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Introduction

If you're an avid gamer and have always wanted to dive down below the screen
and create an interactive experience of your own, then you've come to the right
place. This book will introduce you to the world of mobile game creation, walk
you through five sample projects and give you the tools you need to unlock your
imagination and your true creative potential.

Did you know that today, the video game industry, which includes console
games, computer games and mobile gaming makes more than $30 billion an-
nually? That's more than movies and music combined!

Believe it or not... it's a lot easier than you think. You don’t have to be a C++
programmer or a graphic artist to build your own games, and you don't need
to be a computer scientist with a master’s degree. You don’t even need to know
any programming language at alll With the infor-
mation in these few pages, you'll be able to use
powerful apps that do most of the work for you,

and you'll be creating games in no time. You don,t h(:lve

This isn't a book about learning code or even how to be a C++

to design cool graphics. This handbook will give pl"Og rammer

you the power to put your creativity to work — to h
or a grapnic

give your imagination wings so that you can soar
toward whatever you can conceive. There is noth-  qyrtist to bU||C|
ing more satisfying than seeing something you've

imagined come to life, and the modern gaming ~ YOUI' OWN
:?er;clisccpe gives you virtually unlimited possibili- gqmes.

Game creation is easy

Gaming has come a long way since Pacman and Space Invaders. By today's
3D photo-realistic standards, these games were litlle better than dinosaurs by
comparison. If games are much more complex now, aren't they also much more
complex to build?



When you get to the core of actually programming and designing a game from
scratch, yes. However, while games have gotten more complex, they've also
inspired a host of tools to make building them easier.

In the 1990s, a new type of application began to take shape known as the
game engine. Essentially, programmers got together and built a core video
game module. This contained all of the logic and the programming to run the
gameplay environment. Then they developed the
graphics, sound effects (“FX”), music and even

game levels in separate applications. The main While games

video game engine allowed non-programmers to,

on a limited scale, make their own games based hqve gOﬂ'en

on the core operating principles. |
more complex,
The first of these was a somewhat simple first-per- fhe)/lve leo

son shooter game called Wolfenstein. Wolfenstein . . CI
was a ray-race game — meaning that you walked — INSPIFr€d d
around buildings in what looked like a three-dimen- hOSf OF fOOlS to

sional environment shooting up Nazis in a World

War 2 setting. For the early 90s, Wolfenstein was m(]ke bUIldlng

a revolutionary concept in computer gaming, and h .
because it used the Wolfenstein engine, gamers them easier.
could get free level builders and could use 3rd par-

ty graphics programs to do more than just create new levels; they could change
the textures that defined how the walls looked, create their own weapons and
even alter the characters in the game.

While you were still limited to the parameters of the Wolfenstein engine and
couldn't really change sound effects or music, you could create your own en-
vironment. This continued with the release of Doom and Doom2 — similar to
Wolfenstein but with a far more complex engine. In Doom, you could create
game levels with 3D environments — stairs, platforms and even elevators. The
game engine had more complex level creation, sprite (character) graphics, and
you could add your own music and sound effects.

If you remember such games as Unreal, Quake and even Sid Meyer’s Civiliza-
tion games, all of these came with environment creation tools. However, you
were still very much limited by the game engine’s core programming. You could
modify the look, but not the function.

Even the simplest games are more complex than they seem. Say you want to
create an arcade game like Donkey Kong the old fashioned way. If you have
ever played the classic Donkey Kong, you know that it's pretty simple. You have

2



a two-dimensional board where you climb from the bottom to the top and avoid
being hit by barrels that Kong is throwing down at you. Your goal is to rescue
the girl he's holding.

If you've ever gotten good at Donkey Kong, you'll remember that there are ac-
tually a fair number of game boards — different levels. They get more complex
as you move up, including such obstacles as conveyer belts, elevators and as
always, Kong’s barrels. It's a great game that can take up an amazing number
of hours, even when compared to today’s enormously complex titles.

So you may think that creating such a simple game would be easy as compared
with something like Call of Duty, right?

Yes — in a way. Because a game like Call of Duty requires an entire team to
create. There are storywriters, voiceover actors, 3D modelers, graphic artists
and of course, an entire team of programmers to make it all work.

The advantage that these folks have over you creating Donkey Kong all by
yourself is that they have pre-built tools to help them. They have a game engine
to work with. You have only your computer and a C++ IDE — independent
development environment — if you're lucky — so you have to create everything
yourself in code. This includes the game logic, the graphics, the sounds, every-
thing. It's your job to conceptualize everything and to write the complex code
that makes it all work. While the end game is simpler than those of today, the
development process is much more difficult.

All of that has changed.

Modern game engines not only let you alter the look and feel of your game, they
provide you with the ability to actually encode logic and events into your game,
and they do this without you having to know any code at all.

Free tools that make things even easier

Remember a little earlier on when we talked about game engines for Wolfen-
stein, Doom and Quake2 Now you can simply drag and drop your game ele-
ments and create a fully functional mobile game without having to write one line
of code. That's the power of today’s game engines.

There are quite a few of these game engines out there, including Construct 2,
GameMaker, GameSalad and Unity. In this book, we'll focus on the one that is
your best bet to get started.



Scirra’s Construct 2 allows you to create games for iOS and Android alike. It's
free, and it provides you with very powerful drag and drop tools to build com-
pletely functional mobile games. We'll be using Construct 2 for all five of the
game tutorials in this book.

Scirra’s Construct 2 is a true multi-platform develop-
ment system. You can build your games and then pub- D | .

lish them virtually anywhere. In addition to iOS and eveloping
Android, you can publish your game to be playedon 4 game

a website, Facebook, for Windows or Mac comput- g

ers and more. in SCiI’I’CI'S

We'll get more into the specifics of this engine later. ‘ConSh’UCt 2
For now, there is only one thing you need to know  |§ QO reql
about developing a game in Scirra’s Construct 2 —

it's a real blast! blGSH

Just the act of building is fun, and it'll challenge your creativity, open up your
imagination and even release your inner child!

Why we decided to write this book...

We believe strongly in giving people tools that they can use to unlock the true
power of their imaginations. Game creation is one of the best methods for do-
ing this because it can be done from anywhere, and with today’s technology, it
opens up an almost unlimited world of possibilities. Sure, its fun to play video
games — but when you play one you built yourself, it's a whole new level of
satisfaction.

Our imaginations make us who we are. Why did we build the Pyramids or cre-
ate a great civilization like Rome2 Why did Columbus sail off into the unknown
500 years ago? Why did we send men to the moon?

Because we imagined we could, and we needed to make what we imagined
come to life. Every human being has this potential, and if this book helps you to
get creative and express your imagination, then we're proud to be a part of it.

Here's a little example from Ankur Prasad’s own experience:

“When | was a kid in the 1980s and the first Nintendo came out, |
loved playing Super Mario Brothers. I'd already developed a friendship



with Mario by playing Donkey Kong, and when SMB came out, | was
blown away.

Up until then, game systems were pretty simple by comparison. The
Nintendo’s 8-bit system was like nothing I'd ever seen. There was a
whole new range of colors and sounds and a complexity of gameplay
that I'd never imagined.

Before Super Mario, | enjoyed playing video games. After Super Ma-
rio, | was hooked. Not just on playing — | wanted to build games like
this myself. | wanted to be a part of this — to create cool video games
that others would play and fall in love with, too.

As | got a little older, | imagined myself working for EA — Entertain-
ment Arts — creating awesome games. | even tried my hand at game
creation by myself using BASIC and then moving up to C. As you might
expect, | hit a roadblock.

While even the original Nintendo’s games like Super Mario Brothers,
Castlevania, Final Fantasy and even Tefris are simple by today’s stan-
dards, they're very complex to build, especially for one teenage kid at
his home computer.

| was quickly overwhelmed by it all and never really got to make my first
game. I still had the bug, though. So when | grew up and was working
for Amazon, | began hearing about these new powerful game engines.

A friend introduced me to Scirra’s Construct 2, and | was blown away!
It was so easy. | didn’t need to write any code, just drag and drop com-
ponents and create a series of events, and so on.

The first game | made was from a firstperson shooter tutorial. It was so
awesome when | was done. My character moved when | pushed the
arrow keys. I'd done it I'd finally created my very own video game,
and it actually worked.

As you may imagine, | was hooked. That’s the power of the Scirra
game engine, and that's what we're going to teach you in this book.
You'll learn what you need to know by creating example games, and
then you can even try your hand at creating one yourself.”

If you've ever had even a passing desire to create your own game, this book is
going to give you the keys to unlocking a whole new world. For some of you,
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it'll become a fun hobby, and for others it may very well be the launching pad
for an exciting new career.

Now it's your turn. You can finally create your own games with your own story
lines and characters — it's your turn to show the world just how much imagino-

tion you really havel!



CHAPTER 1

Welcome to Level O

Well, you have to start somewhere, righte The best place to start is at the begin-
ning with a clean slate and an unlimited number of possibilities!

Remember, this book is designed not just to teach you how to create a couple
of mobile games by following step-by-step instructions. That's the easy part. We
are going fo get your creative juices flowing and introduce you to a powerful
tool that will allow you to put your imagination to work.

What you'll learn in this book...

By following the five game tutorials we've created for you, you'll be introduced
to Construct 2 and how it works, why it's effective and how you can expand on
it and go even further if you want to.

In a way, you'll be learning game programming without having to actually write
your own code. Construct 2 follows the same game building methodologies that
you'd use if you sat down and wrote your own game from scratch in C++. Luck-
ily, Construct 2 does the hard work for you — you just have to tell it what to do
when, how you want your game to look and how it should behave.

Check out some of the cool features that Scirra has built into their game devel-
opment engine:

Imagine your game character walks over a spe-
cial part of the board. When he does this, an

A powerful event is triggered that reveals a hidden door
or staircase. Perhaps an enemy character ap-
event S)’Stem pears, or he's transported to another level or

part of the game.

Events determine cause and effect — what happens whenever something else
happens. With Construct 2, you can create and re-use events for a single action,
level or throughout the entire game. You create an event sheet that dictates what
happens when. You are, in essence, creating game code but in a simple and
easyto-understand language.



Whether you just want to have fun creating games or whether this is your first
step info becoming a future programmer, the Construct 2 event system is going
to help prepare you. It's part of the process of harnessing your creative thoughts
and putting them info order to achieve a goal.

This is an awesome and time... as well as frus-

. tration... saving feature of Construct 2.
Flexible and
ﬁme'SGVing Behaviors decide what objects do — how they
. behave. When you assign a behavior to an
behGVIors object, the game engine does the event work

for you. The Construct 2 behaviors include such
things as 8-direction movement, shooting, jumping, and speed. For example,
let's say that you assign the platform behavior. Then you can move your charac-
ter — or sprite — across your game board and let him jump and run on solid
ground. You can also dictate how fast, how high and how strong the gravity is
in a specific area. Then there’s the car behavior, which is used to create any
vehicles from cars to space ships to submarines and anything in between.

Behaviors make life so much easier, even if you're an experienced game maker.
They can be combined with events to create unlimited game action, and you can
do it in minutes or seconds rather than days of writing codel!

Construct 2 provides an array of visu-

: al effects you can apply to your games.
S_tunn Ing The design environment makes everything
VISUOl effeCfS incredibly easy, and even if you're not

a graphic designer or an artist, you can
make your games look spectacular.

Additionally, the engine has fallback visual options. These let you stack up a
couple of effects so that even if a player has a computer or phone that doesn't
support something, the game will try to substitute that visual effect with some-
thing it does support. This preserves your game play and allows your game to
work on many different platforms.

The Construct 2 engine also has a really cool particles feature. This creates and
moves a lot of tiny images to create effects such as rain, sparkles, smoke, water
and other moving environmental effects that add a whole new dimension to
your game.

We discovered a long time ago that most people’s biggest learning block is their
own frustration. They read some text and then are a bit overwhelmed by all the
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things they feel they should know. Just relax, have fun and let the knowledge
come to you.

If you just forget about how fast you seem to be getting it and simply believe that
sooner or later, you'll master the skill — it'll happen much faster. It's amazing
and it really works!

So get ready to start your imagination and to
create your first Construct 2 video gamel!






CHAPTER 2

Building Your First Game

Are you excited?

You're about to build your first mobile game. Before we get started, there is one
little chore that you need to take care of.

version of Construct 2. You'll see that there is a paid version, but don't worry
about that now. The free version has everything you need to work through the
five game tutorials in this book.

Of course, if this is something you want to do on a regular basis, the full version
of Construct 2 isn't a bad idea. It really opens up the possibilities and has all
sorts of cool add-ons and features.

Okay, now that you've gotten Construct 2 set up, let’s jump right into your first
game! We will learn the ins and outs of Construct 2 along the way.

Bubble Pop Madness

For your first foray into mobile game creation, we're going to keep things rel-
atively simple. In this tutorial, you're going to build a game that's both fun and
easy to make.

Basically, Bubble Pop Madness is a game in which bubbles rise from the bot-
tom of the player’s screen. The goal is to tap each bubble and pop it before it
reaches the top of the screen. For each bubble that does reach the top, your
player loses a life.

Sounds simple enough, right?



Well, it does get a litlle more complex. As time goes on, your player will be
faced with more bubbles to pop as well as an increase in their speed. The lon-
ger you play, the harder it gets.

Ready? Then let's begin!



Starting a new project

Before you can build a game, you'll need to start a new project in the Construct
2 environment. A project is a series of elements that make up a game. Think of
it as your game space.

To start a new project, click on the gear icon at the top left corner of your screen.
A dropdown menu will appear, and you need to select “New.”

E Save &s Single Fée.
B — 10 CALseARL\Aquatic px
B Tesetan

h Gl project

|
Dystare. @rew Qageut @ prererences Qe

Construct 2 has a lot of templates to choose from. For example if you want to
make a flappy bird or angry birds-style game, there is a template for that. For
this game, select a new empty project.

D n-mwwu-mn- and ot
 scaing).

‘games (a.ch a5 pixelated rather than

D Mew empty SO landscape 433 project

D Tiew cmpty SD portrait 43 proect

D Mew empty S landscape 16:9 project

a MNew empty SD portrait 16:9 project

=
ek




Great! Now you've got a new project started and you can begin creating your
game. Here is what your screen should look like:

@ Home \Mw Everts 20
Xt |weunco-| Goeete | Xaawecomtigumtonsan - | @ somacom
e B e e S OB A
Paste - Scima Run  Debug Bport  Start
Select Moo @rep Store | lyout lajout project  Page
Chpboard Undo Selection Onine Preview. Go
Properties B O ot | Ewentsheet1 | Layouts EY| Event sneet 1 ~ Projecs L
= &l 7 | 2 B Mew project” -
5 About S a [y Leyouts
MName MNew project (8 Loyout 1
Version 1000 B Dot s
ro [ Eventsheet i
o oo i
Author & Sounds
Email 1y Music
Website batge/ o e
© Project settings O ors o
First layout (defaut)
Use loader layent No Layers | €4 Projedts
el rounding off Objects Ly |
Prevew effects Yes v ject (1]
 Window Size 884,420
1 Configueation Settings
Preview browses (defauk)
Fullscreen in browser Letterbon scale
Fullscreen scaling High quality
Use high-DP! display Yes
Orientations any
Enable WebGL On v
v
bt > || ovyeets | Tiemsp |
Ressy tventz 0 Act lyer Layer 0 Mouse 026013600 | Zoom 100%
Add some objects
An obiject is anything in a game — like the character, background, sound bite,

function to detect mouse input, and so on. You're going fo be working with a lot
of objects as we go along, so in order to get you started on the right foot, start
by creating a “sprite.”

No, it's not a sodal A sprite is any image displayed on the screen. So in this
game all the bubbles the player will tap are sprites. Firstly, for the purpose of
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images and sounds (sprites) and save it info a folder. We will refer to this folder
as the projects folder moving forward.

Before you get started,

If you want to add things like characters, enemies, bullets or backgrounds inside
the game, you will have to insert a sprite. Right click or double click anywhere
inside the white space of your project and select “Insert new object”.

[gBem@r T et - TEE

Home | View  fvents <0
E Yoot | Undo- | @ Desete I Actve cotiguations A = || @ Sowacom e ° ﬁ D #
[y Copy | ~wRedo~  [gfisdectAl | % Dispiapng: mas ~| R ronums
Paste < Sama  Run Debup Bipet | Start
i jstlect None @rer Store  lmout layoul project  Page
Cliphoard Unde Setection = . Onine  Peiew e
Properties S E tayout1 | Eventineet 1 | Layoot 1 [ Event snees 1 v ojets Ll
B A |« [ Newproject” A
5 Ab s -.L-mulv \
Mame. New project Loyeut
Verson .0.00 o By Event sheets
Description ! B tventsheet 1
G Object types
L4 com.mycompany.myspp B Families
Author B Scunds
el o Music
Viebsite hasp o Files
= Project settings B heoes o
e . Tl [ e ||
Use loader layout No Layers |G Projects |
Pl ounding off Otpects g
Breview efects e AlLoyout [+
& Window Size 854,400
1 Configuration wiap seiection
Preven brewier (detat)
Fullicreeninbroses  Letterbon scale I o evend sheet
Fullscreen scaling High quality ¥ cr  snmepeete
U igh DRI duglay Ve D comr anee
o b Any Pt CirleV
Enable WebGL On v L] Lol e
@ Hew
> |[Conects | Tiemsn
Resdy Events 0 Active lager Layer 0 Mouse: 245.0,1540,G | Zoome 100%

From the Insert New Object box, select “Sprite.”
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When you click on the sprite image, a cross-hair will show up. Simply click the
screen again, and you will see the sprite options.

f@,a,e«-moi.-' Comstrct2 oot 1 =
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5-3 Xcut  wundos | [ Delete 3 Adve configunations Al - @ sona.com a o ﬁ D ﬁ
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Paste Soma | Run Debug Emont | St
Select Hone @4ev o | ot wyout project Page
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= About ~ o [ Loyouts
N Mew project o Lyeut
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Of course, you want your sprite to actually be some kind of graphic. So in order
to do this, click on the folder icon and grab the bubble.png images from your
projects folder. Now that you have your sprite open, crop it using the crop tool.

Constnuct 2 beta release 1201 - Layout | -a
20
X Actve sonliguatons = | @rsamscom a ° # D ﬁ
3 Displming HIAS ¥R Forums
ebug Export
@rew il w u,m project quk
Conigueations Oniine e Go
B0 tapout | Eventsheet 1 | Layout 1 L] Event sheet 1 ~ | Prejects |
~ | oD Newprojeat -
9 Eﬂlmpt 2 (D - « [ Layouts
g -] ’.[DB'F%Q(" g, QaQ @ 8 Loyet 1
Loop Mo @ B Event shaets
Repeat count 1 .‘u.‘ E;ml sheet 1
Repeatto [ o I Object types
Ping-pang ™ Animations [ Color Palette
More infoemation Hle 4 Doar
Fd
a4 ]
o
— a
) 3
= —-—
5 BEE -t
@ Rect[ 107 |2
’ . o
e 207 2
Aohe: 255 |2
? Objects | Temap
Resay 100% Mouses 13, -T2 2501250 PHG-32 Actie ayer. Layes 0 Mouse: 6580,850,0) | Zoom: 100%

It's important to crop or trim your images to avoid unwanted extra space, which
takes up more memory on your player’s computer and affects how smoothly the
game works. Removing extra space also makes the bubbles actually appear to
touch each other when the images collide, which brings you to your next step.
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The last thing you need to do is adjust the bubble’s collision. A collision is an
area around a sprite that checks to see if it's been touched or is colliding with
another object. Construct 2 automatically assigns a collision to your sprite. You
may or may not want fo use what it gives you. In this case you will be checking
to see if the player has clicked on the bubble. If the collision is off, the bubble
won't pop when a player clicks on it, which makes an unhappy player. So you
must make sure the collision is surrounding the entire bubble sprite object.
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Right click on the image and click “set to bounding box.”
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Great now you have your bubbles implemented in the game.

Now it's time to focus on the environment of the game itself and add the back-
ground. To do this, create another sprite like you did before. Locate the Bathtub
image in your obijects folder, and add it to your background sprite.
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Project properties and layers

So far so good, right Nothing too complex or scary. Game building is just a
step-by-step process. It's like that old saying, “How do you eat an elephant2”

One bite... or

in our case, byte... at a time!

At this stage of your game you should have a bubble sprite and a background
sprite that looks like a bathtub. You've got the game environment and the game
objects ready to go.



But there’s one thing you have to think about... how will the game look on dif-
ferent web browsers, or different phones or tablets?

