
Centipede 
Part 2 - Polishing Our Game 
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Play the game we are building: 

Click 
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http://summer.sdgamingbootcamp.com/centipede/


Create 3 Text Fields 
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● Name: scoreLabel 

○ Text: Score: 0 

● Name: levelLabel 

○ Text: Level: 0 

● Name: bugsLabel 

○ Text: Bugs: 0 



Create a “Points Text” 

● This will display when you get 

points and then fade away. 

● Place outside of the layout 

● Set the text to Green color 

● Name: points 

● Text: -100 

● Behavior: Fade 
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Add a Startup Text 

● Name: Starting 

● Add Behavior: 

○ “Fade” 

 

● Set Fade’s 

“Destroy” to “No” on 

Starting only 

● Adjust font size 
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Add Instructions Text 

● Name: StartScreen 

● Add Behavior: 

○ “Fade” 

 

● Set: “Initial visibility” to 

“invisible” 

● Adjust font size 

6 



Display Start Message  

● Add to “On start of layout” 
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Add Instructions 

Add another sub-event to “On start of layout”  
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Update Text Fields 

● Every tick, update the 3 text fields with their global variables 
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Spawn a Score Counter 

● Add a new image point to bugs, rocks, and player 

● Add it just to the top-right 

● “Apply to all animations” 
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Spawn Points for Bugs 

● Add to Row 6 

● Points text is: "+" & 100*bugs.AnimationFrame 
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Spawn Points for Rocks 

● Add to Row 8 

● Points text is: "+10” 
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Lose Points for Bugs Hitting Player 

● Lose 1,000 points if a bug his the player 

● Set the color to Red 
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Complete a Level 

● After 25 bugs have been spawned & killed (or left the screen), go to 

the next level. 

● Next level will increase the bug’s speed 
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Add A Game Pause (optional) 

● Set the “Time Scale” to value “timescale = 0 ? 1 : 0” 
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