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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, vet functional,

game.

3 - Adding Animations

Adding Animations

When you run the layout, you can see that Flip will move and jump,
but he doesn't appear to have any movement. You can fix this by
adding animations to the Flip object. Animations are a set of images
that loop to give the appearance of movement.



4 - Getting Started

In the Objects Bar, double-click the
Flip object to open its image editor. (D) Defauit
Go to the Animations window, right-

When the animation is added, a text
box appears. Change the name to
Walk.

If you need the text box to reappear
to change the name, right-click on

Add animation

Add folder

Expand all
Coltapse all
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the animation and select rename.

5 - Walk Animation

Make sure you have the Walk animation selected, and you'll see a new
empty canvas in the image editor. To add the images for the walking
animation, you're going to use a sprite strip. Sprite strips are a single
image file that contains all of the images needed for one animation.

6 - Import Frames from Sprite Strip

Go to the empty Animation frames window. Right-click, hover over
Import frames, and select ['ron sprite strip.... Select FlipWalk from the

provided assets,

To learn more about Importing Sprite Strips,
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7 - Import Sprite Strip

When you add the sprite strip, you'll see the Import sprite strip
window appear. Here, you'll tell Construct how the images are
arranged on the sprite strip, and Construct will calculate the size and
divide each image. Since all the images are on one line and there are
eight images wide, you can set the Number of horizontal cells to 8 and
keep the Number of vertical cells at 1.

Show Windows

Windows Images (Slide Layer)

Import sprite strip

Sprite strip layout
Number of horizontal cells 8
Number of vertical cells 1

[w]Replace entire existing animation

Ase you sure you want to replace the entire current animation? This
«cannot be undone.
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8 - Animation Frames

Click OK and you'll see that you now have imported 8 frames that will
make up the walking animation. You'll notice that you still have the
first frame that is blank. To get rid of this, make sure it's selected and
press the Delete key. Yours should look like this when finished.




9 - Looping

You'll now want to set the & Animation ‘'Walk’ properties
animation to loop. This will S

restart your arumation once it Loop Yes [E]]
reaches the last frame. Looping S :

your animations can cut down Repest o 0

5 Ping-pong No

on the number of frames needed
to have an action like walking. To
do this, clickon \Walk in the
Animations window, and in the
Properties Bar, set Loop to Yes

More information Help

10 - On Your Own

On Your Own
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O Add a new animation named Jump.

<> Import the sprite strip file
named FlipJump that consists of

3 horizontal and 1 vertical cell.

> Remove the blank animation frame.

Jump Animation (Slide Layer)
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11 - Event Sheet 1

When you have the jump animation inserted, you can close the image
editor. Next, you'll be adding the first event to your game. These
events will indicate when you play each animation.

Go to your Event Sheet by clicking the Event sheet 1 tab at the top of
the layout.

To learn more about Event Sheets, S IS 8 (00

| Game ~ Eventsheetl x|
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12 - Adding Events

Before adding your first event, go over to the Projects bar on the right
side, and right-click Event sheet 1 and rename it esGame. It's renamed
this way because of the fact that it's an Event sheet (es) that the Game
layout is using.

Add your first event by clicking the Add event link,

For your condition object, you'll want to select I'lip,

Double-<ick an cbject 1o Ceate & condiiion Fom:

Sadgord Ground
| _ ]
13 - Platform On Moved

Now for the condition, select (1 mioved from the Platform:

Animation triggers section. This will set it so the event will fire when
you move left or right,

Platform: Animation triggers
S On fal
.
} On landed
w4 On stopped




14 - Adding an Action

With this event added, you're now ready to add an action to it. To do

this, click the Add action link on the event.

To learn more about Actions, REIG G T
! - L -
‘= § Flip SR Platform On moved |Add action

15 - Flip Set Animation

Select Flip for the object, and for the action, select Set anination. This
is found under the Anumations section.

9§ setframe
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16 - Flip Set Animation

The Parameters window will appear. i
Here, you can indicate which animation i
you want to play. For this event, you'll
want to set the Animation to "Walk”,
Keep the From value at “beginning” and
then click one to insert your action.

If you find that your actions are not
firing as expected, double-check the
spelling and capitalization in your
events. Also, make sure you include the
quotes (") around the "Walk™ text.