To account for this, resize your game so that it can be played at an optimal res-
olution for all web browsers. Click on the background and look to the left of the
screen for a size property. Set the size of the background to 1366, 768. Every

size in Construct 2 starts off with the width first and height second.
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Now set your layout size to be the same size as your background. To do this,
click anywhere in the layout and you'll see the layout size property on the left

of the screen.
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Last but not least you need to set your play area or “Window Size” to the same
dimensions: 1366, 768. Click on “project properties” right below “effects” and
change the window size to match.
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You have now set up your layout and it is ready for play... or is it2 It looks like
your bubbles are behind the background. To make sure everything is layered
correctly, create a new layer by clicking on the “layers” tab and hitting the plus

button.
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Now drag layer O above layer 1 and name layer 1 “Background.” This is just
for organization and clarity — you can name it anything you want to.
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Nothing will change unless you put your sprites on those new layers you just
made. Click on the bathtub and change its layer to “background.”
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You may notice that you still can’t see the bubble sprite. Click on the layer tab
and change layer O to transparent. This will get rid of the generic white back-
ground overlapping your actual background sprite.
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You're almost there, but not quite. Now you have to add some actual game play-
ing functionality to your game. You want the bubbles to pop when the player
touches them, so next you're going to add a touch object and use this to add
functionality.

Adding Events

By default the touch object will not do anything. So you now have to add an
event so that when you click on the bubble, it gets destroyed.

This is where the Event Sheet comes into play.

o B Q% Construct 2 beta release 1201 - BubblePop.capx - Layout 1 = G
Home = View  Events : 0
B X cut | euUndo~ || I Deig Insert New Object
" [y Copy | ~mRedo - || igtiseleglf
i Seted| Double-cick a plugi to reate a new object type from: jo)
Clipboard Undo Selec ~
SToTR General Projects =
= im fg 2 & ¢ o B Newproject”
B — Layout
i Rayout properticy 9patch QL Function  Partides Sod  Shadowlight  Sprite 4 [ Layouts
Name Layout 1 | B Layout1
Event sheets
Event sheet Event sheet 1 | BE ‘EEJE e
=] Event shes
Active layer Layer0 ‘ HE E (O]+] 4 [ Object types
Unbounded scrolli. Mo SRt Tet Tied Themeo Jsp,,,,
2 Layout Size 1366, 768 ‘ Sadkground Es,,m o
Width 1266 - [ Families
Height 768 ‘ D Sounds
9 Margins 500,500 e = @ I Music
= Effects
Gamepsd  Keybowd  Mouse T o B Files v
Add / edit Effects | — >
Project Properties View €4 Projects | Layers
More information Help Media ;w = a0
ects
9 S e I - o
fudo  Geobwaton  UserMeda  Video sort
e
| INS

23



An Event Sheet is where all of your scripting code will go to make your game
interactive. After you make the bubbles pop, you'll add a scoring function.

Double click on the Event Sheet.
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Below is what your Event Sheet should look like. It should be empty without any
events. To add your first event, double click inside the Event Sheet and click
“Add event.”
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Double click on the touch event and select “Touch.”
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The “on touch object” event checks to see if an object has been touched. This
check happens every frame. There are other events that have to do with touch,
but for now we will only need “on touch object.” Construct 2 will ask you which
object should be used. Target the bubble, and you're done.

Before you go any further, make sure you name your sprites something that
makes sense. As you get deeper into the project, the word “sprite” can get
confusing and will slow down your workflow if they’re not all named intuitively.
Name your bubble sprite “bubble” and your bathtub background “bathtub.”

Now that you've added a condition, you have to add an action. Without actions
the game will not do anything. What you just added was a condition that will
trigger an action whenever a condition has been met. In your case, when the
bubble has been touched it will be destroyed. Click “add action,” select the
bubble and destroy it.
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do it faster!

TIP: If you want to find an action faster, type it in the search box at
the top right of the action box. Prefill the box with the term “destroy”

access it without having to scroll down. This will increase your overall
workflow speed. Game creation is fun, but it's even better when you can

This is what your screen should look like. Now you get to test it and see if it
works. Click on the run layout (play button) at the top of the project and click on
the bubble. It should destroy when touched.
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Adding behaviors to your objects

Believe it or not you are halfway through. Of course, you have to make the
game actually work. The next step is to make your bubbles float upward from
the bottom of the screen. In order to make this work properly, you'll need to add
spawners, a bullet behavior and a few events.

Begin by clicking on the bubble, then go to “Behaviors,” select the plus button
and add a bullet behavior to the bubble sprite.
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To save time, type in “bullet” in the search box and select the bullet behavior. If
you run the game now, the bubble will move in the direction of its angle. Even
though it says O degrees, the bubble will move to the right by default. Zero is
right, 180 is left, 90 is down and =90 is up. If this is confusing to you,

Construct 2 has a handle that represents the direction of the object. You can

simply rotate this in the direction you desire. As you want the bubbles to rise
from the bottom up, rotate the handle upwards, or type in —90.
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Hit “Run” again, and the bubble should float up to the top. If it is not floating in
the desired direction, make sure your angle is correct.

So far so good, righte Except you have a litle problem right now. If you touch

the bubble, it's destroyed forever and that's the end of the game. So you'd better
do something about it...
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Spawning multiple objects

Now that your bubble floats upward, you can spawn more of them and have a
playable game. All you need to do now is add a score and a game over screen.
First add a sprite to your game and call it “spawner.” Create five of them and
spread them evenly at the bottom of the project. Take the paint bucket and color
them any color. They will just be used to spawn the bubbles with events.
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Remember how the angle will be zero by default2 Well if you leave your spawn-
ers like this the bubbles will spawn to the right of the spawner sprite. Set all of
the spawners to have an angle of -90 so the bubbles will spawn going upward.
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Great! Now click on the Event Sheet and create a new event. This event will
be a system “Every X seconds condition.” Set it to create bubbles at the target
location every 1 second.
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Next add another system action. This time create a bubble at the spawner’s X
and Y coordinates. An object’s X and Y coordinates correspond to its location in
relation to the top left corner of the screen as measured in pixels. So, an object
whose X and Y is 100 X 100 is 100 pixels to the right of the left side of the
screen, and 100 pixels down from the top.
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You are done with the hard part. Click “run layout” and your game should look

like this.

| € New project (Construct 2 x | =3 - 5B

-
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L/

The game is doing exactly what you told it to do. You may be wondering why
it is only spawning through one spawner instead of all of them. Turns out you
didn’t give Construct 2 a specific enough routine to run. This time, add some
randomness to it and hide your spawners.

You can add more than one condition to an event. Click on the event and right
click it to add another condition.
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Select the system event and click on “pick random instance.” An instance is a
variation — or copy — of an object that is on the screen. Each of your spawners
is an instance of the original spawner. You duplicated it four times, and each of
those sprites is an individual instance.

@ Be-~-Q&%- Construct 2 beta release 1201 - BubblePop.capx - Event sheet 1 = ﬂm
Home = View  Events i)
¥ ot | wundo- [ Detete 3 Active configurations: Al ~ € sarra.com a | ° ﬁ B | ﬁ
[ycopy  ~uRress~ H Dispuaying: |HTMLS 4R Forums
Paste o Scirra Run Debug Export | Start
@Hep  Store | layout layout project | Page
Clipboard Undo Online Preview Go
Properties 2 H  Layout1 | tventsneet1 v | Projects LN > |
TS 4 [ Newproject®
“4)Touch | Ontouched Bubble Destroy
© Ot tpe propertis . Rl S o O ot
Name Spawner
Plugin Sprite hSystem | Every 1.0 seconds £ System Creste object _ Bubble on layer 0 at ( 4 .“"“:m_
Global Mo : R C
4 [l Object types
=l
Common £ Bathtub
Layer Layer0 Pick a sngle randem instance from the currently picked ﬁ)\m ] o Bubble
Angle -90 Instances of an object. I B Spovmer
Opacity 100 Pick instances 4 Touch
@ Position " Pick al Pick by comparison D Families
@ Size 142,496, 142496 Pick by evaluate Pick nth instance B Sounds v
) Instance variables £k Pick averagping pont ([$ Pk random nstaglll R < >
Add / edit Instance variables § Projedts | Layers
& Behaviors : Objects =g
Add [ edit Behaviors . =
= Effects All "Layout 1* objects (]
Blend mode Normal =Bdﬂvluh
Add / edit Effects
= Container L Bubble
No contsiner Create —
Sl [spone

You will be picking a random instance every 1 second. This will spawn a bubble
randomly and have it float to the top of the screen.
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Make your spawners invisible and run the layout. Your core game mechanic is
just about finished!
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Adding Scoring to the Game

A video game is no fun without a score. Adding a score to your game is really
simple. All you need is a text object and a variable. Right click in your project
and add a new text object. A text object is used to display text and dynamic
text on the screen. Dynamic text is text that is changed using scripts, or events
in this case.
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Name the text “score,” change its color to white, and its size to bold, 24 px.

Click on the dropdown arrow next to the font to change the font size. You can
also change the color to white by clicking on the “..." icon next to color. Pick
any color you want. Just remember that you want a color that contrasts with the

background and any other images so that it shows up clearly.
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NOTE: There is a big difference betwee the object’'s name and the text
property. In the previous step, you changed the name to “score” but not
the property name. The property name will be changed dynamically in
the game as the player collects more and more bubbles. You can just
leave it as “Text.” Every frame you want to set the text property to the
players score. Right click inside the event sheet and create a new global
variable called “score.”
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Nothing would happen if you ran the layout right now. The score is 0, and you
still haven't set your text fo reflect the player’s score. This part is fairly simple.
Create an event that sets the player’s text to [“Score:"&Score] every tick.
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NOTE: You can simply set the text to the variable “score,” but if you add
a string you can actually display “Score: [player score]” on the screen.
A string is a type of variable that contains text — a “string” of characters
and numbers. The “” creates a string inside of a variable to be displayed.
The “&" tells Construct 2 that you want to add another expression. An
expression is anything that calculates or displays information on screen.
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So now every frame your text will display the player’s current score. The player

has no way to increase her score, so it will display “Score: 0.”

Score:0

In order for the player to start increasing her score, you need to add an action
to one of your conditions that you already have. Locate the touch event for the
bubble sprite and add an “add to global variable” action. You can make the
score increase by however many points you like. For now, choose 10 points.
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Ta-da! You have a game with a score that is playable. To make things a little
more challenging, add some strategy to the game by punishing the player if
the bubbles escape the game. Similar to the score, you will add a “lives” text,
and it will be roughly the same procedure. The only difference is that you'll be
subtracting instead of adding.
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Adding Lives to the Game

First add a text object called “lives” and give it the same properties as the score.
White, bold, and size 72 px. Then add a variable called “lives” in the event

sheet. Give it a default of 3 lives.
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Since you already have an “every tick” condition, just use that one to add your
lives set text action. Set the text to [“Lives:”&Lives].
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In order to determine if the player is going to lose a life, you have to check and
see if the bubbles are outside of the layout. To do that, add a new event and

select the bubble.
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Select “bubble is outside of layout.” Then add an action that destroys the bubble
and subtracts 1 from the variable lives.
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Run the layout and see how far you can get without running out of lives. Once
you reach O, you may notice that the lives start going backwards into the nega-
tive. In video games there is rarely such a thing as negative lives. There are two
solutions to this problem. The first is to create a condition that stops subtracting
from the lives. The second is to stop the game once the lives are less than or
equal to zero.

To end the game if the lives variable = 0, your condition will look like this:

[If lives <= O set endgame to 1]

C i [ localhost @ - =

Score:50 Lives:3

Score:0

An endgame variable would work really well in this case. In the next section you
will be adding the end game mechanics.
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Creating an End Game Condition

Now that you have a working game, you want it to eventually stop and make
the player able to restart the game if she loses. You'll create an end game vari-
able that is triggered once the score is equal to zero. You will then do things

such as hide the score and disable the bubbles’ clickability.

First add another text and call it “Game Over.” This time, change the property
of the text to an actual string. This will not be dynamic text. It will only be shown
once the player has lost the game.

Set the “game over” fext to invisible. You only want to show this once the player
has lost.
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Now add a variable called “game over” inside of the Event Sheet. This variable
will be used to tell Construct 2 if the game has ended.

It's condition time again!
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Create a new event and check to see if lives is < =

sets game over to 1.

0. Then create an action that
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GREAT!

If you were to run this right now, nothing special would happen. When game
over = 1, you have to turn off certain things. For instance the spawner should
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not spawn any more bubbles, and the score and lives should disappear. Not to
mention you have to unhide your “game over” text.

Add a new condition to check and see if game over = O inside of the spawner
event. If the player has O lives, it will not spawn any more bubbles.
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To save time, copy and paste that same condition on the “bubble outside of lay-
out” event. If a stray bubble escapes when lives = O, it won't keep subtracting
from the lives variable.
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Copy that same condition and add it to the “on touch event.” You don’t want the
player to still be able to play while she has O lives, do you2 How else are you
going to get her to keep feeding you quarters?
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You're almost done.

In the same event, hide the lives and score text with a condition that checks to
see if game over = 1. Use the search tool to search for the action “visible” if you
get stuck. Set both to invisible. Now set the game over text to visible.
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Lastly add an event that restarts the game two seconds after the game over
screen is shown.
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In order to allow the game to restart from scratch, simply reset all global vari-
ables, and the game will be complete! Run the layout and see how far you can

get.
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Now that your game is finished, you can add some extra details to the game
such as sound.

game sound files. You can generate sounds on the right and save the one you
like as a .wav.

Bring your game to life with sounds

| chose the power-up sound and exported it to my computer as a .wav file. Con-
struct 2 will only import .wav and .mp3 files.

Import your sound in Construct 2 by right clicking on “sound” and importing the
wav file.
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Now that the sound has been imported, right click anywhere inside the project
and add a sound object. Construct 2 will not be able to find the audio file if it
doesn’t have the sound object added to the project.
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Finally, add an action that plays the sound when the player clicks on the bubble.
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Since you only have one sound, it will pre-populate the sound file you just im-
ported. The tag section is where you can give your audio file a reference name
just in case you want to deactivate it or mute it. This is usually used to toggle
music on and off. Click on “run layout” and you now have a fully functional
game with sound!
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Changing the Game Metrics

You can mess around with the speed at which the bubbles ascend to make a
more challenging game. For instance, try changing the bubble speed to 600-
700. You can also decrease the rate at which the spawners create bubbles on
screen. So instead of the spawners creating bubbles every 1 second, you can
change it to every 0.5 seconds. This makes the game insanely harder to beat.
Have fun!

Congratulations!

You've now completed your first Construct 2 tutorial. It wasn’t so hard, was it2 In
the next tutorial, you'll kick it up a notch and create a game that's slightly more
involved.

Before you do, though, it's a good idea to get in there and tweak your game a
little bit. Save your project and then save it as a different name, like “Bubbles 1.”

Once you've done this, go back through and play with the variables, the angles,
the speeds and even add some more sounds, like background music. Don’t be
afraid to try something new. Even if you make a mistake, you can always reload
the original project file and try again.

There's no substitute for this kind of learning — actually getting in there and

playing with the settings. If you feel you're ready, move on to your next game
project!
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CHAPTER 3

| Spy

Now that you've successfully completed the Bubble Pop Madness tutorial, you're
ready to move on to something a little more advanced. You're going to build on
what you've learned so far and expand just a little by creating a hidden object
game.

The goal of | Spy is to locate the hidden object that the game tells you to find. If
the player finds the object, he gets a point. If he doesn't spy the object within 10
seconds, the game goes to the next object and the player is not rewarded any
points. The faster the player finds the object the higher the score.

Sounds pretty straightforward, right?

For this project you'll be using interesting images of creatures, animals and
other obijects for the player to find. So that you don’t have to create the images
yourself, we've provided all the game assets that you'll need for this project. Just

C f localhost:50000 " @ = =

Find The Panda
Timer:10
Score:40
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Start a new project

As you now know from the previous chapter, you have to start a new project in
order to build a new game. So just like before, click the gear icon, and “New”
and then “New empty project.”

Sstore @ree @apoue Gowernence: g

"M-m rather than smosth

D Mew empty SO lindscape 4.3 project

D Wew empty SO portrak &3 project

D Mhew empty SO landscape 163 project

D Mew empty SO portrait 169 project

=N
e
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Before you start adding images to your game, set the layout size to 1366, 768.
Click “view” next to “project properties” and do the same for the window size.
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Add a sprite object and import the image with all of the animals and objects.
Name the image anything but “sprite.” For this tutorial, name it “background
image.”
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Since the goal of the game is to click on the correct object, you need to create
at least 10 different sprites that will be invisible in the game. Create 10 different
sprites with names that match what you see in the images below. Also make sure
they are invisible when the game is played.
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Place each sprite on the corresponding name. For example, if your sprite is

named “elephant,”

place that sprite on top of the elephant on the background

picture. Resize the sprites as best you can. Here's how mine looks:
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Now add a text object, call it “Finder” and set the text size to bold, 24 px.
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If the text suddenly disappears affer you change the size, grab the handles on
the text object and drag it outward until it’s visible.
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Right click anywhere on the screen and insert a new a touch object so you can
detect when the player has clicked on a sprite.
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Click on the Event Sheet and create a global variable called “CharacterNum-
ber.”
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For the action, you are going to set your text to “Find the Elephant.”
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Currently this does nothing. But once you add your touch event, you'll add 1 to
CharacterNumber and have the text display the next object you want the player
to find.
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Find The Elaphant

Adding your first touch event

TR =

Once you are able to locate one object, you can simply duplicate the event until
you have ten. Create a touch event for the elephant sprite.
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Create an action that adds 1 to CharacterNumber.
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You also have to make sure that CharacterNumber =0 or the player will be able
to click on the elephant anytime he wants instead of when you want him to. You
don’t want people to be able to click on your elephant anytime they want!

) Be-~-Q%-:
Home | View  Events i

1 Yot | wnundo- | T Detete 3¢ Active configurations: AL+ @ sarra.com e o ﬁ @ ﬁ
9 Dispiaying: [HTMLS 4R Forums

({3 Copy | = Redo -

Paste Sgirma Run Debug Export Start
@ren Store | layout layout project | Page
Clipboard Undo Selection Configurations Online Preview Go
Properties 8 E | Layout1 | Eventsheet1 EI v  Projeds (W]
=3 idenObi
= il & Global number CharacterNumber = 0 - E;‘T teamel
I Layout properties - . 4 iy Layoute
i Py &FSystem  CharacterNumber = 0 [T Fidner Set text to “Find The Elophant’ & Layout 1
Event sheet Event sheet 1 + E"" sheets
Adivelayer  Layer0 w{)Touch  Ontouched ESystem | Add 7 to CharacterNumber I Evenid stieat1
Unbounded sc... No Hephant 4 [ Object types
2 Layout Size 1366, 768 [+ CharacterNumber = 0 % E::ﬁn!w"d i
Width 1366 A < >
Height 768 € Projects | Layers
= Mn:;::m gsoo Objects 7 'ﬂ
Height 500 4 : L
I Effects bee L
Add / edit Effects
Project Properties  View Bunny
More information  Help Elephant
T
1T iFidner
i
Gear v

Believe it or not, the hard part is over. To show that this works, copy and paste
both events and change the CharacterNumber to 1 and the object touched to
the pig. The events below are separated with a comment below so you can see
the difference.
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The above image is what you should currently have. You can duplicate these
events eight more times, but wait — there are some more things you have to add
to make the game complete. Once everything is added you can duplicate the
rest of the events. It's time to add your score and a countdown timer.
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Adding a countdown timer

Now you can expand the game’s parameters by setting up a time constraint.
This limits the player’s available time to find the hidden object and makes the
game a bit more challenging.

Since you are already inside the Event Sheet, add a new global variable called
“Timer.” Set its initial state to “start from 10" since it will be counting down.
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Create a new text object and name it “Timertxt.” Place it right under the “Finder”
text and set its size to bold, 24 px.
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Now that you have a timer text, set it to display: “Timer:”&Timer. Remember that
anything inside the parentheses is treated as a string. The “&” tells Construct 2
that another parameter is coming. Lastly, leaving the timer outside of the paren-
theses tells Construct 2 that you want to display a variable. Setting text every tick
updates the screen to display data in real time.
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For the actual timer, create an “every (x) seconds” event and decrease the timer
variable by 1 every 1 second.
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Currently your timer keeps going after it reaches zero. This is a problem. In
order to make this work you need a condition to trigger once the timer has hit
zero. Create an event that adds 1 to CharacterNumber and sets the timer back
to 10.
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This is how you’ll move on to the next object the player has to find.
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It works! Try it out. Did you notice that when you clicked on the elephant the
timer did not reset? You need to fix that. Copy and paste the “Set Timer to 10"
event and place it wherever you have a touch event.
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You are nearly finished with the basic setup of your game.

cosmetics — making it cooler.
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Create a new text object called “Scoretxt” and create a corresponding global
variable called “Score.” In the “every tick” event create a new action and set
the Scoretxt to: “Score:"&Score.
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Create a new system action and “Add 10 to Score” on both touch events.
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Find The Pig
Timer:5
Score:10

Finally, add a music sound when the player clicks on the correct animal. To
make your game look more interesting, add a green checkmark sign that lets the
player know he clicked on the correct object.

Insert an audio object to your game and import both audio files: Miss.wav and
Found.wav.
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Nice! You killed two birds with one stone. Head over to the Event Sheet and play
the “Found” sound when the player has touched both objects.

