Year 9: Game Design Unit
Tutorial 2: Build the game out
Learning outcomes covered in this tutorial 
	Level 5
	Evaluate the appropriateness of digital devices, internet services and application software to achieve given goals
	
	

	Level 6
	Justify the choice of and independently combine and use multiple digital devices, internet services and application software to achieve given goals
	Evaluate the trustworthiness of digital content and consider the usability of visual design features when designing and creating digital artefacts for known audience
	

	Level 7
	Undertake creative projects that collect, analyse, and evaluate data to meet the needs of a known user group
	Effectively design and create digital artefacts for a wider or remote audience
	Consider the properties of media when importing them into digital artefacts


Part 5: Importing Sounds

Step 30: Now it’s time to import our music and sound files. This time we’re going to show you a different way to import assets, by dragging and dropping files. First, click on the Dashboard and then on Sounds.
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Step 31: With your CC2 Assets folder open to show your sound files (General Space Shooter Spacey Level.png and Explosion.png), click on one and drag it over into the dotted line box (shown below).
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Step 32: Now you’ll have two sounds. Make sure each sound is set to the correct type, as shown (music should be set to Music, sound effects set to Sound Effect).
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With all our assets in place, it’s time to set up the Scene that will function as our main level.

Part 6: Creating a Scene

Step 32: Click the Scenes tab in the Dashboard, then click the dotted line box to create a new Scene.
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Step 33: After you hit that button, a dialog (shown) will pop up that lets you set some basic parameters for your Scene. Note you can choose the size of your Scene either using Tiles (which will use the Tile Width and Height, as shown) or in pixels. In this case we’re using Tiles and will use the default values, as shown.
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Here’s our Scene.
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Step 34: To keep things simple, we’re only going to add the background image we imported earlier rather than add any Tiles. Click the Background tab to choose one.

[image: image9.png][ scene | sehaviors | Events | physics [WEEEIEHEN properties |




Step 35: Now, click the + icon on the left, as shown, select the available background image in the dialog box that pops up, and press the Okay button.
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Step 36: Click the Scene button along the top bar, then press the Show Background button in the upper right of the editor, as shown. You’ll see the background image appear in the editor.
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Note: If the background doesn't show up when you click the button, try saving your game.
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Step 37: We’ve got our Scene, so let’s test it. Press the green Test Scene button and you should see your Scene appear either in a browser or as a standalone flash player.
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If the Scene appears, everything is working, and you can move ahead. If not, you can go back over the previous steps and see if you missed something. Ask someone sitting next to you for help or as a last resort ask your teacher for help.

Step 38: Click the Actors tab in the Scene Editor, in the Palette on the right. You should see the three Actor Types you created earlier.
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Step 39: Now we want to place individual Actors in the Scene. You must use the Pencil tool (on the left, as shown) to place Actors.
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With the Ship selected, move your cursor over to the bottom of the Scene and left-click. The Ship will appear. You only want one Ship for the player to control.
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Tip: To place Actors at even intervals, hold down the Shift key, which will align an Actor with the Tile grid. You can make the grid appear by pressing the Show Grid button.
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Step 40: Next, select the Enemy Ship and place a few in the Scene, as shown. We used the Shift key to space them evenly.
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Tip: If any of your Actors don't appear on screen even though you placed them in the Scene, make sure you check the game window's (the viewport's) settings. Its Width should be 640 and Height should be 480. Click Settings and then Display to change this. If you place an Actor outside the bounds of the viewport, you will not see the Actors you placed in your Scene. Also, note you can make a Scene that is larger than the game's viewport. To allow the player to see and move to other parts of the Scene, you'll need to implement a camera and camera scrolling, but doing that is outside the scope of this Crash Course. 

Step 41: Now we have a basic, complete Scene. Make sure it works via the Test Scene button again. You should see your Ship at the bottom of the Scene and the five Enemy Ships floating near the top.
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We've got our Actors and Scene set up, so now it's time to start learning how to use Stencyl's Design Mode. To start, we're going to add background music to our Scene.

Part 7: Adding Background Music to A Scene

Step 42: Now we need to add background music. Click the Events tab, which will bring up Stencyl 2.0’s Design Mode, which you can use to create game logic. In this case, we’re creating an Event directly rather than creating a modular Behavior.

Important Note: Generally, you want to create Behaviors because you can add them to any Actor Type or Scene that you want. Behaviors are made up of Events, so think of a Behavior as a portable Event container. In computing terms this would be known as a procedure.  We’re attaching Events directly here because we won’t be re-using anything we’re making here - the movement Event for our Ship won’t apply to the Enemy Ship Actors, for example.
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Step 43: Click the + Add Event button in the Events pane on the left, move your mouse over the Basics option, and then choose and click on the When Creating Event.
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The following should appear:
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Step 44: Go to Design Mode’s Palette, on the right, and click the Sound button.
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Next, left click and drag the Play Sound block in the Playback subcategory (shown above) over into the When Created block in the work area, and when the white bar appears, release the button. The block will snap into place.
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Step 45: Left-click on the Sound dropdown button and a dialog will appear that lets you select which sound to play.
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Step 46: Click the Choose Sound option and select the song we imported earlier.
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The block will change to show the song it will play.
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Step 47: Save your game (press Ctrl S or option S), then press the green Test Scene button. The music should be playing in the background.

 

We'll get to using the Explosion sound effect that we uploaded earlier when we handle destroying the Enemy ships. In the next tutorial we will move on to creating an Event that will let the player move the Ship using keyboard keys.