17 - Flip On Stopped

When you run your layout, you'll see that when you move, your
walking animation runs. But, there are still a few problems that need
to be fixed. Depending on the direction Flip is trying to move, he
needs to be able to face left or right. Flip also needs to return to a
standing position when stopped.

Add a new event and select I'lip as the object. For the condition, select
O stopped. this is located in the Platform: Animation triggers section.

18 - Animation to Default

For this event, you'll want to set the animation to the default. To do
this, add an action to the event that uses the I'lip object and the S¢1
ammation action. For the animation, set it to "Default” and click Done
to insert the action,

Next, you'll create a couple of events that will make sure Flip is facing
the right direction when moving left or right. In order to do this, you'll
need to add a new object type called Keyboard. This will give you
access to make keyboard events and actions.

‘% § Fip 2 Platform On 1 Fip Set animation to “Default™ (play from beginning)
stopped Add action

19 - Keyboard Object

Go to the Objects Bar, right-click on the blank white space, and select
[nsert ey object. In the object type list, scroll down to the Input
section and select the Kevboard object, Click Tiisert to add it to your
game,
To learn more about the Keyboard Object, [JRSHE 22 L

Input

Gamepad Keyboard




20 - Keyboard Key Is Down

Now that the Keyboard object is in
your project, add a new event. Use the ]
Keyvboard object, and for the S30n any key released
condition, select Koy is down, 5%10n key released

In the Parameters window, press the
click to choose button, and when the
Choose a key window appears, press
the Hight arrow key. Click OK to close
the window,
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21 - Flip Set Mirrored

Click Done to insert your event. Add a Appearance

new action to this event that uses the I'li; 9 Setblend mode
object. For the action, select et murrored, Set effect parameter
This is found under the Appearance ] setmerored|
section. Set vebin

“Set mirrored” will allow you to flip the
image of your object horizontally. Since
the images we inserted originally faced
right, you'll want to set the State to Not
murrored, Press Done to insert your action,

22 - On Your Own

On Your Own

Complets 2B fe tasks bafors continming to the nent slide

Add a new event that uses the
Keyboard object to check if the
left arrow key is down.

&

<> Add an action to this event
that sets the Flip object to
Mirrored.
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New Event Image (Slide Layer)

On Your Own
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23 - Run The Layout

Now if you run your layout, you'll see that Flip will now appear to
walk left and right as well as stop walking when he is supposed to.

Next, you'll add an event to set the Jump animation,

24 - Flip On Jump

Add a new event that uses the Flip object, and for the condition, select

O juanp, You can find this under Platform: Animation triggers.
Platform: Animation triggers
On fal [ 33 0n o)
On landed On moved
On stopped

Next, add an action to this event that uses the 'lip object and sets the
animation to "Jump".

9 Fiip Set animation to “Jump” (play from beginning)




25 - Sub-Events

If you run the layout and jump, you'll see that the jump animation
will play but will have issues when Flip lands. You'll fix this by adding
anew event and vour first sub-event,

Sub-events allow you to have different events trigger off of parent
events.

To learn more about Sub-events, Click Here

26 - Flip Platform On Landed

To get a better understanding of sub-events, you're going to add one
now:. First, you'll add your parent event.

Add a new event that uses the Ilip object and the On Tanded

condition. You can find this condition under the Platform: Animation
triggers.

‘= § Flip R Platform On landed

27 - Adding a Sub-Event

To add a sub-event, right-click on the left side of the event (by the
green arrow) and hover over Add and then select Add sub-cvent.

Don't forget to =1ve your game, you wouldn't want to lose all your
sweet stuff,

g 1 Flip R Platform On landed
Add P &3 Add another condition (C)
|
I sl Insert new event above | @ Add another action (4)
G52 Insert new event below e Add sub-event (sl
\ Miaka *O7 BiksE | 8 Add blank sub-event (B)
e O —



28 - Flip Platform Is Moving

You'll see that this will bring up the normal add event window. For
this sub-event, select the I'lip object, and for the condition, select I+
moving. This is found under the Platform section.

= § Flip A Platform On landed
1 Fiip 3 Platform is
moving

29 - Inverting Conditions

Your sub-event is now inserted. Now, you'll add another sub-event to
the On landed event. This event will check if you are not moving. To
do this, you'll use a new tool called Invert. Invert will add a red Xin
front of the event. This red X is adding the word 101 to the front of the
event, making the event do the opposite, Start by right-clicking on the
On landed event, go to Add, and then select Add sub-event,

e T

To learn more about Inverting Conditions, Click Here

30 - Inverting

For this event, vou'll again select the Flij object and the [s mioving
condition.

