 45 225x238 PNG-32 - backg

e Setloop toyes
o Idle & walking




Create our Hero

e Add Behaviors ScrollTo and Platform

S0 8

Marme

"
10+ ScrolTo
| I |

]
!ll: Platform

Type

Scroll To

Platform
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Create our Hero

e Adjust collision points

. Editimage: hero (idle, frame 0)

N

@ﬂ\&n\‘;\&ﬁ

225x 238 PNG-32

DEE!IDc9u YO\l »¢92¢ o QQQ @

- - = = = -

o 1 2 3 4 5

Select editor
Right-click & select
"Apply to all animations”

Select all

Apply to whole animati

Apply to all animations

Guess polygon shape
Set to bounding box

0 Help on collision palygons
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Create our Hero

e Insert new object, add the keyboard object

Insert Mew Object

ol ]

Double-dlick a plugin to create a new object type from:
Tiled Tilemap
Background
Input
Gamepad Keyboard Mouse Touch
Media
) & w0 I

~

e Add event to mirror our hero depending on the direction keys

1 ES¥Keyboard Right arrow is down

2 EKeyboard Left arrow is down

" hero

= hero

Set Mirrored

Set Not mirrored
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Hero Animations

3 % hero

4 % * hero

58 *® * hero
&) * hero
Fi * hero

8 ® * hero

35 Platform On moved

i Platform On jump

55 Platform On landed

i Platform is moving

x i Platform is moving

i Platform On stopped

hero

hero

hero

hero

hero

Set animation to
beginning)

Set animation to
beginning)

Set animation to

beginning)

Set animation to
beginning)

Set animation to
beginning)

"walking” (play from

"jumping” (play from

“walking” (play from

“idle” (play from

“idle” (play from
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Hero Animations

e Adjust his origin point so that he doesn’t jerk-around when he turns

1. Select
Image Points

4N 2 0 N N\ F

Image points ﬂ
+/70 ¢
e Number

¢ Oriain 0
&= Addimage point

¥ 4
U

Apply to whole animation

Apply to all animations
100% Mouse: 363, 263 225x 238 PNG-32 Origin: 98, 154 . .
— Quick assign k

e Help on image points



Re-spawn our Hero

e Insert a new object, sprite
o Giveitasolid color
o Name it respawn 8
o Set initial visibility to invisible
e Move our Hero to the re-spawn point

<& da

Re-spawn
sprite




Re-spawn our Hero

e Add events. (more ways to die later!)

2 * hero

10 '® = hero

On collision with .
spikes

On destroyed

* hero

* hero

'n' System
" hero

. respawn

* hero

Set animation to "dead” (play from
beginning)

Set i Platform Disabled
Wait 2 seconds
Destroy

Spawn = hero on layer "main” {
image point 0)

Set & Platform Enabled
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Adding “jumpthru” blocks

e Create a new sprite
o Give it a solid color (pink)
o Name it jumpthru
o Set initial visibility to Invisible
o Add jumpthru behavior
e Set up where there are jumpthru blocks (the pink ones!)
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Adding Spring

® Create a neW @Eclitimage::pring (spring, frame 0} x l DE'_E;I
Sprlte DEEI@cﬂe\xHﬁﬁﬁl*é*-ﬁ-'ﬁ@Iﬂf\@Q@IE
e Create 2 o
. . 4
animations ’
e Nameitspring ¢
O
&
-
HiF
i€
n00% Mouse: 8, 47
Pnimation frames (4)
= E K
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Adding Spring

e Adjust the
origin image
point

O L1 08 O T %F de L BT T O A%

X|53 - Y| 72 -

2. Select each of these
(one at a time)

&[S &0 N NN @ O

100% Mouse: 11, 34 106 x 106 PNG-32

Onagin: 53, 72

+ 7 U 1
{ Name

-4+ Origin




Adding Spring

e Add events for the spring

® %
11 hero

12 ® = hero

On collision with e .spring
spring
* hero

* hero

i Platform On landed * hero

Set animation to "spring” (play from
beginning)

Set i Platform jump strength to 2000

Simulate i Platform pressing Jump

Set i Platform jump strength to 800
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Adding the Bird enemy

