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2 - Introduction

Introduction

If you're using the Game:IT curriculum, YOU MUST complete both
sections of the Flip Intro, as it is the starting point for the Flip the Robot

Monkey game.

The Flip Intro will teach you some of the basics of game development
and get vou started in Construct 2. By following these step-by-step
instructions, you'll learn how to build your first simple, yet functional,

game.

3 - New Empty Project

To begin, open a new Construct
2 project by going to the File
menu and selecting New.

Select New empty project and

click Opes

S
1C
[ New (Cul«N)

.] Create a new project

o 4 S ] ——— F

T wngty 5O bl b &) gt
Cnw b e by o e e d e 43 O -

S wmghty WD purtend &) prvgnt
e 0w gty s o b srbed d— - gy p—

M wnpty VO bl ap LAY et
e e e

W gty S vt (A pomgt
e & v gy e i ¢ varherd fe Y e wr—

W wnpty MO duiinge 750y gt
Coaae b oy R w4 v T A e e

& [




4 - Properties

Pt .

On the left side, you'll see the Properties Bar. D
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This is currently showing the properties for o iomaes.
the project, but will change and show the g

e L
properties for what you are currently " s
working on (layout, sprite, background, etc.). chacusrgds
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5 - Naming Your Game

In the About section of the Properties  Properies Gy

bar is the Name field. Change the =
=]

roject name to Flip. About
Proj P s ()
e Version 1000
Don't forget to save your game; vou Descrigtion
wouldn't want to lose all your sweet = -

stuff. Click File > Save as Single File
and name your game
FlipIntro_yourname,

6 - Window Size Settings

Still in the Properties bar, change the
Window Size (in the Project settings
section) to a width of 1280 and height
of 720. Both of these numbers are using
pixel units.

%
i

You can do this by typing the comma
separated numbers in the Window Size
box, or by expanding the Window Size
property by clicking the + symbol and
typing the width and height in their
respective boxes.




7 - Layouts

Now that the window size is set, Projects 1@
you'll want to set the size of the « b Fiip*
layout to 1280 x 720, as well. To o
do this, go to the Projects bar
(located on the right side) and
clickon Layvout | frominside the
Layouts folder.
e

8 - Game And Layout Properties

Just like in the Project settings, £ Layout propertics

you need to change the Name [Name Game |
and Layout Size. Change the

Name to Game and the Layout Sat S st

Size to 1280 x 720. This can also fere e (w0
be entered by typing the comma Unmed £ o
separated numbers in the Layout Size _1280,720
Size box, or by expanding the & Margins 500, 500
Layout Size property by clicking

the + symbol and typing the

width and height in their

respective boxes.

9 - Layout

The white area in the center of
your screen is the layout...the
design view where you create
and position objects, Think of a
layout like a game level or
menu screen. In other tools,
this might have been called a
room, scene, stage, or frame.

Objects placed in the layout
will be visible to the player.
Objects placed in the gray area
cannot be seen.
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10 - Basic Level Setup and Gameplay

Basic Level Setup and Gameplay

Now that the project is set up,
you're ready to begin building
the game! The first thing you're
going to add to your gameis a
background.

Game x| Eventsheetl |

To add an object, right-click
anywhere on the layout and
select incert new ol

11 - Tiled Background Object

The Insert New Object window will open. This window will allow you
to insert different types of objects into your project. Each one will
have distinct features and attributes.

Click once on the Tiled Background object (within the General
category) to highlight it. Below, you'll see a field titled “Name” when

inserted. In this field, type Background and then click the Insert
button to insert the object.

(o winion

Background Image (Slide Layer)

General

im 2 % e @B T

9-patch Function Particles Sprite Sprite font Text Tiled
Background

Description:  Automatically tile an image over an area. Tiled Backgrounds are much faster than tiling
Sprites. - More help on Tiled Background'




12 - Tile Backgrounds

Now you will see a set of cross-hairs appear on your lavout. The cross-
P b |

hairs represent where the object will be inserted.

Click towards the top-left of your layout. This will bring up the image

editor for the Tiled Background object type

o learn more about tiled backgrounds,

13- Load Image

In the top toolbar, click the
button and
navigate to where the assets have

been saved (ask your teacher for

the file path)

Select the file named
from the Flip Intro Assets folder
and ('ii(}x or \‘Il)llh}?-t‘li(k

14 - Background Image

With vour background image inserted, click the red X to save and
close the Image Editor window.
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15 - Background Positioning

Click on the Background object in the Common

layout to select it. Notice the Properties Layer Layer0
bar now shows the properties for the Angle 0
background. Change the Size to 1280, 72 Opscky 5

and the Position to (0,0). :-‘u. : m

Construct 2's positioning starts at the top-
left comerat X=0and Y =0(0,0). By
setting the background object’s position to
0,0, this will place the background object’s
top-left pixel in that position.

