Cave Slayer

Part 3



Play the game we are building:
click


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

Creating Save Points

Each time a chest is opened,
move our “respawn” object to
the that chest.

Create a new sprite
o Two animations
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Creating Save Points

Set the image point to
move our respawn
Image

Name: savePoint
Layout chests
throughout the game
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3) Click to set
Image Point
ABOVE chest

0% Mouse: 285, 166
Animation frames (4)

&2 Editimage: savePoint (open, frame 0)
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Creating Save Points

e \When the hero is overlapping
CheSt AN D he SWI ngS the SWO['d ’ Parameters for respawn: Set position to ancther object
Ohject to position by, .
open the chest & move the
respawn pOInt. Object = savePoint
Image_point ‘
{optional)
Cancel Help on expressions Back
5 & hero  Isoverlapping & savePoint mm savePoint Set animation to “open™ (play from beginning)

hero  Is animation "slash” playing

respawn

Set position to g savePoint (image point 1)




Create Kong Boss

Clipboard Undao Selection
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Create Kong Boss

[ o LT (08 = & = | go 1] g A FTTOTTS
e Create arectangle [0 12 o5 e
collisions point, >
: '
centering around ,
his body. /
® Apply to “a_” - Select all
) : ” &
animations
i Apply to whole animation
-¢|- Apply to all animations
G‘j Guess polygon shape
Set to bounding box
e Help on collision polygons
|
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Create Kong Boss

e Name: kong
e Behaviors:
o Platform

e Properties:
o Default control: No

=

=

Behaviors

E Platform
Max speed
Acceleration
Deceleration
Jump strength
Gravity
Max fall speed
Double jump

Default contr No

Add [ edit
Effects

Rlend mndes

330
1500
1500
650
1500
1000
Disabled

Behaviors

Mnrrmal




Create Kong Boss

e Create two instance variables
o goingLeft —» Boolean — false
o hitcount — Number — 10

Angle [
Opaci 100
pa.c.lt_l.r kong: Instance variables n
Position 11614, 1149
Size 399, 299 + /0 * 9
[l Instance variables Mame Type Initial value
goingleft false ¥ goingLeft Boolean false
hitcount 10 W hitcount Mumber 10
Add [/ edit Instance variables
B Behaviors
B Platform
Max speed
Acceleration Create two instance
Deceleraticn variables
Jump strength
Gravity

Max fall speed




Create Kong Boss

e Add the artificial intelligence to Kong
e (Make sure you have “boundary” images)

26 fkong Is goinglLeft ¥ kong Simulatei Platform pressing Left
¥ kong Set Mirrored

27 dkong X Is goinglLeft ¥ kong Simulate 95 Platform pressing Right
¥ kong Set Not mirrored

28 ® $kong  On collision with .I:n::lum:i.r';lryr ¥ kong Toggle goinglLeft




Create Kong Boss

e Add collisions for hero & Kong

296 *® & hero On collision with 4 kong

30 % hero Is animation "slash™ playing ¥ kong Toggle goingLeft
¥ kong Subtract 7 from hitcount
31 & hero X Is animation "slash” playing  ®=JlifeBar Set progress to lifeBar.Progress - 1
£ hero f Flash: Flash 0.1 on 0.1 off for 0.5 seconds
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Create Kong Boss

Add his “life” as a text on the screen
Create a Text object
Behaviors: Fade
Properties:

o Name: kongLife
o Text: +10

o Font: Arial (24)
o Color: red

e Place below layout
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Create Kong Boss

e Add an image point to spawn his health

Add new image point

o]
Image points n
+ /0%
Mame Mumber
'¢'Drigin 0
[l _Traznomnint 1 4
g Add image point
. . R
Apply to all animations | # FRename
="
[ OCelete

Apply to whole animation

Apply to all animations
use: -217, 219 399 x 299 PNG-32 Image point: 195, -30 Cuick assign b

CTT TTaTTIES T[0T

Ba [ J.R - - 9 Help on image points




Create Kong Boss

e Show Kong's current life

points

Enter the text to set the object's content to.

e+ & kong.hitcount

298 * & hero

30 £ hero

31 £ hero

On collision with 4+ kong

Is animation "slash” playing

Add two new actions

Is animation "slash™ playing

¥ kong—————ToygrE gomgcert

Cancel Help on expressions Back

¥ kong Spawn |T | kongLife on layer 0 (image point
1)

T I kongLife Set text to "+" & kong.hitcount

(= ] lifeBar Set progress to lifeBar.Progress - 1

& hero f Flash: Flash 0.1 on 0.1 off for 0.5 seconds
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Create Kong Boss
e Killing the Boss

32 ¥ kong

33 * 4 kong

hitcount = 0

On animation "dead” finished

* kong
+ kong
* kong

* kong

Set animation to "dead” (play from beginning)
Set i Platform Disabled

Set collisions Disabled

Destroy
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Door to Level Two

e Create a new sprite
e Use image “door.png”
e Properties:
o Name: door
o Initial Visibility: Invisible
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Door to Level Two

e Only show the door after Kong is dead

Pararmeters for Systern: Compare two values

Enter the first value to compare, This condition does not pick any objects -itis a
simple value comparisan.

First value kona.Count

Comparison | = Equal to e

Second value 0

Cancel Help on expressions Back

34

£F System kong.Count = 0

. door Set Visible
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Door to Level Two

e Hero can only go through door if it is visible.

35

= £ hero

. door

On collision with . door

Is visible

'ﬂ' System

Go to next layout
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Building Level Two

e Add new layout.

Construct 2 - Add layout

Do you want to add an event sheet for this
layout as well?

— Add event sheet

The new layout will use the new event sheet,

— Don't add event sheet

Select "Don't add event sheet”

The new layout will not initially use an event sheet,

Right-click on "Layouts”

Mew project™

P — T [P

fdd layout

i fireBall
fireLauncher
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Building Level Two

e Tell Level Two to use the Event Sheet from Level One.

Clipboard | Undo | Selection | Configurations | Online Preview

Properties o X < Layout 1 | Event sheet 1. Layout2 =

= A

= Z

B Layout properties
Event sheet (none)
Active layer (none)

Unbounded scra...
Layout Size
Margins
E Effects

Add / edit
Project Properties

Maore information




Building Level Two

e Set the layout size to 7000, 1600
e Add level two background & template

24
F
E Layout properties

Mame Layout 2
o Name them Iv2 background & o
|V2 template + Layout Size .
o Set them both to position 0,0 e
e Lock background and create two new e
|aye s More information Help

T VAEER!
E1 @ hud 2
Eﬂmﬂin

& background
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Building Level Two

e Drag your sprites from Level One to Level Two
e (Do not recreate them)

. door

B fire

« fireBall
fireLauncher

& 9em

¥ ground

£ hero
= Keyboard

,,,,,

.....

.....

.....

— 1 backaround

3) Drop them on layout 2 i Projects | Layers

the level

and set them throughout ‘ Objects
-8

1) Select "Project
see all objects

[ »
o 2_background
v2_template




Building Level Two

e Setup layers SIVIEY
e Layout everything needed Sg::jn f;
on the approp”ate Iayer b1 @ background 0




Donel!!ll
e T[estyour game
e Fix all bugs!!!!
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