Year 9: Game Design Unit
Tutorial 4: Finishing Touches
Learning outcomes covered in this tutorial

	Level 5
	Use a range of operators and expressions e.g. Boolean, and apply them in the context of program control
	Select the appropriate data types


	

	Level 6
	Use nested selection statements
	Understand the need for, and can write, custom functions including use of parameters
	Know and use negation with operators

	Level 7
	Know the effect of the scope of a variable e.g. a local variable can't be accessed from outside its function.
	Know and apply parameter passing.
	Know the difference between, and can use, both pre-tested e.g. 'while', and post-tested e.g. 'until' loops.


Part 13: Creating a Font

Step 85: Before we can show any text on screen when the player wins the game, we need to create a default Font to use. Click on the Dashboard, then on Fonts, and click the dotted line box to create a new font. Name it Default Font. Change the settings to those shown in the following image (size 32, white for the color, Sans Serif for the font, a style of Normal, Yes for Smoothing) and save your work.
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Now we need to create an Event that will check how many Enemy Ships are left on screen, and if none are left, it will display a "victory" message using the font we just created.

Part 14: Winning the Game

Step 86: We now need to create an Event for our Scene that will let the player win. It will check how many Enemy Ships are left, and if the player destroys all of them, the Event will show a message on screen.

To start, select our Scene from the Dashboard, and add an Actor Event (under Actors in the Event menu) that checks whether Actors in a Collision Group are created or killed. Select the Enemies Group from one dropdown and the killed option from the other, as shown.
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Step 87: Next, create a Number type Attribute called Victory Counter.
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Step 88: In the Event block, add an increment block, and set it to increase the Victory Counter Attribute by 1.
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Step 87: Next, create a When Updated Event (which, as usual, creates an Always block). In it, add a boolean block that checks whether our Victory Counter Attribute is equal to the number of Enemies in our Scene.
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Step 89: Now we need to create another Attribute that we will use to “switch on” the text that will display when the player kills all the Enemy Ships.

1. Create an Attribute of type Boolean called Win?

2. Select the Setter block for this Attribute (under Attributes -> Setters)

3. Put a true block inside it
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Step 90: Lastly, we need to add a When Drawing Event (under Basics). First, we’ll set the font and then, if our Win? Attribute is true (from the previous Event), we will draw some text on screen.

1. Add the When Drawing Event

2. In the Drawing category, grab the set current font to [ ] block under the Styles subcategory and place it inside the When Drawing block.

3. Drag over an if block, and place the Win? Attribute block in it.

4. Lastly, drag over a draw text  [ ] at x [ ], y [ ] block and place it inside the if block. For the text to show, simply type in You Win! Set the coordinates for X and Y to the middle of the Scene (you can move your mouse cursor around in the Scene to find the best coordinates to choose - you can see the coordinates in the lower right of the Scene Editor).
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You’ll end up with the following:
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Keep in mind that we're setting exact coordinates for where the text should appear. If you change the game window's (viewport's) size to something other than a Width of 640 and a Height of 480, you'll have to adjust the X and Y values shown so the text is centered.

Step 91: Save your progress and test the game. When the player destroys all the Enemy Ships, the text You Win! should be displayed. Now it's time to put a few last touches on our game.

Part 15: Final Touches

Step 92: Now that you’ve tested your game and everything works, it’s time to export it to your desktop as a SWF file. That way, you can open the file in any browser to play the game! Click the Publish button in the upper left of the screen.
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Step 93: Select Flash for the publishing option. This will create a SWF file and ask you to choose where to save the file.
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Stencyl Arcade

Publish your Flash game to the Arcade on Stencyl.com.

Chrome Web Store
Publish your game to Google Chrome's Web Store.





Step 94: Now that you have your Crash Course game, you can take on the Challenges that follow, and modify the Crash Course game further, or you can start on your own game! The choice is yours.

Here are a few challenges you could take on if you want to take this project further. We won't provide you with any solutions, it's up to you to figure out how to add these features.

 

Challenges

Challenge 1: Find a way to make the Enemy Ships move back and forth on screen.

Challenge 2: Restrict how frequently the player can fire the cannon, either by setting a maximum for the number of bullets on screen or by limiting how quickly the player’s Ship can fire bullets.

Challenge 3: Make the Enemy Ships fire back at the Player.

 

Where do I go from here?

There's a whole lot more to Stencyl, and we encourage you to experiment on your own and read through the rest of Stencylpedia to find out how to import your own resources, create your own Behaviors, and enable Stencyl to help you create the games of your dreams.

Visit www.stencyl.com