3¢ Active configurstions: Al + @ scirra.com e ° ﬁ D ﬁ
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Import the checkmark sprite and give it a fade behavior. If you forgot how to
add behaviors to sprites, check out Chapter 2 and the Bubble Pop game tutorial.
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Go to the Event Sheet and add an action that spawns the checkmark sprite from
the object. So for instance if the player clicks on the yellow elephant sprite, a
green checkmark will spawn there.

R
= layout praperties.
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Locate the timer event and create a new action that plays the Miss.wav sound.
A cool trick is to use the search box at the top of Construct 2 to find important
code that is lost in the sea of events.
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Click the “Clear Search” button to get back to the rest of the events. Make sure
you do this so you won't get confused trying to find missing events. They are
still there.

Home  View | Events )
S Addevent 3 Add sub.event [ Addindude | [ Togole bookmark | () Toggle breakpoint || JD Search [T (] show "Add action’ links
& Add condition s Add group 9 Add comment | @ Previous bookmark | CX Clear all breakpaints | [ Clear segffh|
cpacdacion () Addvariable () Disable & Mext bookmark *
Events Display
Properties 3 B Layout1 | Eventsheet1 B Clear scarch (£SO ~ | [Prorec =]
= - - - :r:::lr search, restoring all events [ b vidgenObjectGame A
Lhsystem | Everytick
& Layout properties « I Layouts
iy preese Set text to “Scove &Score 0 Layout 1
Eventsheet  Event sheet 1 7 « E_VE'E" "“‘:l‘ :
Active layer Layer0 LiSystem | Every 1.0 seconds £iSystem | Subtract 7 from Timer E verd sheet
Unbounded sc.. No = Otjact bpe
= — o) Audio v
= “V:_::‘ 1;? L Lisysem | Tmers0 Listem | SetTimerto 10 o 5
" I F
3 Margins 500, 500 d)Audic  Play Miss not looping st volume 0 dB ( St g
tag ™)
w.fm 500 9 AT ot o
Height 500 5 =
= Effects i
fidd/ edit Effects Bunny
Project Properties  View
More information  Help o(hzdmmle
Elephant
Tt =
Tilemap LN ]
R 20| (x|

Now it's time to start duplicating events since you have everything set up. Du-
plicate the events eight more times until every object has a corresponding touch
event and CharacterNumber event.

When copying and pasting make sure you change the proper settings or it

will not work the way you expect. This means that each duplicated object, or
instance, must have its own unique name.
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The highlighted events and actions are the things you need to change. You can
leave everything else the way it is.
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Now you have a fully functional hidden object game! Play it a few times and
make sure everything works the way it should. You'll now add the final touches
to it: a game start screen and a game end screen that displays the player’s score.

Create a new layout called “Menu” with an Event Sheet. Rename your “Layout
1" and “Event sheet 1” both to “Game.”

@

Home  View | Events <0

o) Add event Sk Add sub-event EE] Add indude ( Toggle bookmark || () Toggle breakpoint 8D Search ||| & snow ada action inks

& Add condition g Add group G- Add comment || @ Previous bookmark || Ck Clear all breakpoints || & Ciear search

cpacdadion () Addvariable  (Z) Disable | & Mext bookmark

Events. | | Search Display

Properties 2 H  tayout1 E| Eventsheet1 | v 8

- s
= Layout properties

Name Layout 1

Event sheet Event sheet 1
Active layer Layer 0
Unbounded sc.. No

& Layout Size 1368, 768

Rename

i Delete

4@ Help on layouts

Width 1366
Height 768 G Projects | Layers
2 Marging 500, 500 Objects a3
Width 500 Al 'Leyout 1 objects [+
Height 500 - R
= Effects
Add / edit Effects

Project Properties  View
More information ~ Help

Tilemap a g
B 20| x|

77



Just like the game layout, set the layout size and window size to 1366,
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Create a sprite and call it “Playbtn.” After that, create a text object and call it
“PLAY.” Put it right on top of the sprite.
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Drag the background image onto the screen and add some directions for the
player.
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Go to the Event Sheet and add an event that takes the player to the Game screen
when he presses the blue PLAY sprite.
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Finally, add a game over screen that shows the player’s current score. Create a
new layout like before and call it “game over.” Set the layout and window size
to 1366, 768.
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Create a new text object called “YouWintxt.” Set the text size to bold, 49 px.
Center it toward the middle of the screen.
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Go to the “game over” Event Sheet and create an “every tick” event that sets
the text to: “Congratulations! You Completed The Game. Your High Score Is:"&-
Score.
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Last but not least, add a condition inside of the “game event” sheet that sends
the player to the game over screen when CharacterNumber = 10. Because
remember, you have 10 characters from 0-9, and if the player has clicked them
all, the CharacterNumber will be 10, 9 being the very last object.
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@ HiddenObjectGame (Co

localhost

Congradulations! You
Completed The Game.
Your High Score Is:100

You are just about finished! You need a way for the player to get back to the
menu. Copy and paste the button you created for the menu, and create an event
that sends the player back to the beginning of the game. The game will continue
to loop if you don't reset the variables. Create an action that resets the global
variables.
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Events Bookmarks Ereakpoints Search Display
Properties 8 B came | Game | Menu | Menu | GameOver | GameOver [ ~  Projects L=}
e o = i Game ~
- _ System | Everytick T]YouWintet | Settext to ‘Congradulations! You & Menu

Layout propertics Completed The Gome. Yeur High Score It B GomeOw

Name GameOver “&Score | GameCver

Event sheet GameOver 4 I Event sheets

Active layer Layer0 = z

= ¢ Touch On touched Lhsystem | Go'to Game:

Unbounded sc.. No Playbtn

3| Layout Size 1366, 768 $hSystem | Reset global variables to default ~ v
28 7 2\ < >
Width 1366 )
Height %8 @ Projects | Layers

¥ Margins 500, 500 Objects a@
= [Effects 1)

Add / edit Effects
Project Propesties  View Playbtn
Mere information  Help ™l

i T iPlaya

J & FicdenObjectGame (Con- x \§ E= - o IEN
C 7 localhost Q> =

Congradulations! You
Completed The Game.
Your High Score 1s:100

PLAY
. 000000 ]

Congratulations, you just finished

your second gamel!

That probably seemed a litle easier than Bubble Pop Madness, didn't ite The
truth is, neither of these games was very complex, although | Spy certainly had

a little more to do. However, because you've already gone through some of this,
it probably seemed easier this time around, didn't it

That's how it works — game building is like putting up a building. You start with
the foundation and then add more stories until you're done. As you create more
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games, you'll find it easier, and it'll also be easier to add more complexity as
your range of skills increases.

As in your first game, we encourage you fo play around with this one. Change
the text, the timers and so on to see how your changes take shape.

When you're ready, move on to Chapter 4!
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CHAPTER 4

Jumble Art

Now that you have a couple of games under your belt, it's time to move on to
something a bit more complex. In this tutorial, you're going to create a jumble
art game. It's a step up from bubbles and | Spy — but you can do it!

A jumble art game is a puzzle game in which your player has to put the pieces
together as quickly as possible. When all the pieces are in place, he wins.

This tutorial is going to help you understand how to use animation frames as
well as instance variables in a productive and efficient way. By the end of this
chapter, you'll start to see how to get the most functionality possible while using
as few events as possible.

The more efficient you are at building your games, the better they’ll operate.

Before you begin, you can download the assets for this project here:

¥

Can you un-
jumble the
Mona Lisa
before time

runs out?

Level 1 Drag the images to the correct position in the left grid to solve the puzzle.
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Get started!

To build any game, you'll need to start a new project. If you recall in the first
tutorial, a project is your game space. Start a new project by clicking on the
gear icon in the top left of the screen. When a dropdown appears, select New.
In “Layout properties” set the layout size to 1366, 768. Make sure the window
size is the same size.

E Glose prajeat

Select o temglate 10 start mith o a0 exangie 1o e

X cut

[y Copy || ~wRedo ~
Paste

3 Active configurations: A~ @ samacom e
3¢ Displaying: |HTMLS v

Eu A 4B Newproject A
£ Layout properties. « I Ly
Name Layout 1 ) Layout 1
Event sheet Eventsheet 1 a .HE‘”E'“ i
Active layer Layer0 5 Object types
Unbounded scro.. No 48
B Fomilies o
@ Cyoutsae ] 13667 < >
¢ | |
@ Margins 500, 500 R -
a mmjemI:
Add / edit Effects
Project Properties  View Al Layout 1" objects (+]
Moreinformation  Help




Setting up The Start Screen

Now that you've started a new project, rename the layout and Event Sheet
“Start Screen.”

T Home | view | Events : 0
[ status ar LayerBar [ Bookmarks Bar | (& Zoomiin [l smaptognid | Grid wiath 32 ( [ Shaw coltision potys
[¥] Properties Bar [] Z Order Bar [] Tilemap Bar azm.m [ showarid | Grid height 32 [C] Transtucent inactive tayers
[¥] Project Bar V] Object Bar [ Configurations Bar 512"" 1o 100%
J Bars Zoom ~ Grdoptions Grid size. ﬁ'lT-il | Display ]
Properties 8 E  Start Screen Emmnlm|mu\mns|mmm|mmn|m:v|mnz ¥ Projeds a g
EE ~ [ Jumble Art” ~
1 Layout properties + [ Layouts
Name Start Screen Sanscree
Eventsheet  Start Screen d Mok
5 Start
Active layer Layer 0 B Obiect

Unbounded s... No

] Llymxilm 1366, 768
SRV son son

| €] Projects | Layers

Right click inside the white canvas and import the Background image. Place it
right in the middle of the screen and change its name from “sprite” to “Back-
ground.”

Humrr View | ?nm 2 s 0
[ status Bar (¥ tayerBar  [] Bookmarks Bar @ zoomin [ snsp to grid Guumum\éit' ( [ Show collsion polys
[¥] Propesties Bar [] Z Order Bar [¥] Tilemap Bar @ 2oom out [Jshowgrid | Gria height|32. (] Translucent inactive layers
[ Project Bar [ Object Bar [_] Configurations Bar | @ zoomto 100%
Bars | Zoom | Gridoptions | Gridsize Display |
Properties 2 B start saeen !ms:r«n[mm:[wuimsims.mn[wu-s«emlmulm v Pojeds 3 H|
=il ~
) Layout propertics
Name Start Screen
Event sheet Start Screen
Active layer  Layer 0
Unbounded .. No
@ Layout Size 1366, 768
# Margins 500, 500
= Effects
Add/edt  Effects % heaog
Project Properties  View Clone object type
More information  Help B Delete
ZOrder
Align
Wrap selection
3 B oﬁ 5 Construct 2 - = - ol
Home | View  Events s
[ status Bar (] LayerBar  []
[#] Propenties Bar [_] Z Order Bar [¥] Til
[ ProjectBar  [v] ObjectBar [ ] €4 Double-dick a piugin to create a new object type from: yoli
I Bars | -
— 3 Form controls jed
Properties (-] ikt 8
-
30 O @ 8 = 4 e
& Layout properties Button  Fik chooser 16t rogesbsy  Sdeber  Textbax ) 5an
Name Start Screen 4 .Wﬂmmm
d rt
Eventsheet  StartScreen Genersl B Object types |
Active layer  Layer0 i s T B Families &
Unbowdedi| No i fg 2 0 @ < >
bl KO | 1390 TN 9patch oL Funcion  Partdes Shadow Ucht © Projects | Layers
& Margins 500, 500 —_—
= Effects a2
Add / edit Effects 5 IMI Srart Screen’ objects @)
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22 Be-~ Q%%
-«

Home View
[ status Bar
[ Properties Bar
[¥] Project Bar

(¥ Layer Bar

Project Properties  View
More information  Help

Events

Z Order Bar V] Tilemap Bar
[ ObjectBar [] Contigurations Bar

Bars
Properties a3
=2l
= Layout properties

Name Start Screen
Event sheet Start Screen
Activelayer  Layer 0
Unbounded s.. No
@ LayoutSize 1386, 768
T Marging 500, 500
= Effects
Add / edit Effects

Construct 2
:0
(] Bookmarks Bar @ zoemin ] snapto grid ( [ show comlision polys
@ zoom out [] show grid [[] Translucent inactive layers
Style
& zoom to 100% v
Zoom Grid options Grid size Theme Display

Start Screen [£] | Start Swreen | Puzzie3 | Puzzied | PuzzieS | Start Saeen | Win Screen | Puzzlel | Puzzie2 ¥ Projects LN =}
A || 4 I Layouts A

|8 Start Screen
4 [ Event sheets
tart Screen
a [ Object types
BN Background bt
< >

€ Projects | Layers

Objects Lh > |
Elle:cigound
Tilemap L=

S O P (2]

Right click outside the background area and insert a text object. The text should
read “Art Jumble” in big letters. Set the color to white and the text size to bold,

100 px.

Be-~-Qx%: Construct 2 apx - - g
Home | View | Events =i ]
[+ Status Bar i layerBar [ | Bookmarks Bar @ zoomin [] snap to grid width|32 g Show collision polys
[+ Properties Bar [_] Z Order Bar [¥] Tilemap Bar @ zoom out [] snow grid d height|32 Translucent inactive layers
[Vl Project Bar  [¥] Object Bar [ ] Configurations Bar @ zoomto 100% Syle
Bars Zoom Grid options Grid size Theme Display
Properties 3 B StartScreen [ Start Screen | Pured | Puzzied | PuzzieS | Start Screen | Win Screen | Puzziel | Puzzie2 = Projeds L |
=8 A [ Jumble Art* ~
T Sze 1060, 305 “ + [ Layouts
Instance variables B Scort Screen
Add / edit Instance varia... - ﬁﬁthuhe&
) Start Screen
= Behavi 2
; e 4 [ Object types v
Add / edit Behaviors < >
S Effects € Projeats | Layers
Blendmode  Normal
Add / edit Effects Objects L |
= Container (+]
No container  Create
e - Font Bl ¢ocground
opasifes reooa
Tet At Jumble i Fort syle — T iten
Indtial visibility  Visible Bold 100 B
Font Arisl(100) =y =11 3
I o
orizontal ali. Bold ltalic n W n
Ventical align... Top Black 2 ilemap a
1] | € ole
Hotspot Top-left Black oblig | 16~ Lk 20@®| |+
Wrapping Word
Line height 0 Sample
More information Help n a
v
Script:
ot Weatem v
Choose the font to display. This v
applies to all instances of this type. 5
Approx. use 4 om

In the black box area, create instructions for the player. Insert a text object that

reads “Learn cool art trivia while solving puzzles before your time runs out
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Make the text white and the size 24 px, then set the horizontal alignment to
centered.

Be-r~-Q%- Construct 2 . - olEH

Home | View | Events =
(] status Bar ] LayerBar [ ] Bookmarks Bar @ zoomin [l snaptogrid | Grid wiath 32 f ] Shaw collision polys
(] Properties Bar Z Order Bar [] Tilemap Bar Q zeom out [] show gria Grid height 32 | Transiucent inactive layers
[¥] Project Bar [V Object Bar [] Contigurations Bar @ zoomto 100% She,
Bars Zoom Grid options Grid size Theme Display
Properties 2 E  startScreen [ Stort Screen | Puzzied | Puzzies | PuzzieS | Start Screen | Win Screen | Puzziel | Puzzie2 ¥ Projeds N =}
2l ~ [ Stert Screen N
1 Sae 536,109 A 4 [ Event sheets
Instance variables [ES] Start Screen
Add / edit Instance varia., « I Objecttypes
5 Behaviors BN Background
(T} Text v
Add [ edit Behaviors ¢ =
Effects

) Projects | Layers

Blendmode  Normal Art J u m ble
Add / edit Effects Objects L]

= Container [+]
Now"lf‘w i T— Bl e2cxground
Propertics vi
Text Learn cool art... 4 3 before time runs out | i
Initial visibility  Visible y | - k' \’
Font Adial{24) s
Coler 255, 25,
Horizontal ali.. Center
Vertical align... Top ' Tilemap L=}
Hotspot Top-left 20 (v | o -
Wrapping Word

Line height 0

More information  Help

To finish the Start Screen, you need a button for the player to press to send him to
the game board. Before you add the start button, you need a layout first. Create
a new layout and Event Sheet called “puzzle.”

Be -~ Q% Construct 2 - - o IEN

- Home | View | Events =
(] status Bar ] Layer Bar Bookmarks Bar @& zoomin Snaptogrid | Grid width 32 « | Show collision polys
[¥] Properties Bar [] Z Order Bar [¥] Tilemap Bar Q Zoom out [] Show grid Grid height 32 [ Transiucent inactive layers
[ projectéar (] ObjectBar [] Configurations Bar | @) z00m to 100% T
Bars Zoom Grid options Grid size Theme Display
Properties 8 B swantsceen [E] Puzlel | Puzle3 | Puzled | PuzzleS | Start Screen | Win Screen | Puzzlel | Puzzle2 | Layout 1 ¥ [Projects L=
3l A || « [ Layouts ; ~

= lLayout properties
Name Start Screen
Event sheet Start Screen
Active layer  Layer 0

Unbounded s... No

@ Layout Size 1365, 768 @ Projects | Layers

4 Margins 500, 500
= Effects Objects ag
Add / edit Effects L

Project Properties  View
Lear ar trivia
puzzles before time

More information  Help

Bl 5ackground
1

Active layer:

Read: Approx. download: 2.4 mb memony
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On your Start Screen, import the start button sprite, place it in the middle of the
black area and call it “Startbtn.”

R = R > s 3 Construct 2 - - o EN
= 4 -
Home View Events -
[ Status Bar (& LayerBar [ ] Bookmarks Bar @ zoomin [l Snaptogrid | Grid width 32 [] Show colision polys
[ Properties Bar [] Z Order Bar [ THemap Bor @ zoom out [ showgnia | Grid neignt32 O] Transtucent inactive loyers
[ Project8ar [ Otject Bar (] Contigunstions B3t | @) 700m to 100% Sye
Bars Zoom Grid options Grid size Theme Display
Properties 2 B statScreen [EJ| Puzzlel | Puzled | Puzzled | Puzzles | Start Screen | Win Screen | Puzziel | Puzle2 | Lsyout1| ¥ Projects |
=3 a | a [ Layouts ~
= Object type properties " (W) Start Screen
Name Startbtn I Puzile!
Plugin orite 4 [ Event sheets
- s Puzzlel
Start Screen v
Global Ne ‘ 5
S Cox e —— |
= . Projedts | Layers
Layer Layer 0
Angle 0 Objects a@
Opacity 100 w
+ Position 1054, 465 , "
. — Background
4 Sze 216485, 80.815 - ! c o
Instance variables Startbtn
Add / edit Instance vana.
Behaviors
Add/ edit Behaviors
Fffects x
Blendmode  Narmal a8
Add/ edit Effects e
= Container
No container  Create
= Properties
Animations Edat
Size Make 1:1
Taiial St 1a Y
v
< >
Approx. download: 2.4 mb ory use: mb Events: Act o M 871
Right click anywhere on the blue area and insert a touch object.
Be-~ Qf%- Construct 2 - - - g m
o o
Home | View | Events =
[+ status Bar | LayerBar || Bookmarks Bar @ zoom in | Smaptogrid | G \dth |32 « Show collision polys
(] Properties Bar [ ] Z Order Bar [] Tilemap Bar @ zoom out ] Snow grig Grid 1 32 Translucent inactive layers
[ ProjectBar [ Ovjectar [ Contiguntions Bar | @) 700m to 100% S
Bars Zoom Grid options Grid size Theme Display
Properties 2 B | statScreen | Start Screen | Puzziel | Puzzie3 | Puzzied | Puzzies | Start Screen | Win Screen | Puzzier ¥ Projects = 0
$1 ~ | a b Layouts "
Layout properties i) Stort Screen
Name Start Screen Insert new object [ Puzzlel
Event sheet Start Screen Edit image ol Eve:\ z:m
Active layer  Layes 0 S:‘ ;
Clone object type Bt Screen X
Unbounded s.. No <
s iz 5, 76
o S i 4] Projedts | Layers
¥ Margins 500, 500 ZOrger
Effects Align Objects g
Add/edit  Effects e (+]
Project Properties  View -Bmgmwd -
More information  Help Edit event sheet
Startbtn
iTet
H
T iTed2 v
Tilemap @
kb #0@ #
v
< >
Approx. download: 2.4 mb memory use ent Actie layer fouse: (6104, 1504,

90



‘”-‘Er-fuvoﬁ= Construct
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[ status Bar ] LayerBar [ 8
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[l ProjecBar  [¥] Object Bar [ €4 Double-<ick a phigin to create a new chiect type from:

Properties
“E i « b Layouts ~
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e pranariias @ Start Screen
) Puzzlel

Neme Start Screen Sprite font

Eventsheet  Start Screen

Active layer Layer 0 Input

Unbounded s... No “
Gamepad
Media

@ LayoutSaze 1366, 768

@ Margins 500, 500

= Effects

Add / edit Effects

Project Properties  View ‘
)