16 - Layers

You can see that the background now covers the entire layout.
Before you add another object to the game, you'll add a new layer to
your game. Layers allow you to easily stack multiple objects on top
of one another and control how they appear in your game.

Like in Photoshop, you can have more than one layer. The different

layers that are common in games are for your Backgrounds, Text,
and Sprites.

17 - Layers
To get to the Layers Bar, click — —
the tab titled 1 ayvers below the IG_‘ Projects | Layers
Projects Bar and above the =00y
Objects Bar on the right side of ,EJ““
the screen.

There are other features of
layer (including how they
appear when the game scrolls)
that you'll look later in your
game. To learn more,




18 - Layers Rename

First, rename the current layer. To do + [ ‘. ges

this, you can either click the layer to Layer(
make it active and then click the Add tayet st top
Rename button (pencil image) at the Add layer at bottc
top of that bar. Or, you can right-click | .
the layer and select Renanie from (1 P
the menu that appears. .

(7 rerome

To learn more about the Layers Bar,
" Click Here

19 - Padlock
Use either of the methods described, and when the text box appears,
rename the layer to Background.

Click the Padiock image next to the name to lock the layer. This
prevents you from accidentally moving it.

20 - Adding A New Layer

Now add a new layer to your layout.

To do this, click the Plus button to add ——
anew layer. +lo|8ls2 1 ¢
[¥] @ Background

Layers at the bottom of the list are
displayed at the back (e.g. background
objects), and layers at the top of the list
are displayed at the front.




21 - Main Layer

Rename the new layer Main and click on it to make sure it's the
active layer.

If you are ever unsure of which layer is active, remember it is
displayed on the Status Bar.

Layers o x
+reo@lsir e
V! &l Main 1

V| @ Background

22 - Sprite Object

You're now ready to add Flip the Robot Mornkey to your game. Right-
click on the layout and add a new object. For the object type, select

and name it Flip. Click when this is done.
To learn more about Sprites.m

General
m; B 2 fih
.— H

Spatch Canvas Function Particles Sprite
3 5B

O+

iad Framan

Name when raerted:

23 - Flip Object

The cross-hairs appear and will
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indicate where the sprite will be
placed. Click somewhere on the
left-hand side. This will open the
image editor. Notice that when
you click the ©) button, in the
provided assets, you need to
select the file named




24 - Image Points

The image editor contains four different windows. On
the left, you will see the Image points window.

If this window is not shown, click the cross-hairs on the
image editor toolbar.

To learn more about Image Points, IR 93 (908

pEN20N\\NQ Q)

25 - Image Points

The Image points window is used to add or image points £
edit image points on objects. Image points +708 ¢

are used for many things. The originisused =~ e

to center the object where it's positioned. < Orign )

You can also add more Image points. The
buttons on the top are the same as the
Layers bar. A reason you might want to add
more image points is to spawn another
object or to pin another object to the image.

26 - Setting Image Points

An easy way to center Image Points is to go over to the Image Point
window, right-click the Image Point that you want to center, go down
to Quick assign, and select Middle.

A shortcut key to center Image Points is to hit 5 on the Numpad.
By default, all Image Points start at the Middle of an object.
Arrow down to see the example from the Image Point window.

Check your image points any time your image or animations seem to
be having issues. Examples of this could be when your animation
seems jumpy or the image seems to be glitchy.

‘Show Image Points




Image Points (Slide Layer)

to whole animation ' |

to all animations 8

Bottom-left

Bottom

Bottom-right

27 - Add Animation Frames

The bottom window is the Animation frames window. This handles all
the frames of an animation and displays them all down there. Every
image equals a frame.

To see the options for this window, you have to right-click whitespace,
These options will be explored in more detail in later sections.

To learn more about the Animation Frames Window, " Click Here

Show Animation Frames

Animation Frames (Slide Layer)

Add frame
Duplicate last frame

Reverse frames

Import frames...

Import sprite strip...

Retoad fles from disk

Thumbnail size »

Events: 0




28 - Add Animation

The right window is the Animations

window. This is where you can make
different animations. Right now, there is
only the Default one, but you will add to

this later on.

