Zombies Are Here

Top-down Shooting Game



Today’'s Game
Goal: Build a top-down shooting game using physics, 8-direction, events,
and shooting.

Game Features:

e A hero that moves left & right
e Enemies that come down from the top
e Shooting & explosions



Play Today's Game

click


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

Gaming Bootcamp

New Project ofscuth Dakoto

Select template or example

. Select a template to start with xample to open:
1) File -> New = e e B e

roject
Create a platform-neutral project with settings and objects suited to retro style
games (such as pixellated rather than smooth scaling).

empty SD landscape 4:3 project
e a new empty project with a standard definition 4: 3 landscape screen.

2) New empty proj

lew empty SD portrait 4:3 project
Create a new empty project with a standard definition 4: 3 portrait screen.

Mew empty SD landscape 16:9 proje
Create a new empty projeg

MNew empty SD portrait
Create a new empty project with a standard de 16:9 porirait screen,




New Project & Layout Size

e Click on Layout
e Set Layout Size:
o 854, 480

Properties
= A
= Z

= Layout properties
Mame
Event sheet
Active layer
Unbounded scro...
Layout Size
Margins
= Effects
Add / edit
Project Properties

More information

Layout 1
Event sheet 1
Layer 0

Mo

8534, 420

500, 500

Effects
Yiew
Hel
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Create Two Sprites

1) Right click

Insert new object

=

ik & plugin to create a new object type from: ﬁ?) I:I

Z Qrder 3 P
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[
" . - n File chooser List Progress bar Slider bar Text box
2) select "Insert new object

1) Hero

2) E n e my Description:  An animated object that is the building TS RENOST projects, - More help on 'Sprite’

Insert Cancel




Load an Image

e

GamingBoo
GamingBoo
GamingBoo
GamingBoo
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File name: |hero1.png
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Hero Behaviors & Properties

e Behaviors:

o 8Direction & BoundTolLayout

e 8Direction Properties

Max speed: 550
Acceleration: 15000
Deceleration: 15000
Directions: Left & Right

O O O O O

Set Angle: No

= Behaviors

= BoundTolayout
Bound by Edge

o _8Direction
Max speed 530
Acceleration | 3000
Deceleration 120000
Directions Left & right
Set angle Mo

— DefauitTontr...  Tes

Initial state Enabled

Add [/ edit Behaviors




Enemy Behaviors & Properties

e Behaviours
o Physics and
DestroyOutsidelLayout
e Do not change anything else!
o (unless you want to)

=

=

Behaviors

= Physics
Immovable
Collisiocn mask
Prevent rotat...
Density
Friction
Elasticity
Linear darmpi...
Angular dam...
Bullet
Initial state

DestroyOutsideL...

Add / edit

Effects

Mo

Use collision polygon
Mo

1

0.5

0.2

0

0.01

Mo

Enabled

(no properties)

Behaviors




Bullet

e Insert “New Object”

e Place anywhere

e Fill in the object with a
color

e Add “Bullet” behavior

e NOTE: Make sure itis
pointing ‘right’. Do not
rotate.

=

¥

E Object type properties

=

&=
[

El Instance wariables

=

=

Mame
Plugin
ulD
Global
Common
Layer
Angle
Opacity
Position
Size

Add / edit

Behaviors

= Bullet
Speed
Acceleration
Gravity

Bounce off s...

Setangle
Initial state
Add / edit
Effects
Blend made

Sprite2
Sprite
1

Neo

Layer 0
0

100
316, -43
47,10

Instance variables

400

0

0

MNeo

Yes
Enabled

Behaviors

Blorrmal




Add Keyboard
e Add keyboard input for later

Insert Mew Object

Double-dick a plugin to create a new object type from: ﬁ|
e % ¢ s B
H . Gk H b unction artides adow Li i i n
hint: “Insert New Object \ e T St SRR
-
=6

Tiled Tilemap
Background

Input

m =B O ¢

Gamepad Keyboard Mouse Touch

Media

Y © 8 I

Audio Geolocation  User Media Video

MName when inserted: | Keyboard

Description:  Retrieve input from the keyboard. - More help on 'Kevboard'




The Events



Automatically Spawn Enemy!

7 13

® Event: “SVStem y Everv X SecondS” Parameters for System: Create object
) ACt'On_ “Svstem”, “Create Oblect” Choose the object type of the new instance to create,

o “X”: random(50,800)

Object to create g Sprite3
o “Y”:10

Layer |D

X [random(50,800)

110

Cancel Help on expressions Back

1

LF System  Every 1.0 seconds ¥k System Create object & Sprite3 on layer 0 at (random(50,800), 10)




Shoot Enemy

e Event:

o “Keyboard”, “On Key Pressed”

e Action:

tE 1]

o “hero”, “Spawn another object” (bullet)

o “Bullet”, “Set angle of motion”, “270” degrees

5 @B Keybo.. On Space
pressed

@Sprite Spawn . Sprite2 on layer 0 (image point 0)
.SpriteE Set ¢” Bullet angle of motion to 270 degrees




Kill Enemy

e Event:

o “Bullet”, “On collision with”, “Enemy”
e Actions:

o Enemy Destroy

3 "'. Sprite2  On collision with ¥ Sprite3 Destroy
,ﬂ; Sprite3




Test Your Game

e Run a preview of your
game to see if it runs A-

okay!

Construct 2 - L3

XActhre configurations: All - e Scirra.com
gDisplaying: HTMLS - aForums

‘ @ rep 0,

S, O %0

Run Debug Expor
layout layout proje
Preview

Configurations

B

Event sheet 1

Run Layout
(both work)




Additional Challenges

- Add obstacles for the bugs to bounce off
- Add multiple bugs
- Add a bomb that drops

17