Clipboard

Unda

Selection

& Edit image: bird (flying, frame D > nimati

Properties

T= A
Y= Z

Speed

Loop

Repeat count

Repeat to

Ping-pong
Muore informaticn

B Animation 'flying® properties

DN 30NN

3. "flying" gets 1. Create two

"loop" set to "yes" animations

2. Load images
for each

100% Mouse: 23, 52

120 120 PNG-32

Origin: 60, &0
(] m

Animation frames (4
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Adding the Bird enemy

e Adjust the “collision points”

;;_,§- Edit image: bird {flying, frame 0] X | Animations
OeBeereec XDn|edo2e (7 QAQQ @ I
i X |0 z ¥|0 =

@

3. Right-click and select
"Apply to all animations”

| gn]

Select all

—

Apply to whole animatio

Apply to all animations

Guess polygon shape

5et to bounding box

e Help on collision polygons




Adding the Bird enemy

e Rename to M iia‘z‘ - 2. Adjust these properties 1. Add these
e Behaviors: Sine, e
Fade, and C — ._
Platform ot At e [0 A
el

= ad e .
R e
ade In ume U .

0

Wait time
o Set Up blrdS Ea:;z:ttime ifterfade out |
throughout game P =
Acceleration 1500

Deceleration 1500

AR R R

(116 =Lglf

0
Default controls Mo

Add [ edit Behaviors =



Adding the Bird enemy

e Define a boolean variable to keep track of direction

Global No '_l _
5 Common bird: Instance variables
Angle Mame Type Initial value
Opacity 100 U goingLeft Boolean true
Position 1860, 1745
Size
O Instance variabld 3. Name It "gDingLEft" it instance variable
goinglLeft
Add / edit Instance variables |
= Behaviors
B Sine (P= |Boolean ~
Active on start Yes .
Initial vglue |true |
1. Create instance | Eeription |
variable 5. Type in "“true"
e : ok | | cancel |
Period offset rand... 0




Adding the Bird enemy

e Define enemy boundaries
e Create a new sprite
o Give it a solid color (yellow)
o Name it boundary
o Set initial visibility to Invisible
e Set up where there the enemies need to turn around
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Adding the Bird enemy

e Add these events

13 4 bird Is goingLeft
14 4 bird X Is goinglLeft
= 4 bird On collision with
15
boundary

A bird
A, bird

A bird
A, bird

A bird

Simulate i Platform pressing Left

Set Not mirrored

Simulate i Platform pressing Right
Set Mirrored

Toggle goingLeft
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Killing the birds

e Add these events

1661 ® = hero On collision with 4 bird
17 * hero i Platform is falling

18 LF System  Else

4 bird
4, bird
4, bird
4, bird
4. bird

A bird

= hero
® hero

® hero

'n' System
" hero

Set i Platform gravity to 2000
Set Flipped
Set collisions Disabled

SetF\;

| Sine Inactive

Set animation to "dead” (play from
beginning)

L | Fade: start fade

Seti Platform Disabled
Set collisions Disabled

Set animation to "dead” (play from
beginning)

Wait 2 seconds

Destroy
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Hero shoots carrots!

[ % COW WTegE DUNEl [UETE0, TTaTeET] BRTTAToONS
DwBeceC/YXDB/wsoe/as/aaal @ (L) Defat
R a
4
rd
/
ﬂ .
&
d Load all animation
¢
& .
100% Mouse: -14, -36 53x 52 PNG-32 -
Animation frames (8)
o & § 2 o N | ¢
0 1 2 3 4 5 6 7
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Hero shoots carrots!

e Locate OFF the layout
e Name bullet
e Add behavior bullet

bullet: Behaviors

+ 20T 8

Type

MName
I Bullet Bullet
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Hero shoots carrots!

e Add events to shoot

20

198 “E&Keyboard

= hero

On Space pressed

Is mirrored

* hero

= hero

= hullet

Set animation to “shooting” (play
from beginning)

Spawn #= bullet on layer
"main” (image point 1)

Set .f Bullet angle of motion to
180 degrees
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Hero shoots carrots!
e Adjust Hero’s image point & animation speed

rti n N = : -
poseries DmBGBoSC XDR|+toc/as/aaa @ e L
=i . . walking
id 170 = 130 = jurmoi
H Animation ‘shooting’ properties | X I: ! I: % ;mp:g
00
Speed 20 @ D) dead -
Loop Mo
Repeat count 1
Repeat to 0 1. Select "shooting"
Ping-pong Mo 7
ore information Help N i
(pla
Image points n
+ /T3 i
Name MNumber :
-4 Origin a motion to