You also can right-click in this window for

more options.

fo learmn more about Animation Window,

ia:’ﬁ’i“ | d

Animations  [EJ
2 Defauk
Add animation
Add foider
Exgpand M
Collapse

@

29 - Image Editor

The middie window is the one
that you will use the most
often. This is where you edit
and create your images

the image editor.
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30 - Properties

If you notice, sprites have a lot of

customization options in the properties bar.

[hese added options in the properties bar
are Instance variables, Behaviors, Effects,

Container, and Properties.

Imstance variables

Add / ednt Instance vana.,
Behavices

Add / ean Eehanion
Effects

Blend mode Normal

Add [ ean Effects
Container

No comtanmer  Cregte

= Properties

Afurmatong Eag

See Make 11
Intial visibility  Visible
Intial anemati. Detauit
Intipl trame 0
Collisions Erabled
More information Help
3o




31 - Variables, Behaviors, And Effects

Instance variables are variables that you assign only to certain objects.
These can be something like Health, Score, Lives, or Powerups.

Behaviors are preprogrammed functionality for objects. Some
examples of these are making an object solid, making an object not
able to leave the layout, turret movement, and custom movement.

Effects are special effects that you can add to objects. Some examples

are glow, intensity, and lighten. You will mostly use them for text
objects.

32 - Container And Properties

The next section is Container. This is something that you will never
use, but it basically can put two objects in one place and have one do
the movement while the other can swivel to shoot. The container
makes objects have separate movements but has them stay together.

Lastly are Properties. For sprite objects, you can turn initial visibility
off and change the initial frame for animations. For text, this is where
you would change your font, size, and alignment.

33 - Behaviors

Next, you'll add a behavior to the Flip object. Behaviors add
predefined functionality to an object. In this case, you'll add the
Platform behavior. This will give the object the ability to move left and
right as well as jump.

To add a behavior, go to the Properties Bar on the left side of the
screen and click the Hehaviors Hnk

To learn more about Behaviors,

= Behaviors

Add et



34 - Platform Behavior

In the Behaviors window
that appears, click the
button to add a new
behavior. In the Add
behavior window, scroll to
the Movements section and
double-click the ! Orf
behavior to add it.

['o learn more about the
Plattorm behavior,

35 - Behavior Window

Close the Behavior window, and you can run your layout for the first
time. To do this, go to the top menu bar and click the 1

button (Play button). This will run the layout that is active in the
editor,

You'll see your layout appear, and Flip will simply fall off the screen.
This is due to the fact that the Platform behavior adds gravity to the
sprite. To fix this, you'll need to add a solid surface for Flip to walk on.

If you want to replay your game, you can always refresh your browser
window, and the game will restart.

36 - Ground Sprite

Go back to your layout and add a new object. This object will be a
¢ again, and name it Ground. When the cross-hairs appear, click
near the bottom left corner of the layout,

General
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37 - Ground File

When the image editor appears, click the

file

.

IEBG X0

button and select the
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38 - Ground Image Points

With the image inserted, you're now going to set
the origin point for the object. The origin
represents the point at which an object will rotate
and also the point on the object where you set the
position. You're going to be placing the Ground
object at the bottom of the screen, so you'll want

to set the origin to the bottom of the image

If the Image points window is not visible, go into

the image editor and click the

button. This is the cross-hairs in the toolbar,

second from the bottom,

39 - Quick Assign Image Points

You'll see an Image points
+ * e
window appear. In the window, 78
% E 3 e Nonter
right-click on , 8010 Quick B4 oen 2
assign, and when the list appears /' 2 e
select =
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40 - Ground Position

With the origin set, you can Close the Common

image editor. Now, make sure the Layer Main
Ground object is selected on the layout. Angle 0

Go to the Properties Bar, and under Opacity 100
Common, set its Position to (0, 720) Position 0,720 ]

Next, vou'll want to make the Ground
object solid. This will accomplish
keeping Flip on your Game layout. To
do !his, click the Behaviors link and click
the I"lu= button to add anew behavior.

41 - Solid Behaviors

In the Add behavior window, select the Solid behavior and then click

Add,
a 8 o|lwe

No Save Persist Soid.

Close the Behaviors window, and run the layout to see that you can
now use the arrow keys to move left and right and jump with Flip.

Don't forget to <ave your game; you wouldn't want to lose all your
sweet stuff,

To learn more about the Solid Behavior,

42 - Success

SUCCESS!

ou have just completed all the
objectives in this presentation!