More information  Help

€l Projects | Layers
|Objects. i

] | WA Start Screen’ objects

a
(+]
- Background ’:

v Startbtn

G A © e
dmbAls #d W obCenter all B A-EdR<IKE
Platform specific
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B Ay Wt Srves geeada
Name when inserted: | Touch
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belo on Toudh'
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0,-1430,0) | Zoom: 100%

Now that your touch object is loaded, go to the Start Screen’s Event Sheet and
create an event that sends the player to the “Puzzle1” layout.

m

(¥ status Bar [ LayerBar [ ] Bookmarks Bar | @ zoomin | [ snaptogrid | Grid width|32 ‘ | Shaw collision polys
[¥] Properties Bar [_] Z Order Bar [¥] Tilemap Bar @ zoom out [] show grid Grid height 32 | | Transiucent inactive layers
(¥ ProjectBar [ Object Bar ] Contigurations Bar | @) 7o0m to 100% | S,
Bars | Zoom | Grdoptions  Gridsize  Theme  Disply
Properties 3 B statScreen 3| Start Screen | Puzziel | Puzzle3 | Puzzled | Puzzles | Start Screen | Win Screen | Puzzlel | < Proj 2@
= a
=i 4 [ Layouts ~
% {)Touch  Ontouched System | Go to Puzzlel
5 Layout properties ? Startbtn ‘ ;
Name Start Screen

Eventsheet  StartScreen £
g Stack Gemen

Activelayer  LayesO
Unbeunded s.. No < B>
@ LoyoutSize 1366, 768 ] Projects | Layers |
& Margins 500, 500 TTEEE——
Objects LN
o Effects
Add / edit Effects. All'Stort Screen’ objects | (@)
Project Properties  View Bl e2ckground &

More information  Help

-
B #0&| |

Ready Approx. download: 2.4 mb memory use: 17.7 mb Events: 1 | Active tayer: Layer 0 Mouse: (1388.8, -72.3,0) | Zoom: 100%
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Creating the Puzzle Game Mechanics

Click on the Puzzle1 layout and change the layout and window size to 1366,

768.

oo B - - Qs Construct 2 beta 5 Puzziet = ﬂ“}
e’ a
Home | View | Events s 0
(¥ satusBar  [V] LayerBar  [] Bookmarks Bar @ zoom in [] snapto grid | Grid width 32 ( [] show coliision polys
[¥] Properties Bar [] Z Order Bar (¥] Tilemap Bar @ zoom out [ show gria Grid height 32 [] Transtucent inactrve layers
[¥] Project Bar  [V] Object Bar [ ] Configurations Bar (@ zoom to 100% Stglc
Barz Zoom Grid options Grid size Theme Display
Properties O B Puzlet [Fl Start Screen | Start Screen | Puzziel | Puzzie3 | Puzzied | Puzzies | Start Sceen | Win Screen Projects g
] 2 [ Layouts ~
Layout properties [ Start Screen
Mame Puzzlel i) Puzztel
Eventsheet  Puzdel “ F:": ”":T“
5] Puzdle
Active layer ES) Shart Sermon !
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I Layout Size € Projects | Layers
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= Effects Objects L]
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Project Properties  View
More information  Help
Tilemap =@
# 0S| (x|
v
Drag the background image to the center of the screen.
oo B - QX% Construct 2 = - Puztel - 8
- -
Home | View  Events =i
X cut | wnundo~| [fj Delete 3 Active configurations: ANl ~ @ scirra.com e ° ﬁ D ﬁ
LJ_‘? e ~x Redo ~ ¢ Displaying: HTMLS o Forums
Paste Soma | Run Debug Export | Start
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Clipboard Undo Selection Configurations Oniine Preview Go
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Eventsheet  Puzzlel « Iy E\=r;t shleel'ts
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¥ Layout Size 1385, 768 € Projects | Layers
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Effects OERE
Add / edit Effects A4
Project Properties  Yiew Bl esckground
More information  Help
Tilemap L |
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Import the black background sprite and move it to the far left. Change its size
to 206, 768.

Home.
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¥R Forums
@ 4w

Online

Configurations

Start Screen | Start Screen | Puzziet [

Start
Page
Go

26 mb memory use: nb Events: 1
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Import the “PuzzlePiece” sprite and place it at the top left of the background.
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Insert a text object and have it read: “Can you un-jumble Mona Lisa before the

time runs oute”

Projects =8
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Now insert the full Mona Lisa painting and put it in the upper right corner.
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Paste & Scirma Run Debug Export Start
e e @nerp Store || layout layout project | Fage
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Create another text object and call it “timertxt.” Put this at the bottom left and
make it white, size 72 px. You'll return to this later.

A Beca- Q%= Comstruct 2 beta release 1201 - JumbleTutorial.capx - Puzziet - o IEN
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Import the “EmptyBox” sprite and change its size to 144, 117.
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Copy and paste the empty box eight more times to make nine empty boxes total.
Don't worry about how they are positioned... you will change that next.
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These boxes are really messy. To snap to the grid to position them perfectly, click
on the “view” tab up top and turn on “snap to grid” and “show grid.”
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Align all of the empty boxes. Once everything is aligned, uncheck the snaps in
the “view” tab.
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Import the “monal” sprite

and change its size

MonaPieces. You will be importing all the pieces in one sprite.

to 130, 102. Call the sprite
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Double click on the “MonaPieces” sprite and import the rest of the frames
by right clicking inside the Animation frame window and clicking on “Import
frames” then “From files...”.
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@ Be-~-Q%- Construct 2 beta redease r201 - JumbleTutorial.capx - Puzzel
Home | View | Events s 0
[ status Bar [ LayerBar [ Bookmarks Bar @ zoomin [ snapto orid || Grid width 32 [ Show collision polys
A feranctine Bar (1.3 Accioe Boe R Tt o o ~- - Cla— o il B [ Transhucent inactive layers
Edit image: MonaPieces (Default, frame 0)
FEGELO XDOD #++92¢ B, QAQQ @ Display
x(o & o & v | Layers 28
Al+Earirs
o 3 Layer0 0
Animations B
(X Defauit
rojedts | Layers
al e
(+]
S
5
v
i
+e -

[ Mouse: 422, 246 184153 PNG-32

Set the animation frame speed to zero by clicking on the default button. You
don't want these to play when the game starts.

Home | View | Events 0
(] Status Bar LayerBar [ ] Bookmarks Bar @ zoom in ] snaptogrid | Grid width 32 [[] show collision polys
[¥] Properties Bar [] Z Order Bar [¥] Tilemap Bar @ zoom out [Jshowgrid | Gnd heignt 32 [[] Transhucent inactive layers
¥ Project Bar (] Object Bar (] Configurations Bar | @) z00m to 100% it
Zoom Grid options Grid size. Theme Display
| Properties ll B stat Saeen | Start Screen | Puzziet [| Puzzien - Layers £l =]
=1 5 =arsrie+s

+ 5%
= Animation ' Dehuh T30 | aver0 0
. .  Layer
Speed Al ns
Loop m
Repeat count

Repest to n Edit image: MonaPieces (Default, frame C
Ping-pong Mo = el |
Mo kaimmetiors | Eidg IBIBQ.&O shn +#$+2¢ g/, QA6 il
al] xo 1 r[o & g *a
o
& -
4
4
7
v
o L~ |
(] | oie 4
Vd
o

1
|
Lo

Speed
The animation speed, in animation
frames per second. This cannot be

Copy your MonaPieces sprite eight more times just like you did for the empty
boxes sprite. You don’t have to worry about aligning these properly.
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Currently all of the images are on animation zero, which is why they all look the
same. Each piece of the Mona Lisa has it's own frame — a way to defermine
what part of the whole image appears.

Each one of these images can look completely different by changing the anima-
tion frame. Click on the second MonaPieces sprite and change its frame to 1.

<2 Be -~ Q%= - Puzziet
Home | View | Events 0
[ status Bar [¥] LayerBar [ Bookmarks Bar @ zoomin ] Snapto grid | Grid widtn 32 ] show collision polys
[+ Propesties Bar [_] Z Order Bar [¥] Tilemap Bar @ zoom out 1 show grid Grid height 32 [ Transiucent inactive layers
[¥] Fraject Bar  [¥] Object Bar [ ] Configurations Bar @ zo0m to 100% Lo
Bars Zoom Grid options Grid size Theme Display
Properties 2 Bl stat Saeen | Start Screen | Puzziet El| Puzzlet ~  Layers Ll =}
=il ‘A+=lB 20 ¢ 8
Angle o ) W o Layer0 0
Opacity 100
3 Position 1021, 298
D Size 128.587, 100.6...
Instance variables
Add / edit Instance varia.. ) Projedts | Layers
= Behaviors
Add/ edit haviors s =a
Effects v
Blend mode Normal £
e s Ml e:ckground
Container I BlackBackground
No container  Create
= Properties EmptyBox
Animations - [Y— v
Sue Tilemap N =]
Initial visibility z
Initial animat.. k #D0C i
Initial frame
Collisions
More information
v
Initial frame
The initial animation f b

100



Change the third frame to animation 2, the fourth to animation 3, and so on. Do
this until every sprite has its proper animation frame.
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Don’t worry, you will jumble these images up using events a little later. You still
have a few more things to do. To make these images draggable, add a drag
behavior on the MonaPieces sprite.
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You ultimately want these pieces to snap into place using events, which requires
letting Construct 2 know which pieces go with which empty box sprites. To do
this you will use instance variables and compare them to the sprite’s animation
frame. If they match it will snap into place.

Remember, an instance is essentially a copy of an object. So instead of creating
nine individual sprites, you create one object and then copy it and all of its as-
sociated features. Each copy of an object is given a unique name, or instance
name.
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Click on the empty box

stance.”

sprite and create a new instance variable called “in-
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Give each empty box sprite an instance variable starting from zero all the way
to eight. This process is similar to how you changed the animation frames on the
MonaPieces sprite. The only difference is that you will be changing the instance
variable on each. | added numbers on the screenshot to show you how you

should be numbering each one.
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Snapping Obijects

Click on the Puzzle1 Event Sheet and create an event that checks to see if Mona-

Pieces has collided with the empty box sprite.
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You also want to compare to see if MonaPieces’s animation frame is O.

Now create a condition by right<licking on the event and choosing “add new
condition” that checks to see if the empty box that you collided with has an
instance variable parameter of zero.
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Now that the conditions are met, add an action that drops the draggable Mona-
Pieces sprite.
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¥ Properties Bar (] Z Order Bar [¥] Tilemap Bar @ z00m out showorid [ Grid height|32 Translucent inactive fayers
(V] ProjectBar  [¥] Object Bar [ ] Configurations Bar @ 2oomto 100% e
Bars . Zeom | Gria options Grid size Theme Displsy |
Properties 3 B | start Screen | Start Sereen | Puzzie | pumier B ~  Projeds 8
=8 - = = - 4 [ Jumble Art” ~
= -..Manal‘.l(ﬂs On- soliionvith EmptyBox  Add action + B Layouts
N Puzlel [ MonsPieces Animation frame = 0 Seart Screen
Event sheet Puzzel
o 4 [ Event sheets
Active layer Layer 0 Pirrrinl ot
Unboundeds.. Ne If qurrently being dragged, force the object to be dropped. §ol < >
@ Layout Size 1366, 768 —r—- — |G| Projects | Layers
Margins 500, 500 & LN = |
= Effects Appearance
Add / edit Effects B set biend mode S seteffect ensbled doii 1]
Project Properties  View fx et effect paramater W set fipped & [l e cxground >
More information  Help B set mimored B set opacity
iset visble I BlackBackground
DragDrop EmptyBox
Prectwniiel B onniicn %
| Tilemap =8
nstance - T
s 9 et booiean h D@ |
§ Setvaie P Ssubtract from
¥ Togge boolean

Lastly, create another action that positions the MonaPieces sprite directly in the
middle of the empty box sprite. To do this set the position of MonaPieces to
“EmptyBox.X" and “EmptyBox.Y".

Be-~-Q0&%- Construct 2 beta release r201 - JumbleTutorial.capx - Purel = ﬂ“l
Home | View  Events ;0
[ status Bar (V] LayerBar [ Bookmarks Bar @ zoomin 15n3p 10 6id | Grid width|32 | ( [ Show collision polys
[ Propenties Bar [ | Z Order Bar [v] Tilemap Bar @ Zoom out Show grid Grid height 32 ] Translucent inactive layers
M ProjectBar [ ObjectBar [ Configurations B | @) 700m to 100% i
Bars . Zoom | Gridoptions | Gridsize | Theme Display |
Properties B | Start Sereen | Start Swreen | Puzziel | Puzziet ~ | Projects g
=8 - - 4 O Jumble Art™ ~
= & [ MonaPieces Oncollisionwith ~ EmptyBox [l MonaPie...| Drop i, DragDrop « B Layouts
[T S I MonaPieces Animation frame = 0 Add action Start Screen
Eventsheet  Puzzlel .ll "“‘:“
Activelayer  Layer0 ‘ = n..’m!:s &
Unbounded s... No Set the object’s X and Y co-ordnates at the same tme. @— < - >
@ LayoutSize 136,762 oS = € Projects ] Layers
® Margins 500, 500 & cts a
= Effects ) Dbl a
Add/ edit Effects ’nﬂ:ﬂ:::ldb‘ﬂ — All*Puzzlel’ objects (]
= " boolear ~
i Sl 9 setvsie § Subbract from Ml 6:ckoround
More information  Help 9 Topgle bockean
I BlackBackground
Mise
EmptyBox
M pestroy [ st colisions ensbled
[ set from JsON B spawn another object
Sae & Position J R 20@| ]|
BliMove st angie: I Move forword
Bisetheight (B etposton)
[ set position to another object B Set scale
| B W set wicth
setx B sety
>
—_— >
Ready ! Approx. download: 3.8 mb memory use: 22.5 mb Events: 2 | Active layer: Layer 0 Mouse: [1392.1, 1268,0) | Zoom: 41%
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> B -~ -Q %= Construct 2 beta release r201 - JumbleTutorial.capx - Puzziet
L
Home | View | Events

Mstatus Bar  [V] LayerBar [ ] Bookmarks Bar @ zoomin Snapto g Grid width|32 ( sh

[¥] Properties Bar [] Z Order Bar [V Tilemap Bar @ zoom out Show grid Grid height|32 Translucent

7| ProjectBar  [v] ObjectBar [ ] Configurations Bar @ zoom o 100% e

Bars Zoom Grid optiens Grid size Theme Display
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More Puzzlel I MonaPieces Animation frame = 0 B MonaPie...| Set position to (EmptyBox
Event sheet Puzzlel EmptyBox Instance = 0 X, EmptyBox¥)
Activelayer  Layer0
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T LayoutSize 1366, 768 Parameters for MonaPieces: Set position
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Effects
Add / edit Effects
Project Properties  View e [gn-pn
More information  Help
¥ [
Cancel | Help on expressions Back n
R
{
;
f
Events: 2 Active Layer: Layer

Projects 28
4 [ Jumble Art ~
# [ Layouts
[ Start Screen
(@) Puzzlel
# [ Event sheets
Ducrrial
<
€ Projects | Layers
Objects a g

Bl 5= ground

l BlackBackground

EmptyBox
B et i ol
Tilemap. L =]
O®|

Test your game in the browser and watch how the first MonaPieces sprite snaps
perfectly in the middle of the first empty box.
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Before you start to copy and paste your events, add some sound effects for when
the player places the piece in the proper spot. You will add music to the game
as well.

Insert a sound object by right clicking anywhere on the blank canvas and im-
porting the success, fail, and background music audio files. Notice in the image
that you're not creating a sound sprite, but simply clicking on the sounds folder
and then adding the sound files fo it.

1 > DS JumbleArt » Assets v & Search Assets 2
Organize *  New folder =~ 0 ®

A Neme = Title Contributing artists

2
42 Dropbex 2] Failwav
Ll Recent places R

U SkyDrive

B Desktop

@ Creative Cloud File:
RealPlayer Cloud

{ OneDrive

& This PC
e Desktop.
'} Documents
8 Downloads
B Music Ll
& Pictures
RealPlayer Cloud
B Videos

v o€

File name | *Success.wav” “Background Music.wav” “Failwav”

Go back to the Puzzle1 Event Sheet and add an action that plays a success
sound. In order fo do this, you'll need to put your sound effect info its own sound
effects sprite and give it a unique name.

Hame 3| Vewd)]|E Evenis

[+ status Bar LayerBar ] Bookmarks Bar

[ Properties Bar (] Z Order Bar [] Tilemap Bar

[ Project Bar [ Object Bar [ ] Configurations Bar
3 @ [ Start Screen | Start Screen | Puzziet | Puzziet [
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] propatas « Bl MonaPieces Oncollision with ~ EmptyBox B MonaPic...| Drop |, DragDrop o Iy Liyouts 7]
Nome Puzzlel B MonaPieces Animation frame = 0 B MonaPie...| Set pesition to (EmptyBax. Start Screen

Eventsheet  Puzzlel EmptyBox Instance = 0 3 LErplBock)
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Lm0 ey o
LayoutSize 1386, 768
@ Margins 500, 500
& Effects

Add/edit  Effects
Project Properties  View B e-ciground [_

Moreinformation  Help 1
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[] Show collision polys

@ z00min [] snapto grid | Grid width|32
@ z00m out [l showgrid || Grid neight|32 [ Transtucent inactive layers

@ Zoom to 100%

4
—

All ‘Puzzlel’ objects [+]
-
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Add a new event that plays the background music when the game starts with an
“On start of layout” condition.

=i

& Layout
Name Puzzlel
[Event sheet Puzzlel

@ LayoutSize 1366, 768
& Mergins 500, 500
) Effects

Add/edt  fffects

[¥] Status Bar (V] LayerBar  [_] Bookmarks Bar
[¥] Properties Bar [ Z Order Bar [¥] Tilemap Bar
[ Project Bar (¥ Object Bar [_] Configurations Bar

1 | Start Screen | Start Screen | Puzzlel | Puzziet

| [] snap to grid
] show grid

& zoomin
QL zoom out
@ zoom to 100%

Grva widtn[32
Gnd height|32
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_ -
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hq-\givnlumnﬂdﬂ(
tag ™)

All ‘Puzzlel” objects
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(+]
A

lemap
B 20|

Copy and paste the snapping event eight times and change the animation
frames and instance variables accordingly.
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= Effects B MonaPieces Animation frame = 1 B Mona... | Set position to {
Add/edn  Effects EmptyBox Instance = 1 ExpieosX. Epleany)
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You should now have a game that snaps perfectly like the image below.

Can You
Un-Jumble
Mona Lisa
Before The
Time runs

Out?

Text

Object Jumble

Right now, your game is far too easy. You need to jumble the images each time
the player starts the game. To do this, you will make the images bounce around
really fast for half a second before the game starts.

Create a sprite called “border” and duplicate it four times to create a border
around the black area.

o B QR Construct 2 beta release 201 - JumbleTutorial.capx - Puzziel
a7
27 tome [ Vewr] Ererts : 0
[+ status Bar [7] tayerBar [} Bookmarks Bar @ zoomin (] $nap to grid d width 32 7] snow cotiision polys
(¥ Properties Bar (] Z Order Bar (¥ Tilemap Bar @ Zoom out 7] snow grid reight |32 « Translucent inactive layers
[ ProjectBar (] ObjectBar [] Configurations Bar | (@ 7o0m to 100% S
Bars. Zoom Grig options Grid size Theme Display
Properties 2 B | Start Screen | Start Screen | Puzziet [E| Puzziet v  Projects s B
-1 A | a [ Jumble Art" ~
= Object type properties ~ 4 tayslsy
Name Border [ Stant Screen
Plugin Sprite [ Puzzlel
i g 4 [ Event sheets
= Common < >
Layes Layer 0 € Projedts | Layers
Angle Objects 2@
Opacity 100
i Position o
3 Size 2 Bl 6+ <k ground =
= Instance variables
Add/edt  Insancevaria. CanYou I BlackBackground
= Behaviors Un-Jumble
; [ .
Add / edit Behaviors
= Effects [ ¥
Blendmode  Normal Tilemap (W]
Add / edit Effects 20
Container
No container  Create
= Properties
Animations  Edit
Size Make 1:1
Initial visibility Visible
Iaoial amionss | Mlafassls
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Give the border sprite a solid behavior. You have to do this because bullets can
bounce off of solids, and you want to contain these images inside the black box

while they bounce around.

o B - QR Construct 2 beta release 201 - JumbleTutorial.capx - Puzziet -0
= =
Home View Events e o
[ status Bar ] LayerBar  [_] Bookmarks Bar @ zoomin [ snaptogrid | Grid h 32 ( [C] Show collision polys
[ Properties Bar [_] Z Order Bar [¥] Tilemap Bar @ 700m out ] Show grid Grid height |32 [C] Translucent inactive layers
[ Project 8ar (7] Object Bar [[] Contigurations Bar | &) 700m to 100% Sne
Bars Zoom Grid options Grid size Theme Display
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Plugin Sprite Double-clck a behavior to add: Jol 8 Puzlel
Global o : 4 [ Event sheets
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Layer Layer 0 ﬁ R [o'e) Q G Projeas | Layers
Angle
? Jmptvu  NoSave Persist shadow Objects Ly > |
Opacity 100 Caster
4 Position ; Q
% Sie .2 Board Bl e ccground =
< Instance variables
Add / edit nstance vari I BlackBackground
< Behaviers Grd Mave
Add / edit Behaviors . order
= Effects General [ i
Blendmode  Normal 7 Tilemap L=
Add/edt  Effects @ N £ 0@ (2|4
= Container Ancher Bound to Destroy Drag &Drop Fade
No container  Creste layout  outside layout
= Properties Foas
o n]* O
Animations  Edit a7l “ra v
Si Make 1:1 -
e Maice the bject mpassable, 50 other objects carmot mave or fal Srough i,
Initial visibility  Visible
Inisial anianns | Miadots
Add / edit tie Add Ccancel
Click to sdd, change or remove v
behaviors. = =

Click on the MonaPieces sprite and give it a bullet behavior. Change the setting

“Bounce off solids” from “No” to “Yes.”

