Quick start quide

This is a quick guide to get you started, here you'll find important information to modify
the game. See also the tutorials videos informed the addresses at the end of this
guide.

Official page: https://www.scirra.com/

Manual: https://www.scirra.com/manual/1/construct-2

Opening the Project:

Run the Construct 2, go to FILE / OPEN.
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Look for the folder with the name "Platform2DGameStarterKit". Select the
"StartKit.capx" file

| background 03/07/2014 17:12 Pasta de arquivos
. Caracteres 02/07/2014 23:58 Pasta de arquivos
, HUD 03,/07/2014 00:00 Pasta de arquivos
| level select 02/07/2014 15:02 Pasta de arquivos
; Objects 03/07/2014 22:06 Pasta de arquivos
| PMG 03/07/2014 14:19 Pasta de arquivos
B startkit 08/07/201409:17  Construct 2 project 866 KB |
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Knowing the project:

At the top of the desktop we have all the "tabs" of the project.

Zoom Grid options Grid size Theme

lewell XT menu T Inadingr levelselect r levell r levelselect ]

I
On the right side of C2, we have the "Layers" field and "Projects”

1 - Layers: are separated by types.

Layers B x
+ol@esies
& gameover

& hud

scenery

Va scenary2

V] @ background
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2 - Projects: Here are all of your project as folders, images, layouts and leaves events.

Projects o x
4 [ Platform2DGame
a [y Layouts
(&) loading
[E) menu
[ levell
[ levelselect
(B3] level2
4 [ Fvent sheets
levell
level2
levelselect
loading
menu
» [ Object types
& Families
& Sounds
[ Music
4 [ Files
> [ lcons

Layers |&] Projects
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On the left side, is the project properties. With the necessary information of your game,
such as name, version, author, email etc.. Just below the system settings that can be
changed.



Properties nx

= A
b1
E About
Mame Platform2DGame
Version 001
Description kit
D com.name.game
Author name
Email youremail @exemple.com
Website
El Project settings
First layout loading
Use loader layout Yes
Pixel rounding On
E Window Size 854, 430
Width 854
Height 480
= Configuration Settings
Preview browser (default)
Fullscreen in browser Letterbox scale
Fullscreen scaling High quality
Use high-DPI display Yes
Orientations Landscape
Enable WebGL On
Sampling Linear
Physics engine Box2D web
Loader style Progress bar & logo
Pause on unfocus No
Clear background Yes
More information Help
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Sheet events:

In the "Projects” field in the "Event sheets" folder, double-click the sheet event called
"levell".

4 [ Event sheets
== levell -
level2
levelzelect
E loading

= menu

Open the sheet events of the 1st level of your game. Here contains all program called
the event. Read more on the Construct 2 manual.



// levell r menu r laadlngr Iwel.sel.ect/ levell x]’ levelselect |

& Global number stars = 0
&y Global number lives = 3
&y Global number hiscore = 1

ﬁ Global number coins = 0
Hey, the functions of this project were separated by GROUP, the great majority of the events have comments, so the progra

1 -DﬁS}rstem On start of layout I play Set opacity to 0
lﬂl Systemn Set stars to 0
ﬂS}rstem Set layer "hud” Visible
2 ﬁﬂystem Every tick f§ skin Set position to I play (image point 0)
life_bar Set animation frame to lives
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All events are divided into groups to facilitate the implementation and organization of
the project. Each event has no comments to facilitate the search of the shares.

5 B Game

5 play

3 enemies
51 @ skin_fire

0 @ skin

¥ H pause_menu

% @ gameover
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5 HGame
6 gplay

control mobile

box power fire

= I play On collision with
i = box_flow
I play Is overlapping
box_flow at
12 offset (0, -5)
box ¥ Iz animation

"fundo” playing

imagem 1.8 - comment

Character:




Global variables:

\;Ij' Global number stars = 0
\‘}' Global number lives = 3
ﬁ Global number hiscore =1

'u:r'j Global number coins =0
image 2.0

Lives:

image 2.1

They are defined by the image above has 4 frames (numbered from 0 to 3).

Animation frames (4)

[ 5] (. am anm
0 1 2 3
image 2.2

The animation is controlled by a variable of type number called live with value = 3
(because 3 was attributed to the character lives, which can be increased as you wish.)

____________ R — L —

& Se 164, 60 life_bar: Instance variables @
5 ThStance varanie 7=
live 3 t7utd
Add / edit Instance variables Name Type Initial value
= ThavIot s ¥ live Number 3
Add / edit Behaviors —
El Effects
Blend mode Maormal
Add / edit Effects
E Container
Mo container Create
=l Properties
Animations Edit
Size Make1:1
Initial visibility Visible =
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Lives are controlled by a global variable named lives with value = 3 (note that is the
same value as the variable of live animations).

Golden coins:

Are shown in SpriteFont called "coin_mc". Have a variable name coins, value = 0,
and global variable name coins.



Properties oo //’ lewell x] levell ] mel

= al
=0

El Object type properties

‘Name coin_mc '
Plugin Sprite font \
U 154
o
e
O

Global Mo
= