WETEACHROBOTICS

DIGIM “ RKET &
PRBIECT . O

THIRD SPRITES TASK

Description

In this project we will work with a game that uses different programming and videogames concepts,
such as the use of sprites, functions or colour tilemap and replacing this colours with different
sprites. Also, we will learn about sprite animation, interactions between sprites and more
instructions that improve the game.

Goals

- Create a “Hero” sprite which we can control its movement and do different types of jumps.
- Draw a map with colours where each colour will be replaced by different game elements.

- Program functions for the different game sections.

- Animate the coins that will appear on screen.

- Generate various levels.

- Apply physical elements to the Sprite that we will control.
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NEW PROJECT

We start creating a project, we should stablish
the name, for example “Picking up food” and
then press “create” button.

My Projects

New Pro ;e

Create a Project

ASSETS CREATION

Sprite Player Creation

We create one sprite with 16 x 16 px
dimensions. We create in "Assets™ and then we
look for a sprite that we like in "Gallery™. After

that we click on "Done”

FOOD SPRITE CREATION

We repeat the same process but with the food.
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MAIN PROGRAMMING

ON START GAME CRETION

With this programming we will establish
the actual level, that begins being the
cero level. We will create the Sprite that
we are going to control and we will
establish the following things:

e Camera follows it
® Agravity on the y-axis
e Can control it on x-axis

Finally, we will draw our level in the “set
tile map to” block.

set cambioNivel » to o

set Heroe v+ to sprite E of kind Player »

camera follow sprite Heroe =

set Heroe

move Heroe * with buttons vx vy o @

ay (acceleration y) = to QL

set tile map to @

STAGE CREATION

To get the “set tile map to” on “Scene”
available, we will search the extension
clicking on “Advanced” and inside it, we
will have to click on the “Extensions”
section.

Once we are in the “Extensions” we will
select “color-coded-tilemap”.

Search Q
4 Sprites
< Controller

@ Game

Music

» O

Scene
M Info
C Loops
>3 logic
= Variables
E Math

A Advanced

~ i
&~ Animation

fw Functions

i= Arrays

>_ Console




DIGIM “ RKET O

WETEACHROBOTICS

radio-broadcast servo feather circuit-playground-ch.

ity e

On “set tile map to”, we will colour the
level to place the different elements:

all

Black = Floor

Brown = Obstacles
Blue = Water

Yellow = Coin

Orange =Trap

White = Starting point
Red = Final goal

Edit Function o

Add a parameter T Text >¢ Boolean & Number = Array || 44 Sprite &= Image

We will create a “Start Scene” function
of the “Functions” tab.

RSP iniciarEscenarid
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i ililawtlii@ inicarEscenario @

set background color to .

set tile If. | to

We will set the background colour, and
then we will replace the different
colours with the scene elements. We
have to look for the proper Sprite.
Remember, that we will have to activate
walls on black and brown to stop the
“Hero” from passing through them.

We will left yellow, red and white
without Sprite because we will replace
them otherwise.

CENENEC
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OBJECTIVES CREATION

We will create the “StartObjectives”
function, where we will place the “Hero”
on the white colour gap. Also, we will
create the “FinalGoal” Sprite naming its
type as “Goal”.

After that, in “Loops”, we will pick the
“for element value if list” block and
inside list, we will introduce the “array
of all tiles” block to loop the
programming on each yellow area.

When the programming detects this
yellow area, it creates a “Coin” sprite,
positioning it on this places and giving it
an animation.

itas Ul iniciarObjetivos @

place Heroe »+ on top of random . tile
set MetaFinal + to sprite E of kind Meta =

place MetaFinal + on top of random

for element value of array of all . tiles

set Moneda + to sprite of kind moneda =

on top of value v place Moneda =

attach animation animacionMoneda » to sprite Moneda =

activate animation Idle + on Moneda »

COIN ANIMATION

In this function we will establish how the
animation of the coins will be.

(LT3 LN iniciarAnimacionMoneda @

set animacionMoneda ¥ to

create animation of Walking * with interval (EI:lR ms

(=3
(-]

add frame animacionMoneda ¥

add frame animacionMoneda v
add frame animacionMoneda ¥
animacionMoneda v

add frame

animacionMoneda ¥

add frame

animacionMoneda ¥

AEEREE
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Explanatory gif of how to introduce the
“array of all [] tiles” block.

Search. Q
A Sprites

® (ontroller

@ Game

¢» Music

£ Scene

0B Info

C Loops

34 Logic

= Variables
B Math

A Advanced
& Animation
B Images

fo Functions

i= Arrays

»_ Console

@ Extensions

JUMPING MECHANIC

We will program that when we press the
“A” button, our character jumps. It can
always jump as long as it is on the
ground, but in the air it will only be able
to do it once more.

We will establish the jumping control
using the “jump” variable. If jump is
equal to 0, we can jump in the air, if not
will not be able to do it.

Inside a “forever” loop we will set that
when touching the floor, the “jump”
variable will reset to 0, to being able to
jump again the next time we found
ourselves in the air.

on A v button pressed v

if is Heroe v hitting wall bottom = then

set Heroe v vy (velocity y) v to

else if salto =

set Heroe * vy (velocity y) * to

set salto v to o

®

forever

if is Heroe v hitting wall bottom = then

set salto * to o
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INTERACTIONS

We will program that when we overlaps
the water, we lose the game.

on sprite of kind Player * overlaps E at location

game over LOSE @

Also, if we overlaps the fire orbs, we will
lose the game too.

When our controlled Sprite overlaps a
type coin Sprite, these ones will
disappear, our score will increase and a
obtain coin sound will be produced.

We will activate the functions calling
them inside the “on start” block to start
the previous programming.

on sprite of kind Player ¥ overlaps E at location

game over LOSE @

on sprite of kind Player v overlaps otherSprite of kind moneda ¥
destroy otherSprite with confetti v effect for ms @

play sound ba ding ¥

change score by o

on start

set cambioNivel * to o

set Heroe v to sprite B of kind Player =

camera follow sprite Heroe ¥

set Heroe v ay (acceleration y) v to

move Heroe ¥ with buttons vx A% o @
set tile map to = @

call inicarEscenario

call iniciarAnimacionMoneda

call iniciarObjetivos
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on sprite of kind Player ¥ overlaps othersprite of kind Meta +

if cambioNivel + =w o then

®

change cambioNivel ¥ by o

set tile map to @

When the player overlaps the flag for

the first time, a level change will be
made call iniciarAnimacionMoneda

call inicarEscenario

call iniciarobjetivos

else

splash "Has terminado el juego ) @

game over with slash » effect @

®

With this programming we will use the type “Player” sprite to get over the obstacles to reach the
goal and getting points as we touch the different coins located all around the scene. If we fall into
the water or we touch a red orb, the game will finish.

Also, when crossing the goal for the first time, we will access to a new level.