. S = =0
op B e [FFF 3 < - Puzzle!
Home | View | Events : 0
[ status Bar ) LayerBar [ ] Bookmarks Bar @ zoomin [l snaptogrid | Grid width|32 { ] Show collision polys
[¥] Properties Bar [_] Z Order Bar [¥] Tilemap Bar Q zoem out [] Show grid Grid height|32 (] Translucent inactive layers
[ Project Bar [ Object Bar [] Contigurations Bar | @ 700m to 100% S
Bars Zoom Grid optiens Grid size Theme Display
Properties B B stant Screen | Start Screen | Purrier | Puzziel v | PFrojects L=
=S ~ 4 B Jumble Art" A
i Size 130, 102 " + ¥ Layouts
= Instance variables [ Stant Screen
Add/edt  Instance varia [ Puzlel
Behaviors 4 B Event sheets
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If you play the game right now, the images will bounce back and forth. To make
it jumble, you have to change the angle of motion of the sprite so it can go in
a random angle each time the game starts. When it stops you will set its angle
back to zero.

Create an “On created” event, and set the MonaPieces sprite’s angle of motion
to random(0,360). The random expression will randomize any two numbers
inside of a parentheses with zero being its normal angle and 180 being com-
pletely flipped upside-down.
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Opacity 100 Triggered when a new instance is created. o < S
@ Position = | €4 Projects | Layers
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.
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Opacity 100 Set the angle the object is moving at. o < >
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@ Be-~-Qf%- - - Puzzlet - ﬂql

Home | View | Events i)

(V] status Bar  [¥] LayerBar [ ] Bookmarks Bar @ z00min [ snapto grid | Grid width| ‘
L] Show grid 32

[v] Properties Bar [_] Z Order Bar [V} Tilemap Bar @ zoom out
[v] ProjectBar  [¥] Object Bar [ ] Configurations Bar @ Zoom to 100%

[] Show collision polys
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Start Sreen | Start Screen | Puzzle! | Puzziel E|
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= On coll - B Mens... | Drop I, DragDrop
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Active layer Layer 0

Unboundeds.. No
@ LayoutSize 1366, 768
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1= Effects
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-
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v

Ready Approx. download: 4.6 mb memory use: 22.9 mb Events: 12 | Active 1ayer: Layer 0 Mouse: (13946, 1707, 0) | Zoom: 41%

You don’t want the pieces fo twirl around forever. Create a system action that
waits one second then sets the bullet speed to zero and sets the angle back to
zero.

O =
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[¥] status Bar  [¥] Layer Bar [ Bookmarks Bar @ zoomin [l snapto grid
[ Properties Bar [] 2 Order Bar (] Tilemap Bar @ zoom out [] show grid
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Ready | Approx. download: 4.6 mb memory use: 22.9 mb Events: 12 | Active layer: Layer 0 | Mouse: (13580, 214.6,0) | Zoom: 41%
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Pretty cool, right? There are a few tweaks you can add to make this even better.

First, you are still able to drag the item while it's jumbling. This is a problem.
Set the initial state of the sprite to “disabled” and enable it after the one second

has passed.
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Ready | Approx. download: 4.6 mb memory use: 22.9 mb Events: 12 Active layer: Layer 0 | Mouse: (13580, 2146, 01 | Zoom: 41%

115



Set the border to invisible.
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Time runs
Out?

Tex
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Adding a Winning Condition

In order for the player to win, he needs to put all the pieces in their proper plac-
es. But how does Construct 2 know if the pieces are in the correct positions? You
will have to establish the exact location of the object. The easiest way to do this
is to create a test object that displays the MonaPieces sprite’s position when the

player clicks on it.

Create a text called “position” and place it at the bottom. Make it white so you

can see it inside the game.

Plugin Tet
) 34

Global Ne

Common
Layer Layer0
Angle 0
Opacity 100
3 Position 238, 625
@ Size 324, 84
= Instance variables
Add / edit Instance vana..
Behaviors
Add / edit Behaviors
= Effects

Blend mode Normal

Add / edit Effects

Container

No container  Create
= Properties

Text Text

Initial visibility Visible

[ PERTLN W
Name

The name of this type of cbject

Ready Approx, download: 4.6 mb memory use: 22.9 mb Events: 12

Active Layer: Layer O Mouse: 357.7, 66

oo B~ - Qe Purrlet -
Home | View | Events : 0
[ Status Bar (] LayerBar  [] Bookmarks Bar @ zoomin ] snap to grid 2 ( [C] Show coliision polys
[¥] Properties Bar (] Z Order Bar [V] Tiemap Bar @ zoom out ] Show grid Grid height 32 ] Transiucent inactive tayers
[ Projectbar (/] ObjectBar [] Configurations Bar | (@) 700m to 100% e
Bars Zoom Grid options Gnid size Theme Display

Properties 3 B start screen | Stat Sereen | Puzzier | Puzzien ~ | Projects (W=}
=8 A 4 D Jumble Art* A

Object type properties ~ + B Layouts

Name Position [ Start Screen

[ Puzzlel
« I Event sheets
. S
€ Projecs | Layers

Objects

I BlackBackground

-

EmptyBox
[~ o (VIO
Tilemap
s 20| G

Go to the Event Sheet and create an event that checks to see if the player has
clicked on the MonaPieces sprite. If so you want to set the text to: (MonaPiec-

es.X&”,"&MonaPieces.Y).
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S Be-m- Qs Construct 2 beta release r201 - JumbleTutorial.capx - Purriet = Um
. 7 s
Home View Events -
| sutusgar [ LayerBar [ Bookmarks Bar @ 2oomin Snaj Grid width| 32 « sh sion poly
| Properties Bar [] Z Order Bar [¥] Tilemap Bor @ zoom out Show g Grid helght |32 Translucent inoctive taye
v ProjectBar (V] Object Bar [ Configurations Bar @ 200m to 100% style
Bars Zoom Grid options Grid size Theme Display
Properties @ B | stantScreen | Stant Sereen | Puzziel | Puzzier B - | Projects a @
« Bl MonaPieces Oncolisionwith ~ EmptyBox  EMMons...| Drop B DragDrop 0 « B Layouts A
] Start Screen
& B MonaPieces Animation frame = 8 B Mona... | Set position to & Puziel
EmptyBox X, EmptyBox ) Puz:
EmptyBox Instance = 8 EmptyBocX, EmptyBoxY) a [y Event sheets
d{))Audio | Play Success not looping S
atvolume 0 dB (tag ™) fae
Global No <
= Cos 3 Pre L
m—on v & System On start of layout o)Audic | Play Background Music I Project |
Layer Layer 0 looping at velume 0 dB ( Objects ]
Angle 0 tag ™)
Opacity 100 ~
o Posit 238, 625 S
S“ yiioi T = [ MonsPieces On created B Mona... | Set & Bullet angle of M eschground
4 Size 32, mation to randem{0.360)
A Instamce vasisbles & System Pick all [ MonaPicces degrees I BlackBackground
Add / edit Instonce varia.. £h5ystem | Wait 1.0 seconds
Sty Bl Mens...| Set & Bullet speed to 0
Add / edit Behaviors m o e 2
Mona... | Set angle to 0 degrees
= Effects 2 2 g Tiemap El=}
Blendmode: | Movmal B Mona... Set W, DragDrop Enabled O
Add / edit Effects
Container ¢/ Touch On touched Bl MonaPieces {T|Position| Set text to MonaPieces.
No container  Create X&', "&MonoPieces.Y
Properties
T
Text Tet (R4
Initial visibility Visible
Cams AalrIN S
Name
The name of this type of object.
v
Read: Approx. ¢ #46mb memory u ents: 1 A . 534 Zoom: 41

C f localhost Q=

Un-Jumble
Mona Lisa
Before The
Time runs

Out?

Text

As you can see in the picture above, when you have all the images snapped
you can click on them individually to see in what current position the image is
located, 320 being the X position and 288 being the Y position.
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Create an event that checks to see if the MonaPieces sprite with the animation
frame of O is at position 320, 288. Your coordinates are probably slightly differ-
ent from mine, so click on the first image to see where it's positioned.

Home | View | Events : 0
[ Status Bar  [¥] LayerBar ] Bookmarks Bar @ zoomin Snapto grid | Grid width 32 | ( Show collision polys
[¥] Praperties Bar [] Z Order Bar [V] Tilemap Bar Q zoomout Show grid Grid height|32 | [ Translucent inactive layers
[ Project Bar (] Object Bar (] Configurations Bar | @ z00m to 100% S
Bars Zoom Grid options. Grid size . Theme Display
Properties 2 Start Screen | Start Sereen | Puzzied | Puziet |
= A
= 3
- ) System On start of layout {j)Audic | Play Background Music
B Object typs properties A looping at volume 0 dB (
Name Position tag ™)
Plugin Tet
uID H
S - =5 Bl MonaPieces On created BMona...| Set ¢ Bullet angle of
El Cammaa system Pick all I MonaPieces A
:”’I' ;’Y"° £ System | Woit 1.0 seconds
o:::uy 100 B Mons... | Set ¢ Bullet speed to 0 All 'Puzzie?’ obj
) Postion 238,625 ML | SO0 g Sl =ockaround
@ Sae 32484 B Mona... | Set T, DragDrop Enabled
= Instance variables BlackBackground
Add/edt  Instoncevaria.. =) Touch On touched (B MonaPieces {T]Position Set text to MonaPieces. r——
=/ Behaviors X&' "&MeonaPieces.Y
Add / edit Behaviors [ N
= ::::" v v ‘ B MonaPieces Anievation frame = 0 Lo . " a
mode  Normal \ s
WBiTaE G B MonaPieces X=320 RO 2|4
E Container ‘ P MonsPieces X=288 R
No container  Creste
= Properties
Text Text
Initisl visibility Visible
£, Aial£32 h.d

Add 1 to this variable whenever an obiject is in the correct position. Once all
nine objects are in the correct positions, you will check to see if complete = 9. If
so, you will send the player to the winning screen.

To begin, create a variable called “complete.”

Home | View | Events 0
[ status Bar [¥] Layer Bar  [_] Bookmarks Bar @ zoomin Snapto grid || Grid width|32 ( Show collision polys
[ Properties Bar ] Z Order Bar (¥] Tilemap Bar @) 200m out Show grid Grid height|32 Translucent inactive layers
[¥] Project Bar Object Bar ] Configurations Bar | @) zo0mto 1005 N Sle
Bars Zoom Grid options. Grid size Theme Display
Properties 2 B | Stort Sareen | Start Screen | Puzziel | Puzzlet ¥ | Projeds (W]
Emg ~ + [y Loyouts ~
=z
= o = & Globol number Complete = 0 ) Start Screen
Mm”':' pirperties = Bl MonaPieces On collision with [Bﬁy B Mona... | Drop | DragDrop Puzzlel
Plugin Text B MonsPieces Animation frame = B Mans... | Set positian to ( « I Event sheets
uiD 7Y EmptyBox Instance = 0 EmptyBaxX, EmptyBoxY) E Puzzlel o
Global No o) Audic  Play Success not looping | ¢ R
. at volume 0 dB (tag ™) _—
= Commen | @] Projeats | Layers
Layer Layer 0 -
e 0 | = B MonaPieces Oncolisionwith  EmptyBox [ Mana...| Drop I, DragDrop el * B
Opacity 100 B MonaPieces Animation frame = 1 B Mona...| Set position to ( £l L o
@ Position 238,625 EmptyBox Instance = | EmptyBaxX, EmptyBacY) | R Background -
@ Size 324, 84 | {)Audic  Play Success not looping
= Instance variables atvolume 0 dB (tag ™) BlackBackground
Add / edit Instance varis... | i
e 0t
= Behaviors = Il MonaPieces Oncollisionwith ~ EmptyBox  [Mona.. Drop W, DragDrop
Add/edt  Bshaviors B MonaPisces Animation fame= 2 B Mona..| Set position to ( [ i
5 Effects & " ; o EmptyBexX, EmptyBaxY) Tilemap . L= |
Blendmode  Normal - W)Audio | Play Success not looping k20| (|-
Add/edit  Effects atvolume 0 dB (tag ™)
= Container
|| Nocontaine: | Creste I MonaPieces Oncollision with  EmptyBox  [Mana...| Drop I, Dragbrop
= Properties
Tet =y B MonaPieces Animation frame = 3 B Mana... | Set position to {
BoxX, EmptyBoxY
Initial visibility  Visible EmptyBox Instance = 3 Emptyl mpl )
P PR v ) Audio__ Play Success not looping
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Now set “add 1 to complete” inside of the event you just created.

[ o e e e B &

[ snapto grid || Grid width|32
Grid height 32

[ status Bar [ LayerBar  [] Bookmarks Bar
[+ Properties Bar (] Z Order Bar (V] Tilemap Bar

@ zoomin

@ zoom out {1 snow gng

[ ProjectBar (Y] Opjectiar [ Configurations B3t | @) 700m to 100%

- Stant Screen | Start Screen ] Puxiel | Purne

[] Show cottision polys
[7] Transiucent inactive tayers

o
el

-

E i

B Object type propertics A
Name Position - :
Plugin Teat I-ﬁsmem | On start of lsyout
(V] £l
Global No

= Common
Layer Layer0 ‘ = Il MonaPieces | On created
Angle (] £ System  Pick 2l [l MonaPieces
Opscity 100 i

& Position 238, 625

Size 324,84

= Instance variables
Add / edit Instance varia..

1 Behaviors

g Mdm Iluﬁt Sehwiies 12 | % 4) Touch

& Container onaPicces | Animation frame = 0
No container ~ Create 2| MonaPieces | X=320

8 I MonaPieces | x=208
Tet Tet

Add event
Initial visibility  Visible

Cans AN o

Name
The name of this type of object.

[ System  4dd 110 Complete

o) Audio

Play Success not looping A
stvolume 0.dB (tag ")

Add acti

diAudic  Plsy Background Music
looping at volume 0 d8 (
g™

BMona... Set ¢ Bullet angle of
motion to random(0,.360) L
degrees All ‘Puzzlel” objects

Ml e: ciground
BlackBackground

Wait 1.0 seconds
Set ¢ Bullet speed to 0
Set angle to 0 degrees

Lsystem
M Mona...
B Mona...

—Mnna_ Set T, DragDrop Enabled [T
o . v
[T]Position Set text to MonaPieces.

X&' "&MonaPieces.Y " §
B 20|

)

Add a “trigger once while true” system condi
while true.

Do this for the other eight images.

tion so it won't keep adding 1

g Home | View | Events : 0
[V status Bar [ LayerBar [ ] BookmarksBar | [ ] Snapto grid || Grid width 32 | [[] Snow coliision polys
[ Properties Bar ] Z Order Bar (V] Tiemap Bar Grid height 32 [7] Translucent inactive layers
[¥] ProjectBar  [¥] Object Bar [] Configurations Bar . 2
© Object type = | Oncollisionwith ~ EmptyBox B Mona...| Drop f, DragDrop
[P Pasition | Animation frame = & -Monl...| Set position to {
Plugin Text | Instance = & | EmptyBaxX, EmptyBaxY)
up u i Audio |m.ysmnna|wp'-.g
atvolume 0 dB (tag ™)
Giobal No
= Common Add actio
o 1 ) Audic | Play Background Music
m :“ looping at volume 0 d8 (
Opcty 10 T
& Position 238, 625 | Acd actic
[ Size 324,84 B Mona... | Set ¢ Bullet angle of
E mation
= Instance variables sl
Add/edt  Instancevaria.. :
S Behavi - 4k System | Wait 1.0 seconds
Add / edit Behaviors B Mona... | Set ¢ Bullet speed to 0
= Effects B Mons...| Set sngle to 0 degrees Tiemsp o @
Blendmode  Narmal BiMons..| Set | DiagDropEnsbled | [y [0 & | (7| ¢+ -
Add/edit  Effects il wericn
= Container = Ii e E
17 | ) Touch On touched [l MonaPieces [TlPosition Set text to MonoPieces.
Nocontainer  Create 2 ‘ — - | X&', “&MonoPieces.Y
g [ pw
Text Text — = .
Iniial visibilty  Visible B MonaPieces | Animaticn frame = 0 &k System | Add 7 to Complete
e A ¥ BMonePieces | X=30 Add action
Name ) . B MonaPieces | v=288
bl s @opem  Tiggeronce : R"' a
—— S -
Ready | Approx. download: 4.6 mb memory use: 22.9 mb 9 | Active layer: Layer 0 | Mouse: [1299.6, 5343, 00 | Zoom: 41%
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Now copy and paste this event eight more times and change the respective X, Y,
and animation frames. Remember that each item in the same column will have
the same Y coordinates and each item in the same row will have the same X

coordinates.
\’& Be- -~ Q&%= = Puzzlet - g
Home | View | Events 0
[ status Bar [V LayerBar  [] Bookmarks Bar ® zoemin Snaptogrid || Grid width 32 ( how colfision polys
[V Propertics Bar [] Z Order Bar [] Tilemap Bar @ zoom out Showgrid | Grid height|32 Translucent inactive Layer
¥l ProjectBar (] ObjectBar [ Configurations Bar | @ 700m to 100% styte
Bars Zoom Grid optiens Grid size Theme Display
Properties 2 B | start Screen | Start Screen | Puzzlel | Pumiet B ~ Projects a2 B
=3 B MonaPieces Animation frame = 0 L System | Add 1 to Complete - 4 I Layouts A
Object type propertics A I MonaPieces X=320 = zmtlsirm
Name Position I MonePieces V=288 ol
lao, = 4 By Event sheets
e . i System Trigger once B Puziel
g i B MonsPieces Animation frame = 1 £hSystem | Add 7 to Complete = " kaied
& Common I MonaPieces X=480 @ Projects | Layers
Layer Layer0 B MonaPieces v=288 Objects @
Angle 0 & System Trigger once ()
Oty s I MonaPieces Animation frame = 2 QSquem Add 1 to Complete ~
W Position 238,625 B Morai et [l &2 ckground
9 Size 32484 i e -
S Instance variables B MonsPieces Y=288 I BlackBackground
Add / edit Instance varia.. b System Trigger once .E 5
z order
= Behaviors I MonaPieces Animation frame = 3 £hSystem | Add T to Complete
- v
Add/edt  Behaviors B MonaPieces X=320 L
= Effects 5 Tilemap Ll = |
B MonaPieces Y=416
Blend mode  Normal = b 20O@| e
Add/ efit Efegts £ System Trigger once 2 i
= Container B MonsPieces Animation frame = 4 LhSystem | Add 1 1o Complete
Nocontainer  Creste B MonaPieces X = 480
= Properties B MonaPieces V=416
Tet Tex
System Trigger once
Initisl visibility  Visible Qs -,
Cnrt Ariaan 3 B MonaPieces Animation frame = 3 &FSystem | Add 1 to Complete
Name M MonaPieces X=640
The name of this type of object. a B MonaPieces v=416
4 .. S F— bt

Create a new text object called “You Win” and place that inside of the black
box area. Make it invisible. You will unhide it when the player has completed

the game.
B - Q%= - - Purrlet -8 n’
Home | View | Events i)
[V ststusBar [/ LayerBar ] Bookmarks Bar @ zoomin [Jsnsptognd | Grid widtn 32 ‘ [] show conision polys
[¥] Properties Bar [ Z Order Bar (] Tilemop Bar @ zoom out (] Show grid Grid height 32 [ Transhucent inactive layers
¥ ProjectBar [ Object Bar [] Configurations Bar @ Zoom to 100% Siyle
Bars Zoom Grid optiens Grid size Theme Display
Properties B B | stat Screen | Start Sereen | Purziet | Puzziel v  Projects L=}
LT ~ + [ Leyouts ~
Ted o [ Start Screen
& Puzlel
Global No a [ Event sheets
5 Common )
Layer Layer0
Angle 0
Opacity 100
Objects o
3 Position 844, 364 o= o
@ Sie 537,19 dabll v
Instance variables 2
Add/edt  Instanceveria., T jTeas
Behaviors . T i Timerta
Add / edit Behaviors ..
Effects | T Vo.,w"{
Blendmode  Normal he
Add / edit Effects Tilemap Ll |
= Container s08 s
No container  Creste
=/ Properties
Tedt You Win!
Initial visibility
Font
Celor
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Create an event that checks to see if complete = 9. If so, make the “You Win”
text object visible. After that, create an action that waits two seconds and sends
the player back to the main menu.

e Bl QR Construct 2 beta release 201 - JumbleTutorial.capx - Puzziet - oIEN
S y -
Home View Events -
[ status Bar (V] Layer Bar  [] Bookmarks Bar ® zoomin p 1 d width| 32 « W Collish
[¥] Praperties Bar [] Z Order Bar [¥] Tilemap Bar @ zoom out 1 eignt 32 Transhucent ina yes
[V Project Bar (] Object Bar [ Contigurations Bar @ 200m to 100% St‘:!e
Bars Zoom Grid options Grid size Theme Display
Properties 2 B | start Screen | Start Screen | Puzziel | Puziel Projects = 8
1l L] =3 4 B Layouts ~
. ~ B MonaPieces Y=544 &) Start Screen
) £k System Trigger once [ Puzzlel
Event sheet:
Global No B MonsPieces Animation frame = 7 £ 5ystem | Add 1 to Complete &M Eveitshadts
Common I MonaPieces X= 480
Layer O <
S oy B MonaPieces v=su
Angle ] €4 Projects | Layers
Opacity 100 & System Trigger once — —_—
3 Position 844, 364 B MonaPicces Animation frame = 8 £hSystem | Add 7 to Complete
i Size 537,196 B MonaPieces X = 640 —
Instance variables B MonaPieces Y=54
Add / edit Instence veria..
—_— System Trigger once
S & sy 99 ‘
Add/edit  Behavior B system Complete = § {T]YouWin SetVisible
S Effects L System | Go to Start Screen
Blend mode  Normal £hSystem | Wait 2 seconds =
Add / edit Effects Tilemap g
= Container O
No contsiner  Create
Propertics
Tet
Initial visibility
Font
Color
UnienmsalE 1o
Initial visibility
Choose whether the object is visible
when the layout starts
Ready pro i mb memo e mb 4 A r layer0 | Mouse 4
) Jumble At «x\ = - El
cC f localhost ®»=

Can You
Un-Jumble
Mona Lisa
Before The
Time runs

Out?