With the sub-event added, right-click on it and then in the drop down,
select [nvert,
1 Hip 3 Platform is
£an
&g Add another condition
€ Replace conation
€) Replace object

XK dovert




31 - Trigger Events

This group of events will trigger when Flip lands. If he is then moving,
an action will fire, and if he's not moving, a different action will fire.

65| = § Fip  Platform On landed

. l 9 Fip & Platform is
moving

8 I 9 Fip X & Platform is
moving

32 - 0On Your Own

On Your Own

Complets a8 We tasks before continming to the 2eat slide

Add an action to the is moving
sub-event that sets Flips
animation to Walk.

Add an action to the inverted
is moving sub-event that sets
Flips animation to Default.

Show the New Event

Platform Event (Slide Layer)

On Your Own
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1 Platform is ' 9 Fliip Set animation to "Walk" (play from beginning)
moving

X _5_ Platform is , Flip Set animation to "Default” (play from beginning)

moving




33 - Fall Animation

If you run the layout now, you'll see that when Flip jumps, lands, and
begins moving, that the animations transition smoothly.

Next, you're going to add another animation for when Flip is falling.

In your Object Bar, double-click lip to bring up the image editor. Go
to the Animations window and add a new animation. Give this
animation the name of Fall.

Animations (3]
(D Default
0 wak

G

34 - Flip Platform On Fall

The Fall animation will consist of a single frame, so click the (pen
button in the image editor and select the Fliplall file, When the image
has been imported, you can close the image editor.

In your event sheet, add a new event and select ['lip as your object,

For the condition, select ()11 (a1l from the Platform: Animations
triggers section.

‘= § Fiip R Platform On fall

35 - Flip Set Animation to Fall

Add a new action to the event you just created. Use the !'lip object
and the Set anination action. Set the Animation field to your newly
created "Fall” animation and click Dane.

9 Fiip Set animation to "Fall” (play from beginning)




36 - System Object

You'll now set a new event that will fire at the start of the layout. This
event is helpful when you have actions that need to be performed
before the user starts to play the game.

For this event, you'll use the System object for the first time. The
System object represents built-in functionality in Construct. This
object will be present in every project vou create.

37 - System On Start Of Layout

Add a new event to your event sheet that uses the Sy«tein object.

For the condition, scroll down to the Start & end section and select ()

start of lavout

r
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System Background '

38 - Set Animation to Default

For this event, you'll add two separate actions, The first one will set
Flips animation to Default, and the second will ensure that Flip
appears in front of all other objects.

Add an action to the start of layout event that uses the I'lip object and
the Set animation action to set the animation to "Default”.

< {FSystem  On start of Layout ] 9 Fip Set animation to "Default™ (play from beginning)




39 - Flip Move to Top of Layer

Next, click the link on the start of layout event, and once
again select the object. For the action, scroll down to the bottom,
and in the Z Order section, select )

Q‘Syucm On start of layout 1 Fiip Set animation to "Default™ (play from beginning)
1 Flip Move to top of layer

40 - Platform Sprite

You're now going to add a platform object to your game that Flip can
o o v o
jump on. To do this, go back to your Game layout and insert a new

object. For the object type, select and name the object Platform.
General
i ; T3
Soarch Funceen Parsces Sorte Zorite fort Text Tied
Sackpround

Descrpton:  An anmated cbject that & the bulkdng block of most projects. - Mars belp o0 Soree
§ a) o) [t

41 - Platform Image

Place this object somewhere in the Game layout. In the image editor,
click the button, and in your files, select the I"la file. ¢
the image editor when vou have imported the image.




42 - Adding the Solid Behavior

Like you did with the Ground

object, vou'll need to add a
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solid behavior to the Platform
object. Make sure the Platform
object is selected, and click the
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link in the Properties

bar. Click the button, and b
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select the behavior to add e ettt e in e

it to the object
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43 - Running Your Game

Click and drag the platform object in the image editor to place it close
to the ground, and then run the layout. Flip can now jump up onto

the platform

Don't forget to your game, you wouldn’t want to lose all vour

sweet stuft,

44 - Pro Tips

We bet you didn’t know that you can play this game, as well many
other games, by visiting the STEM Fuse Arcade




45 - Success

You have just completed all the
objectives in this presentation!




