Centipede

Part 2 - Polishing Our Game



Play the game we are building:
Click



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

Create 3 Text Fields

e Name: scorelLabel
o Text: Score: 0 | ]

e Name: levelLabel [t | [everene
o Text: Level: 0 EEEEEEEEEEE

e Name: bugsLabel
o Text: Bugs: 0

bugsLabel




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

El Fade
Active at start
Fade in time
Wait time
Fade out time
Destroy
Add / edit

Litects

Blend mode

Add / edit
F Container

Vertical alignment
Heate 4

After fade out
Behaviors

Top
Ton.laft




Add a Startup Text

e Name: Starting
e Add Behavior:
o “Fade”

e SetFade’s

“Destroy” to “No” on

Starting only
e Adjust font size

r ~ Starting Level 1 ‘ |

=l Behawiors
= Fade
Active at start
Fade in time
Wait time




Add Instructions Text

e Name: StartScreen

e Add Behavior:
o “Fade’

Kill as many bugs as you can to
move on to the next level.

e Set: “Initial visibility” to

“‘invisible”
e Adjust font size

Text Kill as many bugs as you ...

Initial visibility Invisible
Font Arnial(22)

Hornizontal alignment  Center

Vertical alignment Center
Hotspot Top-left
Wrapping Word
Line height 0

More information Help




Display Start Message
e Add to “On start of layout”

8 * - bullet On collision with rogch "orTEErE TantaThngy st e

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

g rocks  Animation frame > 0 lld 'Starting Level " & level #nnFramed
|

10 'n' System Else cancel Help on expressions Back

rocks  Is overlapping . rocks Destroy

11
playerArea

268 "'n' System On start of layout T Starting Set text to "Starting Level " & level




Add Instructions

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

128 ® L System  On start of layout T Starting

13 ‘Q"n' System For "create” from 7 to 25 'n'S},rstem

rocks

LE System  level = 1 T | StartScreen

T StartScreen

Set text to "Starting Level " & level

Create object rocks on layer 0 at (floor(random(3,27))*blockSize
, floor{random(3,10))*blockSize )

Set animation frame to 3

Set Visible
Move to top of layer




Update Text Fields

e Every tick, update the 3 text fields with their global variables

.....

15 'n' System Every tick :'T:bugsLabel = Set text to "Bugs: " & bugCount
T levelLabel  Set text to “Level: " & level

.....

:'T :scoreLabel Set text to "Score: " & score

.....




Spawn a Score Counter

e Add a new image point to bugs, rocks, and player
e Add it just to the top-right e s
e “Apply to all animations”

x ué/Elt nage: player (Default, frame 0) *
Dha@cﬂﬂlxmﬁsln‘ooltﬁfleaall

D

. 4 I [ Default

4

Fd 1. Add new image point

Ve

O 2 |
e L

. 27 L

L L

1 I Image points

@ Image points n T s TR
L E Name Number

R . , [Tf T § 271 x 204 PNG-32 Image point: 307, -30 " 4 Origin o

Name Murmber | O Imagepoint 1 1
100%: Mouse: 224,133 30x 30 PNG-32 Image point: 33, -8 . O Imagepoint2 2
T——— T T T T T T T T T T T T r -~ < Origin 0 | 3

Animation frames (23] . i | . .
- 2. Right-click & ; :dd'mage peint
s . . ename
'#' i==i "Apply to all animations”

[Tﬁ Delete

Apply to whole animation

w w ” u “ “ Apply to all animations 10

Quick assign 4




Spawn Points for Bugs

e Addto Row6
e Points textis: "+" & 100*bugs.AnimationFrame

6

=5

* bullet

On collision with % bugs

W bugs

* bullet

W bugs

rocks

L System

ﬂl’hugs

'T ! points

Destroy

Destroy

Spawn rocks on layer 0 (image point Q)
Set animation frame to random(0,4)

Add 100*bugs.AnimationFrame to score
Spawn T points on layer 0 (image point 1)
Set text to "+" & 100*bugs.AnimationFrame

11



Spawn Points for Rocks

e Addto Row8
e Points textis: "+10”

BE-&.

10

bullet  On collision with rocks
rocks  Animation frame = 0
Xk System  Else

* bullet

Destroy

Spawn [T | points on layer 0 (image point 1)

Settext to "+ 70"

Set animation frame to rocks.AnimationFrame-1

Destroy

12



Lose Points for Bugs Hitting Player

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

e Set the color to Red

16 =&&player

On collision with ¥ bugs

ﬂ' System

e player

T points
Eﬂpmints

Subtract 7000 from score

Spawn T points on layer 0 (image point 2)
Set text to "-71000"

Set font color to rgb(255, 0, 0)

13




Complete a Level

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

the next level.

e Next level will increase the bug'’s speed

17

£E System bugCount = 25
£F System  bugs.Count = 0

'n' System
'n' System
'ﬂ System
'n' System
'n' System

Wait 1 seconds
Restart layout

Add 50 to bugSpeed
Add 7 to level

Set bugCount to 0

14




Add A Game Pause (optional)

e Setthe “Time Scale” to value “timescale=0? 1: 0’

18 “BE&Keybo.. On P pressed

'n' System

Set time scale to timescale =07 1:0

15