Text
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The last thing you need to add is the “you lose” part of the game with a fail
sound. You already have your timer text set up, remember? Create a variable
called “Timer” and set itto 15.

Fw—

[ Status Bar [ LayerBar (] BookmarksBar | @) Zoom in [ Snap to grid || Grid width|32 ‘ || 1 show coltision polys
[+ Properties Bar [] Z Order Bar [¥] Tiemap Bar @ zoom out Grid height|32 | [l Transhucent inactive layers
[+ Project Bar  [¥] Object Bar [_] Configurations Bar ‘szluim 5'!'*
S s mff_m
O F | start Saeen | Start Sueen | Puziel | Puzziet I r
= e | & Giobol number Timer = 0 e gl don o 2
o & Gobol number Complete =0 .
e L wBMonsPieces | On collision with fBox | B Mona...| Drop % DragDrop
Activelayer  Layer0 || EMonsPieces | Animation frame=0 B Mons... | Set position to
Unboundeds.. No EmptyBox | Instance = 0 . EmplyBoxX, EmptyBaxY)
ayout Si Audio | Plsy Success not looping
= iy (1A atvolume 0 dB (tag )
@ Margins 500, 500 o action
© Effects I I - octicn
Add / edit Effects < g | ion wi B Mone... | Drop W DragDrop
Project Properties  View * | EMonaPieces | Animaticn frame = 1 B Mona... | Set position to [
More information  Help EmptyBox | tnstance= 1 EmptyBaxX, EmptyBaxY)
{)Audic | Play Success not locping
_ R
id action
£l | i | ion wi B Mona... | Drop % DragDrap
I MonaPieces | Animation frame = 2 B Mona... | Set position to g
EmptyBox Instance = 2 EmptyBarX, EmptyBacY) R 20&| (|
W) Audio | Play Success not looping
atvolume 0 dB (tag ™)
id action
L7 | | o ion wi B Mona... | Drop | DragDrop
P MonaPieces | Animation frame = 3 B Mona... | Set position to (
EmptyBox | tnstance = 3 EmptybenX, ErpiyBicY)

o)) Audio |Ny$nccsnoiloopm
— e

Create an “every tick” event and set the “Timertxt” to the Timer variable.

Home | View | Events : 0

StatusBar [ LayerBar [ ] BookmarksBar | @) Zoomin [7] snapto grid || Grid width|32 | || [1 show collision polys
[ Properties Bar [ | Z Order Bar [¥] Tilemap Bar Q 200m ot [] show gria Grid height|32 | [] Transhucent inactive layers

[ ProjectBar (] ObjectBar ] Contigurations Bar

@ zoomto 1005

[!Ms'amlsu#s«m]huﬂm:m a
L_|

= V=5
& Layout properties £ system Trigger ance
Neme Puzzlel B MonaPieces Animation frame = 8 £BSystem  Add 1 to Complete
Eventsheet  Puzdel | BMMonaPisces X =640 \dd acti
m"""’" z«o | EMonsPieces Vesu
S .
Layout Size 1366, 768 £ System  Trigger ance
& Margins 500, 500 & System Complete = § [T ¥ouMlin Set Visible

£ System | Wait 2 seconds
Add / edit Effects System |~ Go to Start Screen

Project Properties  View { action

More information  Help

[T Timertst Set text to Timer
dd act:

b #0@| |

v

Ready Approx. download: 4.6 mb memory use: 229 mb Events: 26 | Active Layer: Layer O | Mouse:(12950,9198,00 | Zoom:a1%
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Now create an event that subtracts 1 from timer every 1 second.

Be-~ Q%= Comstruct 2 beta release 1201 - JumbleTutorial.capx - Puzzlet - o IEN
oy
Home | View | Events -
[ status Bar [ LayerBar [ Bookmarks Bar ® zoom in rid width 32 « Show co
[ Properties Bar [ ] Z Order Bar [¥] Tilemap Bar @ zoom out Show grid Grid height |32 Translucent
(¥ Project8ar  [v] ObjectBar ] Configurations B3r | &) 700m to 100% Shyle
Bars Zoom Grid optiens Grid size Theme Display
Properties 2 B | start Screen | Start Screen | Puzzlel | Puzziel B ~  Projects s B
= Al | V=S ~ + [ Layouts ~
5 Layout properties i System Trigger once [ Start Screen
Name Puzzlel I MonaPieces Animation frame = 8 £BSystem | Add 1 to Complete ﬁ% Piatel
4 [ Event sheets
Event sheet Puzzlel B MonaPieces X = 640 [ Puzlel
rehyw | Layicd I MonsPieces Y= 54 =P
Unbounded s.. Ne s - < >
- - tem j&f once T . I |
i LayoutSme 1366, 768 = neg € Projects | Layers
T Marging System Complete = 9 {T]YouWin| SetVisible
Margin 500, 500 <3 p {1} — o
Effects &h System | Wait 2 seconds
Add / edit Effects LhSystem | Goto Start Screen B T
A
Project Properties  View
Moreinformation  Help i
i system Every tick [T]Timertit Set text to Timer
G System Every 1 seconds &3 System | Subtract 1 from Timer
v
S
R¢ Tilemap L=
=y

) & Jumble Art (Construct . 4 x | Aaron [REST. n
C f localhost 1 - ® > =

Can You
Un-Jumble
Mona Lisa
Before The
Time runs

Out?

4

Create an event that checks to see if the timer is less than or equal to zero. If so,
play the fail sound and set the “You Win” text to visible and change the text to
“You Lose.” After that add a “wait” action for 2 seconds and send the player
back to the start screen. Destroy the timer text. Make sure you trigger this only
once.
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Isuusl-r
[¥] Properties Bar

=] laynnpmpm
Puzrlel
Ev:nllhed Puzzlel
Activelayer  Layer0
Unbounded s.. No
@ LayoutSize 1386, 768
@ Margins 500, 500
= Effects
Add / edit Effects
Project Properties  View
More information  Help

¥ tayerBar ] Bookmarks Bar
] Z Order Bar [+ Tilemap Bar

[ Project Bar [} Object Bar [] Configurations Bar

[C] Show collision polys
] Translucent inactive layers

LhSystem  Goto Start Screen

T Timertt Set text to Tumer

 Timer s 0

ANl 'Puzie’ objects

r
i
H
L.

B #0@| |

Play the game in a browser, and it should take you to the start screen if you let
the time run out. Finally, you need to reset the global variables when the game

starts.

Scroll up until you see the “On start of layout” event and create an action that
resets the global variables.

\‘a Home | View | Events : 0
[ status Bar [V Layer Bar (] Bookmarks Bar i [ snap to grid || Grid wi [] Show collision polys
[+ Properties Bar [ Z Order Bar (¥ Tilemap Bar L1 Show grid [ Transiucent inactive layers
(] ProjectBar  [] Object Bar ] Configurations Bar
ms:zm shnsuun Puzzlel | Puzztet
= 4 “Tnsfance = 6 ~
Ll d)Audic  Play Success not looping
I Object type properties ~ at volume 0.dB (tag )
Name Position i
Plugin Text
up u = [l MonaPieces | On collision with ~ EmptyBox Mona... Drop % DragDrop
Global No M MonaPieces | Animation frame = 7 .Mum Set position to (
= Common EmptyBox Instance = 7 Erpltu s, Copliday)
ot loopi
Layer Layer0 stvolume0dB (tag ™) L s
Angle 0
: Add actic All ‘Puzzlel’ objects (*]
Opacity 100 fllicddiedin
Position 204, 820 « Bl MonaPieces | Oncollisionwith ~ EmptyBox  EMMons... Drop T Dragbrop o
& Size 324,84 B MonaPieces | Animation frame = & B Mona... Setpositionto { BlackBackground I
1 Instance variables EmptyBox | b= $ EmptyBaxX, EmptyBaxY) i
Add / edit Instance varia.. Play Success not looping
= Behaviors stvelume 0dB (tag ™) EmptyBo
Add / edit Behaviors id act v
B Effects #)Audic  Play Background Music Twemp  ad|
Blendmode  Normal looping at volume 0 dB ( b £0&| |
Add / edit Effects ]
= Container
No container  Creste
5 Properties
Tet Tet
Initial visibility  Visible 1
Came AsalIN o
‘ Set ¢ Bullet speed to 0
| PSR p—
Ready | Approx. download: 4.6 mb memory use: 22.9 mb Events: 28 ctive Layer: Layer 0 | Mouse: (11712, 8808,0) | Zoom: 41%.
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Congratulations!

You've now completed your Jumble Art game. Did you notice how handy it was
to create instances of one object and its associated events so that you didn't
have to re<create them for all nine?

In programming, this is called “object-oriented programming.” This means that
you add as much functionality into the parent object as you can so that when
you create an instance — or copy — of that object, all of the functionality is
inherited with it.

Go back and play around with this game. You can even add more pieces to
make it more difficult, or change the timers. When you're ready to move on, go
to your next tutoriall
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CHAPTER 5

Plane

Now that you've gone through three very different games, you're ready to add
a little more action.

In this game, your player’s goal is to fly her plane through a shower of missiles
and try to reach the airbase. If she can do this without getting hit more than
three times, she wins.

Of course, every time a missile touches the plane, the player loses a life.

Before you begin, you can download the assets for this project here:

Score: 56
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Get started!

By now you know what o do. Start a new Construct 2 project and choose “new
empty.” As before, in layout properties, set the layout size to 1366, 768. Make
sure the window size is the same.

You should now have a blank canvas as shown on the right.

@ Home  View  Events <0
% Xt [ wundo-| f@Deiete 3 Active configurations 43 = || (@ Scumacom ° ﬁ D
[y cepy | munedo - | AEseearn | I Dupiaing Hmas | SForums
Paste Sorra. Run  Debug Export stant
Select Mene @Hee  sioe | myout yout preied | Fage
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Import Your Assets

Before starting any new project, import all of your assets ahead of time so you
won't have to backirack. To import sprites, right click anywhere on the canvas
and select “Sprite.” To import a tiled background, follow the same steps and
select the tiled background image you want.
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Import the following assets into your scene: Background.png(TiledBackground),
explosion1.png(Sprite), explosion 2.png(Sprite), home.png(Sprite), plane.
png(Sprite), tracker.png(Sprite), missile.png(Sprite), left-arrow.png(Sprite), and
right-arrow.png(Sprite).

You will import the sound files after you are nearly finished with your game. For
now, import the sprites. If you need a recap on how to import sprites, go to the
bubble game tutorial in Chapter 2.
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For all of the objects that will be colliding, such as the plane and the missiles,
make sure their collision boxes are “set to bounding box”. If you need a recap
on how to make collisions for your sprites, refer to the bubble game tutorial in

Chapter 2.
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Now rearrange your canvas so it looks like the picture below. Spread out your
tiled background so it expands across the entire game field.

After that, create three layers that contain the proper items. Place the back-
ground on layer O. Place all of the in-game items on layer 1.

Finally place all of the HUD items on layer 2. If you're confused about whether
or not an item is a HUD obiject or an in game object, just make sure it is above
the background layer so it can be visible. You can organize your layers any way
you choose. We prefer three. Lock your background so it doesn't slide around
while you're working.
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Player Movement

Now that everything is properly arranged, begin adding some game functional-
ity. Add a touch obiject to your game. You will use it to check and see if the play-

er has touched on the left or right arrow, which moves the plane accordingly.
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Now that you have a touch object, give the plane an “8 Direction” behavior
so it can move inside of your game. Set the “Set Angle” property to “no” so it
won't flip when it moves.
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Create an event that checks to see if the player has touched the left arrow button.
After that, simulate the player pressing left. This will allow the plane to move left.
Copy and paste that event and change it for when the right button has been
pressed.
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Now that the player can move, make sure she doesn’t move outside the layout.
Add a “bound to layout” behavior to the plane so it cannot leave the play area.
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Spawning Random Missiles

Now that your player can move, it's time to create the falling missiles. The player
will have to avoid these to win the game. If you forgot how to spawn random ob-
jects, refer to the bubble tutorial in Chapter 2. Create six spawners and spawn
a missile from one of them every 1 second. Your missiles should also be pointing
downward with a bullet behavior attached to them. Make sure the yellow spawn
boxes are invisible after you're finished.
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Great! The core of your game is complete. Everything else you add after this
point is simply cosmetic, like the score, sounds, lives and a winning/losing
conditions.
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Creating Lives

At this point, if a missile hits the player, nothing happens. You have to show the
player that she is indeed losing health as her plane comes into contact with the
dangerous missiles. In the bubble tutorial you added a text-based representation
of the player’s lives. In this tutorial, you will represent each of the player’s lives
as a small plane on the top right of the screen. Each time the player gets hit, one
of the three planes will get destroyed until there are no more planes remaining.
So far you only have one of the three. Import two more planes and name them

“life2” and “life3.”

o Be-s Q% Construct 2 Layout 1
%, Home & View  Events : 0
1. X cut | wundo~ | [l Delete @ samcom Qg o ﬁ D ﬂ
) [y copy |~ Redo - | infisetect an R Forums L 4
paste sdra | Run Debug Export | Stat
{...i Select None @ e Store | layout layout project | Page
Clipboard Undo. Selection Configurations. Online Preview Go
Properties 3 B tayout1 [J| Eventsheet1 | Layout 1 | Event sheet 1 | Game | Start Screen | End | Game Event | End . ¥ | Projects E = |
=8l ~ (2] Five Armies A
Object type properties A ) Five Armies
i el 2] Five Armies
P Sprite « [ Files
uID 2 [ 1cons
Global No + 2 Mow pejcrt
4 [ Layouts
Common
) Layout 1
Layer HUD « [y Event sheets
Angle g ES] Event sheet
Opacity 100 4 [y Object types
3 Position 1215,70 O Esplosiont v
3 Sae 97.34, 93375 < >
= Instance variables € Projects | Layers
Add / edit Instance variables Objects L~ |
= Behaviors i
Add / edit Behsviers Q
[Effects nhplmmrﬂ
Blend mode Normal
Add / edit Effects mbplohnni
= Container
No container Create "‘QH"“"
Bropertios LeftArrow
Animations Edit
Size Make 1:1 {Lllei
fn 83 21 o e il Worchtn he
life2

You will use a variable to compare how many times the player has been hit.
Create a variable called “lives” in the Event Sheet window. Set lives fo three.
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Make an event that checks to see how many lives the player has and if the
player has been hit. If so, destroy the missile and subtract 1 from lives. Destroy
a corresponding life as well.

Create an “on collision” event between the plane and the missile. Next check to
see how many lives are left. Finally subtract one from lives, destroy the missile
and corresponding life. Repeat this three times.
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Play test your game and make sure everything is working correctly. At this point
the lives should be disappearing as the player gets hit. We will come back to
these events to add sound and a game over condition a bit later.
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Creating a Win/Lose Condition

In order for the player to win she has to make it to the base without getting hit.
Now you will add that functionality to the game. This part is fairly simple. Add
a bullet behavior to that small plane and set its speed to 5. Once it reaches the
base, you will take the player to a win screen.
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Create a new layout called “win” with its own Event Sheet, and take the player

to this new layout once the small plane touches the home sprite.
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Now create another layout called “Lose” with its own Event Sheet like you did

for the win.
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Go into your game Event Sheet and create an event that checks to see if the
players lives = 0. If so, send the player to the lose layout.
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Adding Sound and Music

One of the most important, and yet seemingly minor, elements that really makes
a game fun is sound and music. It adds another dimension to the game play.

To add any type of audio to your game, right click anywhere on the canvas and
add the audio object.
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Whenever the player gets hit, add an explosion sound with a nice explosion
sprite. Import the explosion sound, then go to the Event Sheet and create an
action that plays that sound.
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Before you add the explosions, you have to change the background to be invis-
ible. Currently it has a black background, which you do not want. Click on the
explosion sprite and set its blend mode to additive.
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Give both of the explosions a fade behavior so they can disappear after a few

seconds once they're

spawned.
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Now add an explosion for each plane and missile collision. To get this to work,
create an action that spawns the explosion on layer 1, which is your “In Game”
spawn an obiject it will default to spawning on layer O.

layer. Whenever you
Always change it. Do

this for all three events.
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Import the music.
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Create an “on start of layout” event and play the music. Select “looping” and
create a tag called “music” just in case you want to refer to that audio file in the
future to mute, pause, or play the music with events.
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Currently you have no way for the player to get back to the game after she wins
or loses. Create a play again button, and when it's pressed send the player back
to the game. You cannot create an event that checks to see if the player has
clicked on a text object, so create a long sprite. Make it invisible.
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Click on the “win” Event Sheet and add an event that takes the player to the
“Game” layout after she clicks the play button.
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Now that you have the winning screen all set up, do the same steps for the lose
screen. The only difference is putting “You Lose” at the top.
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Create an event inside the “Lose” Event Sheet that sends the player to the game
after she clicks the play button like you did earlier.
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The final thing you need to do is reset your global variables when you go back
to the game screen. If you don't, it will continue to go to the win/lose screen
since the lives will still be at 0. Go to the Game Event Sheet and reset all global
variables when “on start of layout.”

Home | View  Events : 0
X cut | wnundo~| i Delete ¥ Active configurations: Al ~ @ scirma.com e o ﬁ D ﬁ
[y copy | ~u Redo ~ 3¢ Displaying: HTMLS AR Forums
Paste Run Debug Export  Start
@Hep _— layout layout project = Page
Ciipboard | Undo (< Online Preview Go
Properties 8 B End | Game | Game ﬂiwm[l.mlmllmlamIsnns'ann[:nulsmemm\ ¥ | Projects ag
= ~ | New project” ~
= Z
Plane wn 1 on layer 11
e ‘-t- Spa EE":.gllmm ayer o B Layouts
image p [ Game
Name Game ‘
Event sheet Game e
e HUD - Missle Ol\ collisionwith 4=  &hSystem  Subtract 1 from Lives: (0 Lose
Unbounded scroll... No — Missle Destroy g Iﬁ%:r:ﬂsmh:els
© Layout Size 1366, 768 Qsystem  Lves=1 Kiifel Destroy iR Lose
Width 1366 ‘ o) Audio Play Explosion not loopDng at B Win
Height 768 volume 0 dB (tag ) o [ Object types
& Margins 500, 500 S-Plene | Spawn [ Explosiont on layer 1 { o) Audio
= Effects image point 0} 0 Explosiont v
Add / edit Effects | < >
:‘W_:Wﬂ ﬂﬂlﬁ ’-o o Tracker  Oncollsionwith & EhSystem  GotoWin i Projeats | Layers |
ore information Help Home Objects |
| @system  livess0 Lhoystem  Gotolose All'Game’ objects [+
| | & CEEE -
|@@system  On strt of Layout d)hudio | Play Music looping st volume 0 dB
| (tag “music’) [ Jdeplosion2
LhSystem | Reset global variabl f
| k) &
(0 Leftamow
%mn
-

146



Congratulations!
You've now created your first “real” video game, meaning it has all of the ele-
ments of a classic video game — a character (the plane), enemies (missiles), a
goal (make it to the base), and lives that are taken when the player is hit. You've
also added sound effects and music to give it that real arcade feeling.

