Cave Slayer

Part 1



Play the game we are building:
click


http://summer.sdgamingbootcamp.com/caveslayer/index.html

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 use his sword to slay enemies
Avoid the lava

More!



Layout & Windows Size

[FTOPETIIES X

e Layout (12000,1600) [1] ==y

= Layout properties

Mame Layout 1
Event sheet 1

e Window size (1400, 700) [2 & 3]

VWEDSITE ia{atN = Effects
= Project settings Add f edit Effects
First layout EdEfE'-”t:l Project Properties View

Use loader layout Mo Maore information Help

Pixel reunding Off




Background Templates

e Create TiledBackground and load “level-1 background.png”
o Set Position to 0,0 & Size to 12000,1600
o Set Name to lvl background

e Create another TiledBackground and load “level-1 template.png”
o Set Position to 0,0 & Size to 12000,1600
o Set Name tolvl template
o Set Opacity to 25
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




Create Our Hero

e Create a new W= — i

e " " " " Anima tions
S p r I te roperties |Sde|2 ;:?nfz:attiznyes for (A 69 o | x Create animations T de
= 2 ; FT] slash
T H = i ion “idle’ i 3 walk
e Load animations [ "7 e
L jump

Repeat to ]

for idle, slash,
walk, dead, and |ecmomin e

e
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[ump &k Right-click;
-> Import frames
-> From files

e Setloop toyes
for idle
animation

100% Mouse: 210, 175 170x 130 PN

Animation frames (4)




Create Our Hero L Edit image: here (idle, frame 0] XL

t project Fadg

i - DEBEclFe | YDn|ée¢do2e a7 aQtl _
o L idle
Set Collision Points [ e B
walk
FLl dead
(L jump

Right-click
-> Apply to all animations
-> Confirm pop-up

Select all

Apply'™™whole animation

Apply to all animations

Guess polygon shape

5et to bounding box

9 Help on collision polygons




Create Our Hero

e Adjust the “sword”
in the slash
animation

e Name him hero
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L Editimage: hero (slash, frame 0)
G| XDB
x| 46 =

Select slash

¥ E animation

t project
& Animations

[ idle

[T slash
L walk
[T dead

Adjust collision

Use this option to
apply to JUST this
animation

~
fi
3

points around
sword

Add point
Select all
Delete

Apply to whole animation

Apply to all animations

Guess polygon shape
Set to bounding box

e Help on collision palygons
= 5

Fag




Create Our Hero

e Add Behaviors Platform, ScrollTo and BoundTolL ayout

hero: Behaviors

+ 70 % 8

Mame

ﬁ Platform

“:" ScrolTo

ﬂ BoundTolLayout

Type

Platform
Scroll To

Bound to layout
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Create Our Hero

e Adjust Properties
o Max speed: 600

o Jump strength: 800
o Double Jump: Enabled

= Behaviors

Max speed 600

Double jurmnp  Enabled

Default contr  Yes

Initial state Enabled
E Scrolllo

Initial state Enakled

= BoundTolayout
Bound by Edge
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Adding Ground

e Create a new sprite

o Give it a solid color (green)
e Properties:

o Name: ground

o Initial visibility: Invisible
e Add behavior solid

Anywhere the hero
cannot pass
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Animating Our Hero

e Insert new object, add the keyboard object

nsert Mew Object
Double-dlick a plugin to create a new object type from: ﬁ) l:l
Tiled Tilemap ~
Background
Input

o o= O ¢
Gamepad Keyboard Mouse Touch
Media

& e I

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

1 “EBKeybo On Right arrow pressed & hero Set Not mirrored

2 “BEfKeybo  On Left arrow pressed & hero Set Mirrored




Animating Our Hero

3 ® & hero 4 Platform On moved

4 ® ¢ hero K Platform On stopped

58 % £ hero On animation "slash” finished

6 £ hero i Platform is moving

7 £ hero 4 i Platform is moving

8 ® & hero 4 Platform On jump

G ]

G ]

= ]

i ]

= ]

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)

"walk"” (play from

"idle” (play from

“walk” (play from

“idle” (play from

“jump” (play from
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Adding Lava

e New Sprite

o Set color to orange
e Properties:

o Name: fire

o Set opacity: 50

o Set initial invisibility:

invisible
e Behavior: Solid

Set just below the surface so
our feet are “in" the lava

15



Adding Small Platform

e New sprite e
ngle
o Image “platform-small.png Opacty o
O Name: platformsma” I-c'll'lzsetancevariables e
e Behaviors: JumpThru, Sine Bl
e Properties " tse Enaie
o Sine — Activate on Start: No
Wave Sine
Period 4
Period rando D
et
e Layout throughout game Magnitude 50 throughout layout
Magnituder... 0
Add [ edit Behaviors
= Effects
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Adding Small Platform

e Forthe SELECT small platforms, make them elevators
e Set properties:

Sine — Activate on start: Yes

Sine — Movement: Vertical

Sine — Period: 10

Sine — Magnitude: 400

o O O O

Elevator
Platform

Elevator
Platform
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Adding Large Platform

e New sprite
o Image “platform-large.png’
o Name: platformLarge
e Behaviors: Solid

=11
E Object type properties -
Name platformLarge
Plugin Sprite
uiD 54
Global No
= Common
Layer main
e Layout throughout game | = ¢
Opacity 100 =
Position 1627, 1183
Size 832, 64
= Instance variables
Add / edit Instance variables
= Behaviors
B Solid
Initial state Enabled
Add / edit Behaviors
= Effects
Blend mode Normal
Add / edit Effects
= Container
Mo rontainer Create




Adding Falling Platform

. roperties X Layout 1 x]’ Event sh
e New sprite z 4l
" ” B Physics -
o Image “platform-falls.png immovable  No
. Cellision mask  Use collision pal...
o Name: platformFalling Pt iR
e Behaviors: Solid, Physics, Sine e 21
e Properties: At [0
o Sine — Activate on start: No
O Sine — Movement Vertlcal | Actrve on start Mo |
. . Movement Vertical
o Sine — Period: 0.5
. N
o Sine — Magnitude: 6 rTE—
- ] Perfu:udoffset 0
o Physics — Initial state: Disabled e
e Layout throughout game 7 sl

Initial state Enabled




Adding Falling Platform

e Events to make platform fall when hero jumps on it.

9

= £ hero

On collision with e
platformFalling

= p|atformFalling
ﬁSystem
= p|atformFalling

= p|atformFalling

Set Sine Active
Wait 3 seconds
Set @Q Physics enabled

Set Sine Inactive
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Using Our Sword

e Add an event to play the “slash” animation when the spacebar is
pressed.

10 “BESKeybo On Space pressed & hero Set animation to "slash™ (play from
beginning)




Next Part

Adding an enemy

Add Artificial Intelligence to our enemy
Create shooting lava balls

Setup save points

Adding a Boss enemy

Build a second level
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