Bunny Hop Adventure

Part 3...The BOSS



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!



Adding Layout 3

[ ]

Help on layouts
B packgrounds

— Add event sheet

The new layout will e new event sheet.

— Don't add event sheet

The new layout will not initially use an event she

— Cancel
Deon't add anything.

Projects a
~ [ New project
W E: | -y )
Add layout Construct 2 - Add layout et
Add subfolder .
Do you want to add an event sheet for thij Properties
e layout as well? =4

B Layout profi=s

Mame
Active layer :

Unbounded scrolling
Layout Size

Margins
B Effects

Add /5 Effects
Project Properties View

More information Help




Background Templates

e Create TiledBackground and load “level 03 background.png”
o Set Position to 0,0 & Size to 5000,1000
o Set Name to background

e Create another TiledBackground and load “level 03 template.png”
o Set Position to 0,0 & Size to 5000,1000
o Set Name to backgroundtemplate
o Set Opacity to 50
o Set Initial visibility to invisible




Setup Layers

Layers

e Rename current layer to background —
H 11 7 +E ! [[I] ' '
e C(Click “+" to add another layer & - HuD

o Name new layer main M ) main

. “,” Ebackgmund
e Click “+” to add another layer

o Name new layer HUD
e Lock background layer (Press the ‘lock’ icon)
e Click main layer to make it the active layer



Load Images FROM Level 2

e IMPORTANT: Do Not Create New Images  [rrojes
e Locate in the “Object Types” tree B Even e
o Drag them onto Layout 3
o Copy as needed = background?
== hackgroundternplate
e Re-use these:

B9 backgroundtemplate2
s bird

o Boundary, gem, ground, hero, boundary

= hullet

jumpthru, respawn, bears, bullet ] carotCount

.....

o (Skip HUD objects for now) ;g;m
ground

+ hero
I iconCarrot
© jconlives

44 | Projects ers




Adding All Objects




Add HUD Objects
e Select the HUD as the active display

o Clickoniit
e Drag over the icons & text, layout accordingly

™ cvent sneet | J-W!é » Ldyout s < v Y =
Aeelaede
M & Hup 2
%] a main 1
0

& background

........................... S el Ok e e S el =
1. Click to "activate” HUD Layer

2. Re-use objects from "Layout 1 T -
Objects
| All 'Lavout 3' obiects

uH N




Adding HUD Message

e Drag the “loseMessage” onto Layout 2
e Lockthe HUD
e Set “main” as active

E
it :
1. Drag the "loseMessage”

Sorry...Please Try

" Again (Press F5) |

2. Lock HUD Layer 'I 2 o
3. Activate "main’ Iayer

ayers ax
asies
] 2
i 1
background 0
€ Projects | Layers |
Objects o x
All 'Layout 3' objects 1\@
s background3 A
s backgroundtemplate3
'v’ bear

10



Adding the BOSS!!

=R .ﬁ- Edit image: boss (walking, frame 0) > | Animations

Clipboard Undo Selection :
Properties o x DEB@Gge|xlhﬂ|":oo|ﬁf|aam|ﬁ g:?a:u I
=4
B Animation "walking' properties & 1 Create two

Speed 5 . .

Loop Yes s animations

Repeat count 1 &

Repeat to 0 P

Ping-pong Mo
Maore information Help 3. “wa|king" gEtS

"loop"” set to "yes"

. o

o

{r ﬁs\'p

50% Mouse: -248 113 521x 480 PNG-32

2. Load images
for each

Animation frames (11)

-

:;i .__;':._ - - -, . .i:_:_ = Pt Pal s
a 1 2 3 4 5 5 7 8 9

-
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Adding the BOSS!!

e Adjust the “Image Point” so he moves smoothly

XDEEIIUGQ“I;HDEIH D¢/ AAQ | @ [ walking
¥ | 329 v | 296

[T dead

+ S0 %9

L.} MName Mumber
G- Origin 0

Origin: 329, 296




Adding the BOSS!!

e Adjust the “collision points”

[

LN\, N N @ [

1. Set Collisions

4% &

100% Mouse: 367, 466

Arimation frames (11

B

4. Right-click & select
"Apply to all animations”

Apply to whole animation

Apply to all animations

Guess polygon shape
Set to bounding box

0 Help on collision polygons

= I
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Adding the BOSS ofsoutt Do

o Re name to b 0SS ‘= 4 2. Adjust these properties

=2 0
I .
e Behaviors: Platform and _ = 3
Global Mo Flatform
Fl aS h E Common
Layer main Flash
Angle 0
Opacity 100
Position 4429, 755 3
Size 521, 480
E Instance variables
goingleft true 1. Add these
13 b} - life 10 " . "
. Add Other bear enemles Add / edit Instance variables behaviors
E Behaviors
E Platform
Max speed 330 —

Acceleration 1500

Qereleration il
Mazx fall speed 1000
Double jump Disabled
pan cyctain 0
Flash (no properties) =
S o A

AT o s
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Adding

the BOSS

e Define a boolean variable to keep track of direction

Global No '_l _
5 Common bird: Instance variables
Layer + & ﬁ T+ &
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

scription

variable

5. Type in "“true"

Period offset rand... 0
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Check the Enemy Boundaries
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Adding the BOSS

e Add these events

38 = boss Is goingLeft
39 - boss X Is goinglLeft
% . boss On collision with
40
boundary

" Simulate 55 Platform pressing Left

. Set Not mirrored

: Simulatei Platform pressing Right
. Set Mirrored

-, Toggle goingLeft
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Adding the BOSS

e Make the BOSS jump around!

41

'ﬂ System

Every 2 seconds

Simulatei Platform pressing Jump
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BOSS Kills Hero

e Add these events

42 |*® I boss

On collision with

"

hero -

=

=

Set ﬁ Platform Disabled

Set collisions Disabled

Set animation to "dead” (play from beginning)

'n' Wait 2 seconds

"

Destroy

19



Killing the BOSS

e Add these events

43E * = bullet On collision with =, boss #® Destroy

44 = boss life = 0 =) Subtract 7 from life
% Flash: Flash 0.1 on 0.1 off for 0.5 seconds

45 = boss life=0 : Seti Platform Disabled
=, Set collisions Disabled
=, Set animation to “dead” (play from beginning)
LE Wait 2 seconds
Destroy
IT! Set position to (windowWidth/2, WindowHeight/2)
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Next Part

e Addlevel 3
e Create a BOSS!
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