Now that your plane game works, go back and tweak some of the features.
Change the speeds of the plane and missiles, add more or reduce the number
of missiles, and so on.

Get creative. You could add another dimension by including “power up” objects
that your players can fly over. Maybe they get a shield that protects them for
20 seconds. You can add random parachutes that give the player points when
flown over. When they get X points, they could even get another life. Let your
imagination play around.

The sky is the limit — so have fun and when you’re done, move on to your final
tutoriall
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CHAPTER 6

Sound Board

Are you ready to create a sound board game? This kind of game does not have
an end goal. The player will be able to click on various instruments to play a
corresponding sound. For this tutorial you will be using a drum set.

Before you begin you can download the assets for this project here —
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Start a New Project

You're already a pro at this step. Don't forget to set the layout size and window
size to 1366, 768.
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Name your layer and Event Sheet “Game.”
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Create a new layout with an Event Sheet and name it “Menu.” As before, set the
layout and window size to 1366, 768.
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Creating A Menu

To create a menu, first import the black background sprite onto your canvas by
right clicking anywhere on the screen and adding the sprite object. Name the
sprite “MenuBackground.”

@

— | Home | View  Events oY )

Kot | wsundo~ g::mm?maoﬁﬁ‘ ]

(| 3¢ Active configurations: Al

fr

Copy || # Redo ~ 3 displaying: [HTMLS v
Paste B L sSarra Run Debug EBxport | Start
@tep  Store | Layout layout project | Fage
uratior | Online M Preview. s
= Layout properties
Hame Menu
Event sheet Menu
Active layer Layer0
Unbounded scro... No
@ Layout Size 1366, 768
@ Margins 500, 500 -
C | menevone g L
Add / edit Effects i 03 ‘Objects g
: : it s
Project Properties  View 2 All 'Menu' objects (+]
More information Help Clone object type
i Detete
ZOrder »
Align »
Wrap selection
Edit event sheet
X cu Shift+Delete s |
[y copy CtrieC o B
& oe +#
iy Paste Clrl=v ¢ ‘ G‘
@ Hep

‘Q,B"“'°,§= Construct 2 beta release 1201 - Menu = ﬂ“l

| Home | View  Events

¥ cut | #undo~ | i D

[Py copy || ~w Redo =
i Doutle-cick 2 phuon to reate a new cbject type from:
~
F I r'u*m (W]
Qo =2 8 = 4- “M—
Ly
Button e chooser st Progesshar  Siderbar  Textbox “ .!] Gome ‘
Event sheet Menu fen
i es G + [ Event sheets
Unbounded scro... No i fgl - T e 9 B f.:::
@ Layout Size 1366, 768 = -’ Sl & i
s S-patch FGL Functon  Partides Soi  ShadowLight < >
ging 500, 500
o B @ Projects | Layers
Add/ edit Efects E E || objects a @
Project Properties View = All 'Menu’ ohjects Q
More information Help Background
Input
Gomepad  Keybowrd  Mouse Touch
Medis
9 & w I - g
Mudo  Geokcaton  UserMeda Video k #20&| (] -
v
Name when inserted: | Spote J
= o help on "Sorite’
e [t ][ conce |
Ready 0,119.0,0 Zoom: 100%

152



Drag the Menu Background image and place it in the middle of the screen the
best you can. Just make sure there is no visible white space.
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Open up the “Drum” image as a sprite and place it in the center of the canvas.
Name this image “MenuDrum.” You will be using the same image inside of your
game, so naming it “MenuDrum” will let you know this particular sprite is only
for the menu.
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You'll need to edit this image some more and add a slight grey overlay that
goes across the bottom of the image. Double click on the MenuDrum sprite. You
should now be inside the sprite editor.
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Click on the “Alpha” area and set the alpha to 50. The alpha changes the opac-
ity, 255 being fully opaque.
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Click on the minus button to zoom out.
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Lastly, click on the rectangle tool and draw a box on the bottom of the sprite.
Since the alpha is currently at 50, it should be translucent. If it's not, make sure
you've turned down the alpha and that you have selected the black color.
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Right click anywhere outside the canvas and insert a text image called “Drum-
Set.” Place it over the opaque area. Make sure the text color is white and that
the font is at least 24 px.
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Now create a text at the bottom of the screen that says “Touch or

drum set to pla

y‘ "

click on the
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Right click anywhere outside the play area and insert a touch object.
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Create an event that sends the player to the game screen as soon as he clicks/
touches the drum sprite. It should take you to a white screen since you haven't
worked on the “Game” layout yet.
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Creating Your Game

Click on the “Game” layout and import the background as a sprite. It's 1366,
768 so it should fit snugly on your canvas. Name the layer “background.”
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Create a new layer called “Game.” All of your interactive game obijects will go
here.
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Right click anywhere outside the canvas and insert a new sprite. Color it dark
blue. Remember if the color is faded, make sure to change the alpha back to
255. Name the sprite “Panel.”
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Duplicate the panel sprite three more times to make a total of four.
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They may not all be aligned, so click on all of the panel images by holding
down the CTRL button. Set the X position on all of them to 748. This will make
sure they are lined up properly. You can then separate them the best you can
vertically.
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This is looking very good. Next add a music button to each of the panels. Right
click anywhere outside the canvas to insert a new sprite. Select the “playbtn.”
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The play button’s collision is not how it should be, so think back to the very first
tutorial in which you changed the collision area to bounding box. Do that here
by right clicking inside the sprite and selecting “set to bounding box.” Now,
when the player clicks on the play button, he will have a big enough collision
area to click on because of all the space you have made available.
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Copy and paste the play button three times and place them on the panel spritesw.
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Right click anywhere on the empty part of the canvas and insert a text object.
Set the color to white and the size to 24 px. Name it “instrumenttxt” and give
the property text value “Drum.” There is a difference between the name of the
text object and the property text value. The name of the object simply names it
for your own purposes, and the property text value is what the game displays

on the screen during game play.
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Duplicate the text object three more times and change the property text value
on each to match what's below. The second text should say “snare,” the third,
“cymbal,” and the fourth, “hit.”
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Insert the drum sprite and place it next to the play icon. Name the sprite “instru-
ment.”

) Be-~ Q- SO0
: 0

Home View Events -

f“i X ot | wnundo~| [ Delete K Active configurations: Al ~ @ sirra.com e ° ﬁ D ﬁ
[ycopy | ~uRedo « | indiSelect Al ’/n‘ playing: HIMLS ¥R Forums

Paste Sdma | Run Debug Export  Start
lect None @Her Store | layout layout project  Page

Clipboard Undo Selection Contigurations Online Preview Go
Propeties 2 B came []| Menu | Menu ~ | Layers L=}
=2l “+®lﬂ/u-6

Object type propertics ~ [+ & Game

Name Instrument i gg“kgmu,.d n

Plugin Sprite

uip 18

Global No
= Common x

Layer Game € Projects | Layers

Angle 0

Opacity 100 x LERET) =g
@ Position 982, 121 ¢ t L+
@ Size 90.291, 93.641 : * Background nd
= Instance variables

Add/ edit Instance variables @

Behaviors

Add / edit Behaviors
= Effects '.

Biend mode Normal v

Add / edit Effects

e [ "

No container Create i
= Properties

Animations

Size

Neibial o daibalibe o

v
< >
Ready Approx. downlosd: 1.4 mb memory use: 19.8 mb Events: 1 Active layer: Game Mouse: [1028.8, 45.4, 0) Zoom: 41%

163



We will be using the same sprite while taking advantage of Construct 2s anima-
tion frames. Double click on the drum and select “add frame” in the animation
frame window.

@‘Em'~-°ﬁ= Construct2 & - o IEN
Home View Events :
Yot | wnundo~ [ Delete K Active configurations: &~ @ sdirra.com e
[(y Copy ||~ Redo ~ i 3¢ Displaying: HTMLS ||| ¢ Forums ° ﬁ D ﬁ
Paste Scima | Run Debug Bxport | Start
@Hen Store | layout layout project  Page
- { it i EX - L
e - J Edit image: Instrument (Default, frame 0) LJ s ° o
= OwB@eresec XOB #+92¢ B, QQQ @ +[@Easnts
£ Frame properti [} x[o } vio B & &) Geme 1
Frame speed P A | ¥ @ Background [
More information
4
rd Animations Bl
& (D Defouit
o
&
7
&
Duplicate last
Reverse frames
Import frames v
Reload files from »

100% Mouze 615, 202 566 x 587 PNG-32 Thumbnail size

< >
Ready Approx. download: 1.4 mb memory use: 19.8 mb Events: 1 Actve layer: Game Mouse: (760.4, 989.1, 0) Zoom: 41%
LS T T Construct2 - 8 - °IEN
Home | View  Events i

ﬂ Xcut  wundo~ i Delete K Active configurations: All = @ sdma.com e o ﬁ @ ﬁ
[y copy | ~uRredo - ect All 3 Displaying: HTMLS -1 R Forums

Paste.

et Hone @Heo e | tayout myos prjedt| Page
Clipboard — =
e oy Edit image: Instrument (Default, frame 1) L 77““ ) =]
= OlwB@rec Xbhe «$+92¢ s @aaa @ +=lasivs
& Frame properti [ ] x[o H v[o [ 9 @ Gome 9
Frame speed P ~ | ¥ @ Background 0
More information
rd
ré
&
o
©
v
<@

25% Mouse: 958, 1022 913x921 PNG-32

v
< >

Ready Approx. download: 1.5 mb memory use: 20.9 mb Events: 1 Actie layer: Game Mouse: (7067, 935.4,0) | Zoom: 41%

164



Do this two more times and insert the remaining snare and hit.
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By default the game will automatically run the animations, and you do not want
that. Click on the default animation button and change the frame speed to 0.
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Exit the animation screen and duplicate the instrument three more times.
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Now set the other three animations to different frames. Since you imported three
more sprite images within the same sprite, you can tell it which frame (or image)
to display. Click on the second image, scroll down and change its initial frame

to 1.
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Now change the third instrument to frame 2 and the fourth instrument to frame

3.
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Adding Sound

Now it's time to add some sound to your game. Right click anywhere on the
blank part of the canvas and import the four sound files located in the assets

folder.
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Now that your sound object is added, go to the Event Sheet and create an event

that plays the drum sound.

= = - 8
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Variables

Now you need to create an instance variable to distinguish each play button. A
variable is a container that can hold a number or boolean value. A boolean val-
ue is simply a true or false statement. An instance variable is simply a variable
nested inside an object. You have to create an instance variable so you can give
each play button its own number. This way you can say, “Play button with the
instance variable 1 should play instrument sound when clicked.”

Click on the play button and give it an instance variable called “instance.”
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By default the value of the variable will be 0. That is perfectly fine. For the sec-
ond button change it to 1, for the third change it to 2, and for the fourth change

it to 3.
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Now go back to the Event Sheet and add the condition to check and see if the
play button that was clicked has an instance variable of O since that is your first
instrument on the list.
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Duplicate the event three times by clicking on the event, pressing CTRL+C to
copy it, and then pressing CTRL+V to paste it. Change the instance variables
accordingly.
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Currently the three other events are still set to play the drum instrument. Change
them so they match what is displayed in the game. The order should be snare,
cymbal, and hit.
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Congratulations! You just made a sound board
game inside of Construct 2!

Lets add a few finishing touches to this game. Create a sprite called “GoBack”
and place it over the left arrow button so the player can go back to the main
menu just in case you wanted to add another sound board. Make the sprite
invisible.
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Create an event that sends the player back to the main menu.
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You can pat yourself on the back now, because you just completed your final

tutorial.
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CHAPTER 7

Publishing your Game

Introduction

The next step in your evolution is to publish your game and make it available to
millions of potential customers around the world. Given that the process is free
and easy, we will use the Amazon Appstore as an example fo introduce you to
creating a developer account and publishing your game.

We will show you how to take your Android game project, test it with Intel XDK

and then export it to the Amazon App Store.

Section 1: Registering on the Amazon App Store

/ @, Amazon Apps & Services X \

€ > C A B8 https;//developer.amazon.com/public

Once you are there it will bring you this page:

Amazon
Underground

Mobile App Senvices Manetizatio
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In the upper right click ‘SIGN IN or CREATE FREE ACCOUNT’ once there
follow the account creation process or if you already have an Amazon account,
sign-in!

We will come back to this page later! Now that your account has been made
and you are logged in, let's make a quick Construct 2 project!

Section 2: Exporting our game for testing with Intel XDK and
exporting for the Amazon Store

Before you begin this section download Intel XDK and regis-
ter an account. The software is free for Mac, Linux and Windows and
is the easiest way to build our Construct 2 file. You can download it here:

When you open up Construct 2 and make a New Project (Ctrl-N) you are
given a box with a search option. In this box type the word ‘Mobile’ and
double-click on the first project called “Template: Infinite Jumping’.
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Once you import it you will have a game like this.

Properties v o X
22
4 layout properties
Name Layout1
Event sheet Event sheet1
Active layer Game
Unbounded scrolling Yes
P Layout Size 320, 480
> Margins 500, 500
4 Effects
Add / edit Effects
Project Properties » View
More information Help
Properties v o X

= A
v= 2z

4 About
Name
Version
Description
D
Author
Email
Website
4 Project settings

Jump to save the world
10

The world needs jumpin!
com.websitename.main

Left & right arrows or §% mobile device.

This game is already finished for us so
instead of having to make our own (feel
free to do so) all we have left is to fill out
the project file properties. If you don't see
the properties window then click any-
where on Layout 1 and it will pop up.
Otherwise, click the ‘View’ tab and make
sure fo check the ‘Properties’ tab. Once it
is open, click on the Project Properties
‘View' button.

Once in the properties make sure fo fill out
all of the ‘About’ information. To export,
the minimum requirements are the Descrip-
tion and the ID. Fill out the description
with your own game name, version,
description and ID. For the ID make sure
you enter it with a ‘reverse domain’ name.
So if your website is construct2.com then
call your ID com.construct2.main. You can
pick another name instead of ‘Main’ such
as ‘Game’ or your username.
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NoTE: Before thls Sfep mcke sure you Consruct2 beta release /213 - JumpToSaveTheWorld.cope- Loyout 1
save your project fo a location you can  |© % [ f

Run Debug Export | Start
layout layout project | Page

easily locate. After you save the project I
to your desired location, at the top of
Construct 2 click ‘Export Project’.

Chor s ptomin oo Once you click export it will bring up this

3 r§ 1 window with a whole bunch of export
E S J O K| types. For this example we are going to

HTMLSwebsite  Chrome WebStore  Serra Arcade Kongregate

. select the Amazon Appstore and hit

g ‘Next’
&= A ext’.
@ @ Y &
Cardova SaciBerry 10 Tzen

Mobile & Desktop

Corcel

When you hit the ‘Next’ button we must pick the folder to export to. Your origi-
nal save location and this location should be different. Make a new folder that
you can easily locate and hit next!

—— == The next step in this export process is to
o et G et make sure the type is set to ‘Packaged
General
e app’ specifically for the Amazon App-
. J store. You will need to make sure Java 8+
o ——— is installed. When this is selected hit
R ‘Export’!

[] Uses gedlocation

to the Amazon Appstore

Once you hit the ‘Export’ button the
project will load.

When it finishes exporting ‘Open the
Consc 2 e ~“ B destination folder’.

0 The project was successfully exported.

Would you like to view the exported files?

< Open destination folder
View the files that were just exported.

< Go back to Construct 2
Close this dialog with no further action.

T
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With the ‘Destination Folder’ open we are going to need to create a .zip of it

for our Amazon build.

2 i » JTSTW »

Search JTSTW

Organize v Include in library v Share with v New folder

=~ 0 @

Name Date modifie

B icon-16 11/29/2011 9:
By icon-32 11/29/2011 8

12 items

d Type

1. images 10/7/2015159 AM  File folder

W c2runtime 10/7/20151:59 AM  JetBrains WebStorm

W deta 10/7/20151:59 AM  JetBrains WebStorm

31PM  PNG image

53PM  PNG image
4/19/20137:56 PM  PNG image
11/29/2011937PM  PNG image
12/7/2011528PM PG image

index 10/7/2015159AM  Chrome HTML Do...

W jquery-21.1.min 10/29/2014 34

P32 JumpToSaveTheWorld 10/6/2015821 PM  Construct 2 project

i loading-logo 11/29/2011 9::

05 PM  JetBrains WebStorm

35PM  PNG image

To do this we will select everything, right click and send to compressed .zip file.

e [ e | O

Sam. Run  Debug Export
t None @hee  Sioe | wpout ook project
ftion Configurstions Online Preview

fr

start
Page
Ga

22 _.aQaqQ -

Layoutl x| Cwentsheet1

©® M

Organze »  T5Open  Sharewith v Newfolder
= Name = Date modified Type Size
| images 1077/2015159 AM  Fie folder
W c2runtime 10//2015 159 AM__JetBrains WebStomm 163 K8
W dats 10/7/20151:59 AM  JetBrains WebStom 7K
B icom16. 11729/2011931PM _PNG image 2x8
J B icon-32 11/29/2011 8:53 PM_ PNG smage 3KB
A Llrnn e 4/19/2013 756 PM PNG image 25KB.
eaas 11/29/011931PM __PNG image ET
Set a5 desktop background 1272011 528PM__ PNG image 97K8
Print 10/7/2015 159 AM __ Cheome HTML Do. 4x8
Open with Atom 10/729/2014 395 PM_etBrains WebStomm 83K
oy it 10/6/2015821 PM__ Construct 2 project 179K8
el 11720/2011935PM_PNG image 10K8
Play To B
Edit with Notepad= +
Scan with AVG
Permanently shred with AVG
Share with »
Add to archive...
Add to "ITSTWi.ar"
Compress and email. P—
Compress to *JTSTW.x:
Compressed (zipped) folder Send to »
Desktop (creste shocut) it
e 2 A
i Faxrecipient
O Mairecipient Create shorteut —
B Shpe Delete —
B Tesmviensr el

Properties

right arrows or tilt mobile device.
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If you have free software such as WinRar you can also add this to archive and
select the .zip file. By creating this .zip file you are creating the final build ready
to upload to Amazon.

Rename this .zip file and leave it for now, we will come back to it when we
upload to Amazon.

@@jl s STSTW »

| Organize v $Open v  Sharewith »  New folder

Name Date modified Type

U images 10/7/20151:59AM  File folder

W c2runtime 10/7/20151:59 AM  JetBrains WebStorm
W data 10/2/20151:59 AM  JetBrains WebStorm
W icon-16 11/29/20119:31 PM  PNG image

B icon-32 11/29/20118:53PM  PNG image

B icon-114 4/19/20137:56PM  PNG image

B icon-128 11/29/20119:37 PM  PNG image

R icon-256 12//20115:28PM  PNG image

€ index 10/7/20151:59 AM  Chrome HTML De...
W jquery-21.1.min 10/29/2014 3:05PM  JetBrains WebStorm
I3 JumpToSaveTheWorld 10/6/20158:21 PM  Construct 2 project
i [umpTosaveTheWoridAmazon| 10/7/2015201 AM  WinRAR ZIP archive
B loading-lego 11/29/20119:35PM  PNG image

JumpToSaveTheWorldAmazon Date modified: 10/7/2015 201 AM Date created: 10/7/2015 2:01 AM
WinRAR ZIP archive Size: 433 KB

Let's open up Intel XDK. You will have to sign in with your account. Once you
do, locate ‘Import Your HTML5 Code Base’. This software will allow us to test
our game on a mobile device emulator. You also have the option to build your
game to Android, I0OS or Windows straight from XDK.

Chaose a template, sample or demo that uses Standard HTMLS APls to create the mest versatile project. Build your project as &
packaged web app, hast it on a server as an HTMLS web app or buld it for distribution through popular mobile app stores.

Devalop your project spec a5 a hybrid mobile app, using Standard HTMLS and Cordova APls, for distribution through popular
mobile app stores.

, accelerometer, compass and more.




Navigate to the folder in which you saved your exported project. Intel XDK is
going to act as our way to test our game on our mobile device.

©x PROJECTS EMuATE O TEST Intel” XDK 7545

Q% cfa

START A NEW PROJECT

[ Templates You can create an Intel XDK project by importing HTMLS source code you've already developed.
Great candidates for import include:
@ Samples and Demos. * HTMLS code bases created with App Framework, or use Cordova, PhoneGap or Intel XDK APls.
+ HTMLS games built on Construct 2 or Cocos 2D.

Import Your HTMLS Code Base

A\, MPORTANT NOTES:
+ Toreopen a previous Intel XOK project, browse to it from the icon in the lower lefthand comer of this screen.
* You cannot import Java, Objective-C, or other native mobile app code.
*+ Your project must have an indexhtmi file for it to run in the emulator.

sTw
. imeges
b hump to save the word
ump to sve the workd smazen
JumgySpikeBax

I

Fokder:

MakeewFoder | [ ox ][ cocel

‘Cancel | Continue

O ovenamrer soxpoecr

Once you hit ‘Ok’ type in the name of your project and hit ‘Create’.

