Year 9: Game Design Unit
Tutorial 1: The Beginning

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


Create a folder in your Computing folder called Game Design

Copy the folder CC2 Game Assets from L Drive: ICT / KS3 / Y9 / Term 6 Stencyl into this folder.
You will start with a crashcourse tutorial to make a game very similar to space invaders.

Part 1: Creating a New Game

Step 1: Click on the box that says “Click here to create a new Game.”
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Step 2: Select the Blank Game option from the list of available Kits and click Next.
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You'll get a dialog that allows you to name your game and set the game screen's Width and Height. Name your game Invaders and leave the Width at 640 pixels and the Height at 480 pixels.
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Next, we’ll start importing assets.

Part 2: Creating Actor Types

Step 3: Now that we’ve got a blank game, it’s time to create our Actor Types. We’re going to start with our spaceship, which the player will control. Click the Actor Type button in the Dashboard menu on the left (under Resources, as shown).
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Step 4: Next, click the large box on the right to create your first Actor Type.
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Step 5: You’ll see the dialog shown below. Name your Actor Type Ship.

[image: image6.png]



Step 6: Now that we have an Actor Type, we need to import images for Animations, the graphics for our Actor Type that we’ll see on screen. Click the large box with the dotted line on the right.
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Step 7: Doing so will bring up the Animation Editor, where you can import graphics on a per-Animation basis. An Animation represents a “state” that an Actor could be in, such as Walking, Running, Jumping, etc. Next, name the first Animation (something like “Flying” (1) is fine in this case). After that, click the dotted line box that’s outlined in red, as shown (2).
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Step 8: The dialog below will pop up. Click the “Choose Image” button and select an image for your “Flying” animation from somewhere on your computer. In this case we’ve supplied you with a single image for the Ship.
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Step 9: The image we’ve supplied you with has four “frames,” single images that will play, in order, and make up our “Flying” animation. Once you’ve selected the images, set the value in the “Columns” field to 4. This will split our image evenly into four frames, as shown.
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Step 10: Now that we have our single Animation, we need to choose the correct Physics settings for our Ship Actor Type. Click the Physics tab, as shown.
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Step 11: The first page that will appear is the “General” page under Physics. Leave the What kind of Actor Type option set to Normal. Set Can Rotate? to No. Set Affected by Gravity? to No.
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Step 12: Now we need to set the Collision Group that our Actor Type belongs to. This will allow us to determine what our Ship can collide with and what it can’t. Click the Properties tab (shown below).
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Step 13: Set the Group to Players, as shown. If you want to create more Groups, click the Edit Groups button on the right. You can read more about creating Groups here. Note the Players Group is built into Stencyl and will appear by default on when you click the dropdown.
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Step 14: Save your Ship Actor Type (and your game) by clicking File and then Save Game.
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We have our Ship Actor Type set up now, so it's time to move on to determining how our Ship, and other Actor Types we'll create, can collide with one another.

Part 3: Actor Collisions

Step 15: We’ve got one Actor Type so far, but before we can go further, we need to organize our Actor Types into what are called Collision Groups. The Collision Group an Actor belongs to determines what other Actors it can (and can’t) collide with. To start, click the Settingsbutton at the top of Stencyl's interface, in the upper left.
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Step 16: A new dialog will pop up – click on Groups to show the groups in your game.
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Step 17: Click the green Create New button along the top of the window to create a new Collision Group.
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Step 18: When the dialog box pops up, name it Enemies, as shown, and hit the Create button.
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Step 19: Next, click the green Create New button again and create another group called Bullets.
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Step 20: Now we need to set what can collide with what. Click the Enemies button in the Bullets group, as shown below. Leave all the other buttons grey. This means any Actor Types that belong to the Bullets Group will only be able to collide with Actor Types in the Enemies Group.
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Now that we have our Collision Groups set so our Bullets will collide with any Actors that belong to the Enemies Group, it's time to create two new Actor Types, our "Bullets" Actor Type and our Enemy Ship Actor Type.

Part 4: Creating More Actor Types and Importing a Background

Step 21: Now that we have our new Collision Groups, we need to create our Enemy Ship Actor Type. Use the same steps as you used to create the Ship Actor Type to create the Enemy Ship. Here’s a brief reminder of the steps involved:

1. Click the Dashboard tab

2. Click on Actor Types

3. Click the dotted line box to create a new Actor Type

4. Name the new Actor Type Enemy Ship

5. Add an animation by selecting the graphic we’ve provided (use the Alien Grabber image.

6. Name our first animation Normal
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Step 23: We’ve created our Enemy Ship Actor Type and added an animation. Now we need to set its Physics settings. Set What kind of Actor Type? to Cannot be pushed (we don’t want our Enemy Ship to be knocked off screen when it collides with a Bullet), and set Can Rotate? to No. Affected by Gravity? will become disabled after you choose the Cannot be pushed setting.
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Step 24: Choose its Collision Group by clicking the Properties tab and setting its Group to Enemies, as shown.
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Step 25: Next, create the Bullet Actor Type. Follow the same steps as you did to create the Ship and Enemy Ship but name the new Actor Type Bullet. When importing the graphic for the Animation, set the number of Columns to 3, as shown:
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Step 26: Use the same Physics settings as our Ship and our Enemy Ship (What kind of Actor Type to Normal, Can Rotate? to No and Affected by Gravity? to No). Lastly, set our Bullet Actor Type’s Group (in the Properties tab) to Bullets.

Step 27: With our Actor Types created, we need to import a Background image to use in the Scene we’ll create later. Click the Dashboard and then on Backgrounds.
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Step 28: In the dialog that pops up, name the Background image Stars and press the Create button.
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Step 29: Click on the dotted line box on the left, then on Choose Image, and select the Space Background image from your CC2 assets folder that you copied to your documents.
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In the next tutorial we will import our sound assets.

