
Cave Slayer 
Part 3 
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Play the game we are building: 

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


Creating Save Points 
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● Each time a chest is opened, 

move our “respawn” object to 

the that chest. 

 

● Create a new sprite 

○ Two animations 

 

 



Creating Save Points 
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● Set the image point to 

move our respawn 

image 

● Name: savePoint 

● Layout chests 

throughout the game 



Creating Save Points 

● When the hero is overlapping 

chest AND he swings the sword, 

open the chest & move the 

respawn point. 
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Create Kong Boss 
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Create Kong Boss 
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● Create a rectangle 

collisions point, 

centering around 

his body. 

● Apply to “all 

animations” 



Create Kong Boss 
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● Name: kong 

● Behaviors: 

○ Platform 

● Properties: 

○ Default control: No 



Create Kong Boss 
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● Create two instance variables 

○ goingLeft → Boolean → false 

○ hitcount → Number → 10 



Create Kong Boss 

● Add the artificial intelligence to Kong 

● (Make sure you have “boundary” images) 
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Create Kong Boss 

● Add collisions for hero & Kong 
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Create Kong Boss 

● Add his “life” as a text on the screen 

● Create a Text object 

● Behaviors: Fade 

● Properties: 

○ Name: kongLife 

○ Text: +10 

○ Font: Arial (24) 

○ Color: red 

● Place below layout 
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Create Kong Boss 

● Add an image point to spawn his health 
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Create Kong Boss 

● Show Kong’s current life 

points 
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Create Kong Boss 

● Killing the Boss 
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Door to Level Two 

● Create a new sprite 

● Use image “door.png” 

● Properties: 

○ Name: door 

○ Initial Visibility: Invisible 
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Door to Level Two 

● Only show the door after Kong is dead 
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Door to Level Two 

● Hero can only go through door if it is visible. 
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Building Level Two 

● Add new layout. 
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Building Level Two 

● Tell Level Two to use the Event Sheet from Level One. 
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Building Level Two 

● Set the layout size to 7000, 1600 

● Add level two background & template 

○ Name them lv2_background & 

lv2_template 

○ Set them both to position 0,0 

● Lock background and create two new 

layers 
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Building Level Two 

● Drag your sprites from Level One to Level Two 

● (Do not recreate them) 
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Building Level Two 

● Setup layers 

● Layout everything needed 

on the appropriate layer 
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Done!!!! 

● Test your game 

● Fix all bugs!!!! 
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