Mew Project Name

Project Name

| JumpTosaveTneworid
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Hit yes to both of these then press ‘Continue’. Intel XDK will take care of all the
importing and add it's own files to our project.

Project importer results

®) Yes Ho

®) Yes (o

(Gnee)  continue

After hitting continue you will be taken to the index.html page in your ‘Destina-
tion Folder’. To make sure our project is working let's click on the ‘Emulate’ tab.

o —— - 5 Intel' XDK 224

0. %

LIVE DEVELOPMENT TASKS
fun by A
3 e Layout Esaing.

cruntime.
data

#con-16

icon-32.¢

ieon-114.p

icon-128

icon-256

index I

jquery 2.1 1min |
JumpTeSaveTheWorld csp
JumpToSaveTheWorldAmazan
Ioading-loge 11

Mo Devices Connested
Toun My Ace on devices, instol incel Apg Prevew on
hem G conect them by US3

Live Layous Eing on dEvices requiTes you 13 connest
your devices cver WiFL win inief Apg Preview insizded.

0 import Assets
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In the ‘Emulate’ tab we are able to view our game and play it as if it were on
a mobile device. This is great because with this you can save your project in
Construct 2 and hit the refresh button in the top-left to constantly test the latest
version of your game.

DEVICES
APPMOBI PUSHMOBI SERVICE
wil. iPhone =
INFORMATION

Apple Prone 6

Mezikas 0 (iPhana; CPU iPhone 0S 8_0
ke Mac OS X) AppleWebKLG00 1.3
(HTML, ke Gecko) Version® 0
Mobiel12A4345d Safan500.1.4

CHOOSE PROJECT START FILE OR URL

Enor path from project roof o ematabion start e or (lor wet
apps only) absolute URL for start fle on your web server

GO

ACCELEROMETER
APPMOBI LIVE UPDATE SERVICE

BATTERY STATUS

The ‘Devices’ drop-down gives you options as to which device you are develop-
ing with to test aspect ratio and compatibility.
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For this example you can use the arrow keys in the ‘Emulator’ tab to control the
game but where XDK really shines is with it's accelerometer tab. If you scroll
down and click on the ‘Accelerometer’ tab you will see a device and a list of its
positions. Put your mouse over the device and click and drag to move it left to
right. This will let you test to see if your ‘tilt’ controls are functioning correctly!

PROJECTS
oB 0
TEmeET
Mozia/5, 0 (Phane; CPU iPhone 08 8.0
e Mac OS X) AppieWebies00.1.3

(KHTML, lie Gaxko) Version/.0
Mobie/12A43450 Satan00 1.4

CHOOSE PROJECT START FILE OR URL

Ender path from project 100t 10 eenutation st g of (for wets

s o) absolue URL for st fle on your web server
Go

ACCELEROMETER

Left & fight arrows of tilt mobile device

Drag the device above ko change accelerometer values.
Hoid the Shift key to modify ‘aiohar. Double cick fo reset

APPMOBI LIVE UPDATE SERVICE

Another perk of using XDK is to test on your mobile device. You can either plug
your device in via USB or use the same WIFI to host your test build. In the top-left
corner you can see a ‘Mobile’ and a ‘Wifi’ button. If Mobile is selected, plug
your device into your computer and hit push files. However, none of this can be
achieved without the companion app.
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B3 ineel XDK
PROJECTS.
MosiLe | wil | D
App Preview Testing Guide: Mobile Data 1+

o)

InStall App Preview 6 your testing devicels)
Search ntel App Preview” at the following stores:

¥ Google play
Cam access the Google Play Store? (1)

[
LOCAL DIRECTORY

TESTING SERVER

) pusH FILES

LAUNCH APP WITH QR CODE

ON DEVICE DEBUGGING

BEGIN DEBUGGING ON DEVICE

Intel App Pre-
view is a free
app for both
Android and
Windows de-
vices. Install this
onto your device
and make sure
you are on the
same wifi. Even
if you use the
USB connection,
you need this
app fo run your
game. Open

Intel® App Preview

Intel Corporation  Education
'€ Everyone

@ This app is compatible with all of your

Intel” XDK
App Preview

(

the app on your

device and with XDK hit push files on the ‘Test’ tab. You will see a play button,
select that and your game will run on your device.
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Section 3: Uploading to the Amazon Appstore

Now that we have gone over how to test your game, let's go back to Amazon
and upload it to the app store. The .zip file we made is going to be our final
build which is why it is important to thoroughly test your game through XDK to
make sure everything is working the way you intend it fo.

When you sign in you are given a Dashboard that has a button to ‘Add a New
App’. Drop the menu down and select Mobile Web. Select this since we built a
packaged app for Amazon from Construct 2.

DASHEGARD APPE 5 REPORTING

Amazon Anngynces New Developer Capabilities for Alexa

Face! epracates APT v1.0 9n April 30

Eire, Amazan's Firat Now 8vadable 0 the U and German Sep 8, 2014

tigw 10C Report - The Case for Daveloping for Amazoen 2un 11, 3014

Dashboard

App Sases (Unats) | n-App

~ Tate Platform Yesterday Last T Days Last 30 Days. Total

TR S

Android
Mobile Web
PC & Mac

186



Once you hit ‘Mobile Web’ the page your are brought to is this. Amazon wants
the basic information for your game and the category it belongs in. Make sure
to fill these out and hit ‘Save'.

REPORTING
My Apps App Testing Service Promotions Security Proflies Login with Amazon Cioud Drive Algica e GameCircle AB Testing Analytics
PC & Mac Instant Access Tester Management Mobile Ads.

New Web App Submission

* s ahes 8 fecired et
App titie * Jump to Save the World

Awp SKU

Category * Games v | Action ».
Customer support contact & Use my detsut support nformation

Customer support email address *
Customer support phone *

Customer support website *

=

The next tab is for our pricing and publishing. Select where you want Amazon
to publish your app and the pricing you would like. In this instance we have the
app for free in every available Amazon market.

AppTessngService  Promosons  SecuntyProfies  LognwimAmazon  CloudDrive  Alexa’™"  GameCicle  ABTestng  Anales

PC & Mac Instant Access Tester Management  Mobile Ads

- Jump to Save the World

(Incomplete) | Reviews | In-AgpMems(0) | Debug Packages"e~

@ General information  Availaviity & Fricing  Deseription  Images & Multimedia ~ Content Rating  App File(s)
* incic ptes & requined feid

Wirere woukd you ke this spp to be eveileble? * % 1n 8 countries and reions whers Amzon sels 8pps

D Oty 1 he folowing Eoures 454 regions

Are you charging for this app? * Elnio, s s a e spp

Yes, my base kst prce i

Has this app akready been released? * ® tio
{e.g. Googie Play, Appie Acp Store, Google Chrome Store.
Facebook App Conter, exc ) O ves, twas frst avatadic on

When would you like this app 1o be available on Amazon?
Leoving thes fiekd bisnk wil make the app svalobie afer & has
boen approved. Publishing of an approved app wil begi a1 the
time entered and willbe svaisble on Amazon seversl hours

Moke: Timas are shown snd entered in the Pac fic Time Zons
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If you selected paid, you will need to pick a base list price so Amazon can con-
vert it for other markets. When you decide hit ‘Save’.

@ Generalinformation  Avaiabiliy & Pricing  Description  kmages & Mukimedia  Content Rating  App File(s)

" indicotes a required fiekd

Where would you fike this app to be available? * ® 1 ot ccuntraes 30 regions whers Amazon seks sgos
O Only in the following countries and regions.

Are you charging for this app? Wit
[ ves, my bose wstprce s
Please select 2
A PR ® Cokuist lnt prces for me
your suggested
price, not inchadng any VAT o simiar taxes. Taves are O 1 winset oy own tprces

i in the fingl price 10 nd Users. These taxes. are 0.00 USD Amazencom

0.00 GEP AmazOniOuk
Hiote that when referencing ihe price for |2P ems in an agy,

developers should dynamically pul the kot aled price displayed
wih e
they do not encounter 0 price mamatch error

0.00 EUR Amazende

0.00 EUR mazontr
0.00 EUR Amsones
0.00 EUR Amsont
0 JPY Amazoncop
0.00 CON Amazonca

0.00 SAL Amazoncombr

R I N S N S )

0.00 AUD Amazoncomau

Has this app already been released? * @

(e:5 Google Pray, Apple ipp Store, Google Chrome Store,
Facebook App Cented, elc O Yea, L was frst avadsble on...

Wen Wouls you Iike this pp 10 Dé avaiable on Amazon? El
Lewng ths fiekd blank: wil mabe the spp avalabie after & has
Publshing of atme
time entered and wilbe avalatie 0 Amazon Severainours
atter

Mote: Times sre shown 8nd entared in the Pacife Tane Zons

o |

This next tab is the information for your app. It's where you get to create your
Amazon page and therefore it is extremely important. Make sure you take your
time fo write the best description for your application!

© Geneniinormation € Avalstilty & Pricing  Descrption | Images & Mulimedia  ConlentRating  App Fik(s)

*indic stes  required feld.
Save and Add a Transtation
Language English (U.S.) - Displayed in all marketplaces where transiations are not provided.
Display Tite * Jump to Save the Waorld
Short description * 1In this infinite jumping game, our alien hero tries to save the world the only way he knows how... by jumping!
A shoee
devices.
Maximum characters: 1200, Remaining: 1030
y.
Leng description * In this infinke jumping game, our alien hero tries to save the world the only way he knows how... by jumping over other
A destrpton of your app for use on the Amazon com webste  aliens and platforms. This score oriented game is challenging et simple to the core! Will our alien hero save the world, only
Maximum characters: 4000, Remaning: 3741 by jumping?
r
Product feature buliets * See what your best scare is!

Theee 1o tve concae agp feanres, each on a newine These  * Fully controlled by your motn!
ety + Insane infinite jumper!

po

Keywords alien, intense, jumping, jump to save the world
Search terms used to increase e ecoverstily of your 8P,
Use & camems or white spece i separste your ferms,

Save and Add a Transtation
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The next tab is to upload all of our artwork for our Amazon page. We need
to upload our icons, screenshots and any trailers you may have made for your
game! Hit ‘Save’ when you are done.

@ Genenalintormation @ Availsbiity & Pricing @) Description  Images & Multimedia  ContentRating  App File{s)

* i aces 0 recued feid

‘Save #nd Add Localized Medin
Language English (U.5.) - Oisplayed in s marketplaces where localized media are not provided.
Smatlicon*
114 T1apx PG (wth amsporency) -

Large icon *
512 51250 PG (wth Uemgarency)

Seresashots
Betwoen 3 403 10PNGS ¢ JPGH o
800 x 4805, 1024 x 6005z, 1280.x 720 nz

Promational image (Recommended)
1024 % 500 (Wdscape orly) PNG or JPG.

video(s)
UBo S MPEG-2, WAV, MOV, FLV, AVl or H.264 MPEG-4
720 - 10806 wide (43 o 165}, 1200 kbps o highor e
Please SFTP fles largec thar 150 MB
)

‘Save and Add Localized Media
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Next we must give our game a content rating. If your game has any violence or
infense themes then make sure you select that and follow the process Amazon
suggests. Otherwise, select ‘None’ if your game doesn’t have the items listed.

(] ion € yapricing ) Description  Images & Mulimedia  Content Aating  App File(s)

*incic aces & required fiekd

Subject Matter
Moderate: Occurs once or rarely and is not fundamental to the overall purpose andlor intent of the app.
Strong: Occurs regularty and is fundamental to the overall purposa andior intent of the app.

None Moderate Strong

Violence *
Realstic Viclence (<} @ @
Fiease select a content type.

Cartoon Violence * = .
Cartoon or Fantasy vilence @ @
Fiease seiect a content type.

Drugs*
ke chol, Tobseeo, or Drug Use o References @ @ =]
Fiease seiact o conten type.

Nudity *
Ny
Piease select a content type.

Sex*
Sexusl snd suggestive content @ @ @
Flease seinct o content type.

Intolerance *
Any dsparsgement of race, Creed, cubure, o @

resgon
Flease selact o content type.

Profanity * P
Protanky of crude humor 5} @
Flease select p content type.

Academic *
This appli stion is for educ stionsl purposes O Yoo < No
Fiease select an option

Additional Information

Yes No

Account creation o other personal

information collected? *

#ce.ount creation or ceher personal nformation (] @
colected?

Please select b content type.

Advertisements *
Advertmements @ @
Flease seinct o content type.

I unair snn dinerted nrmarin st kids e sne
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Finally, upload your .zip file in the last tab. Make sure this is the final build of
your game (best to .zip everything when you are finished) and leave the Launch
path as ‘/index.htnl’.

@ Generalinformation @) Availability & Pricing ) Description  Images & Multimedia  ContentRating  App File(s)

* indic ates & required field

Have you tested your web app?

IMake sure you install our web app tester app on your device.
You can get &t from our store and check out the performance of
your web app before you submit

Apply Amazon DRM? * ® Yes (Recommended)
Protect your application from unauthorized use. Wihout DRM,
Yyour 8pp ¢80 be used wihout restrictions by any user Ono
Select the type of web app you want to submit*
O URL
® 21 Arehive

Best for stand alone games and apps that do not
use a server.Learn more

ZIP file * JUMPTOSAVETHEWORLOAMAZON ZIP o
Launch Path * findex.html
Specifies the starting point of your 8pp that is localto the
uploaded zip fie
Web App Features U Fire phone - Home AP|
If your app uses one or more features that need customer 0 .
permission please select the appropriate check-bax (:J Fire phooe - Motion G askurss AR
Lenm more U in-2pp Purchasing
(O storage
5 Geoloz ation

(5 preven: Sieep for \iceo Payback

Once you pick all the devices you know your game runs on, leave a note to the
Amazon testers in case there are things you want to explain. They will go over
quality assurance and let you know how your game fares among testing. Hit
‘Save’ fo continue.

Web App Features ( Fre phane - Home AP1
1 yout pp uses ane or more featres Bist heed cusstomer
permision please selest the appropriste check-box 1 Fre phone - Moton Gestres 491
i O nagp Puaehasing

 storage

O Geobeaton

3 Preveet Sieep for Video Playback
Device Support * ¥ rndte £ie (2011)

Please select only the devic es you infend 1o ditribute your web
805 o AL IBSs! one cpton must be selec!

¥ Kincte Fire (2012)

[ wincie e wp (2012)

2 vancia Fiew 4D 89 (2012)

¥ Kindle Fire HD 8.9 WAN (2012)
) vandle Fire HD (2013)

4 Kandte Fire HDX WAN (2013)
¥ sandie Fire HDX (2013)

) kancte Fire HDX 8.9 WaN (2013)
[ kingte Fre HDX 8.6 (2013)

& Fre v 2019

[ Fue prone

[ Frerin s (2018

@ Fre HO 7 (2014)

1 Fre HDX 8.3 WaN (2014)

® FreHDX 852014

0 Fire TV Stk
BiysaConghine. 1 centy s 2pp may be mpor 7 <ountries program or
WHCH YU SURrZed Sl 1060 L4 (WEROUE The eed 1oe 1 10 GBI &1 I 08 O CIearance OF Eake any oer 831A) 8nd & In Al camplante
makes use of encrypton techackogy.
Distribution Rights * 11 corsty that | have the rights necessary e spechied sbove s a Web
Testing instructions Instructions for testers go here...

Please detal any special requirements 10 fest your app
Maimum charac tees: 4000, Remaning: 3065




NOTE: Don't create the zip file until you are ready to upload. Then,
when you are ready make re-export so you have a clean version without
the XDK files included.

Now that you have been through the process of taking a mobile game from
Construct 2 to exporting it as a packaged app for the Amazon Appstore and
using Intel XDK fo test each build, you are ready to publish! Hit ‘Submit App’
and enjoy your hard work!

-, Jump to Save the World

urres ion (Incomplete; Reviews | In-Appmems (0) | Debug Packages'~

@ cenalmtomation @ Availsbiity & Pricing (@ Description  images & Mutimedia  ContentRating @) 40p Fies

Apply Amazon DRM? ves
App Details JumpTosaveTheworidamazon.zip
Launch Path findex htmi
Web App Features. -
Device Support Kindle Fire (2011), Kindle Fire (2012), Kindle Fire HD (2012), Kindle Fire HD 8.9 (2012), Kindle Fire HD 8.9 WAN (2012),

Kindle Fire HD (2013), Kindle Fire HDX WAN (2013), Kindle Fire HDX (2013), Kindle Fire HDX 8.9 WAN (2013), Kindle Fire
HDX 8.9 (2013), Fire TV (2014), Fire Phone, Fire HD 6 (2014), Fire HO 7 (2014), Fire HDX 8.9 WAN (2014), Fire HDX 8.9
(2014), Fire TV Stick

Export Compliance #I 1 centify this App may be imported to and exported fram the United States and sl other cauntries 8nd regions in
which we operate our program of i which you've authorized sales to end users (without the need for us to obtain any
license or clearance or take any other action) and is in full compliance with all apphcable laws and regulsbons poverning
impodts and exports, inchuding those applicable to software that makes use of &ncrypbon technclogy.

Distspvnion Rights I 1 certify that 1 have the rights necessary to distribute the mobile website accessed via the URL specified above as a
‘Web App in the Program.
Testing instructions. Instrucbons for testers go here...

=

As we talked about earlier, we used publishing to the Amazon Appstore as
an example because it is free to create a developer account for the Amazon
Appstore and publish your game. However, you can follow similar processes to
publish to other app stores like Apple App Store, Google Play and Windows
Store. For example, you can follow the steps outlined at this link to publish the
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CHAPTER 8

What's next?

Now that you've completed five successful game tutorials, we want to take this
opportunity to congratulate you. It's no small feat to have gotten this far, and no
matter how quickly or slowly you got through it, you made it to the finish line.

By now, you should have a fairly solid understanding of Construct 2 and how to
create virtually any game you want. If you're still interested in moving forward,
then it may be a good idea to get the paid version of Construct 2.

Whether you're going to make game building a hobby or are considering it
as a career, you've certainly walked through a door and have expanded your
imagination. Once expanded, your imagination can never shrink back again!

Take it a step further

We'd like to propose that you go and work through a 6th tutorial. However, in
this tutorial, there will be no help, no walk through and no helpful screen shots
to keep you on track!

For your 6th tutorial, try and come up with something from scratch and then
make it happen with what you've learned in Construct 2. You can do it. You can
always use this book as a reference as well as the projects you've now created.

So what game should you build2

Well, that's up to you. You may want to start by creating a copy of a game you
like to play now. Pick a fun game and try and make your own version of it with
your game builder. This is a good first “on your own” method because at least
you have a template to follow.

Maybe you want to try and make a Space Invaders game, which is not unlike
our Plane game, right? Maybe you'd like to create a Donkey Kong level, or
even a maze game in which the player walks a character around and tries to
find her way out.
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Then again — you may want to start from scratch. If so, here’s how to plan a
game before you sit down and design it.

Plan your dive and dive your plan

The Navy SEALS use this motto, and it's a good one. When you're doing some-
thing complicated, it's a good idea to sketch out exactly what you want to do
before you sit down and try and implement it.

Step 1 — What will your game be?

First, think of the kind of game you want to build. Will it be a puzzle, a side-scroll-
ing adventure game, a flying game, a submarine shooting game? Maybe you
want to create a small version of a 2D adventure game like Final Fantasy.

The point is, you need to decide what type of game to build. Then you can move
on to what functionality, or game play, your new game will feature.

Step 2 — Gameplay

Now that you know what type of game you're building, you need to figure
out how it will work. For example, will it have a character, and if so, what will
the character do?2 What are the challenges? Are there different levels, scoring,
lives?

Jotting down every conceivable action and reaction will help you to keep track
of everything.

Step 3 — Game assets

Now, you may or may not be a graphics artist. If you aren't, that's okay. There
are lots of places online where you can download sprites, backgrounds, anima-
tions and more. Additionally, there are also many resources for sound effects
(FX) and music, so don’t worry — you should be able to give your game the
look, feel and sound that you want.

Step 4 — Plan your layouts
Now think about all of the screens that you're going to need to create for your
game. Perhaps you'll need a start screen, a win screen and a lose screen. Of

course, there is the game screen, or screens, too.
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Why not jot these down? Use this as a visual reference to help you keep every-
thing straight. Then, you can list the functionality, texts and other things that go
in each layout.

Step 5 — Start designing

Now get going! Start with the simple things first, such as start, win and lose
screens. Then move on to your game itself. Think it through and test often.

Always try to remember the OOP (object-oriented programming) rule that you
never want to write the same code twice. Just play around and get creative and
you'll be amazed at what you invent!

We hope you've enjoyed this short introduction to mobile and web game cre-
ation. Our sincere hope is that you've been excited by the possibilities and will
continue to use your imagination and the Construct 2 — or any other — game
engine fo bring your creativity to life.
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