- O Imagep

100% Mouse: 293, 28 225x 238 PNG-32 Image peint: 170, &= Addimage point
n
Animation frame # Rename
. ﬂ.]]' Delete
% o ~
Apply to whole animation
0 ¥ 5

Apply to all animations
5. "Apply to all animations” Quick assign >

0 Help on image points




Hero shoots carrots!

e Destroy carrots if they hit an obstacle

21 =8mpyllet

On collision with .grnum:l 4= bhullet

Destroy
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_ Gaming Bootcamp
S h OOt b| I‘dS of South Dakota

e Kill the bird if it gets hit by a carrot

22 &= pullet | On collision with & bird = bullet Destroy
4 bird Set B4 Platform gravity to 2000
A bird Set Flipped
A bird Set collisions Disabled
4, bird £\ Sine Inactive
4 bird Set animation to "dead” (play
from beginning)
4, bird | | Fade: start fade

Add action
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: _ Gaming Bootcamp
Collecting Gems (gives you carrots) ofSouth Dakote

e Create a new sprite
o Load the image “gem.png”
o Name itgem
e Place gems throughout the layout
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Tracking Carrots

e Add a global variable
e Name it carrots
o Typeis anumber

o Initial value is O

GE  Add event

1 Add comment
g Add group

& Add global variable
Eﬁ Include event sheet

9 Help on event sheets

1. Right Click

Edit global variable

Name | carrots|

Type | Mumber

Initial value | ]

Description |
{optional)

Static
|:| Constant

—-

Cancel
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Collect gems
e Add event

24

»

hero

On collision with ¥ gem

'n' System
W gem

Add 5 to carrots
Destroy

36



Shooting carrots

e Adjust thee “shoot’ event

STTOUT OUOIme T

_ “E&Keyboard

e System carrots > 0

1. Only shoot if you
have carrots

21 = hero

On Space pressed

Is mirrored

= hero

(play

2. Subtract each carrot
when shot

E System Subtract 7 from carrots

4= bullet Set J Bullet angle of motion to
180 degrees

= hero
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Tracking Lives

e Add a global variable
e Name itlives

o Typeis anumber

o Initial value is 3 (starting count)

GE  Add event
1 Add comment
g Add group

& Add global variable
Eﬁ Include event sheet

9 Help on event sheets

1. Right Click

Edit global variable

Mame | lives|

Type | Mumber v

Initial value | 3

Description |
(optional)

Static
|:| Constant

— Cancel
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Creating Heads Up Display (HUD)

e Create another layer named HUD
e MUST appear as shown

r | Layers

1T T VEER

e Set HUD’s Parallax to 0,0 ~ HUD
) main

@ background

B Layer properties

Mame HUD

Initial visibility Visible
Background color |:| 255, 2535, 255
Transparent Yes

Opacity 100

Force own texture Mo

Uze render cells Mo

=] i o O

Global Mo

Visible in editor es




Creating Heads Up Display (HUD)

e Add icons (sprites) and labels (text)

Name "carrotCount”

Name "livesCount”
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Creating Heads Up Display (HUD)

e Add events to update our HUD

25 ¥k System Every tick T carrotCount = Set text to carrots

'T!livesCount  Set text to lives




“You Lose” message

e While on “HUD” layer (you should still be!)
e Add a text that says you lose and place OFF the screen
e Name it loseMessage

>

Sorry...Please Try
Again (Press F5)

(FRERNEREY
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Tracking our Hero’s Lives
e Add / Adjust these events

®

hero

'n' System

* hero

'n' System

On destroyed

lives = 0

On destroyed

lives = (

T loseMessage Set position to (WindowWidth/2,

. respawn

= hero

* hero

'n' Systemn

WindowHeight/2)

Spawn = hero on layer "main”

(image point 0)
Set 4 Platform Enabled
Set collisions Enabled

Subtract 7 from lives
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Lock the "HUD" display

e Lock the “HUD” display and select the “main” layer as the default

Layers a x
AT VAR R

i1 & HUD 2

[] = main 1

@ background 0
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Adding an Exit!

e Thisis the LAST step for Level 1

e Create a new sprite
o Load the image “door 0l.png”
o Name it “exit”

e Add event

26 *® = hero On collision with l exit LE System Go to next layout




Next Part

Add level 2

More enemies

More challenges
More items to collect
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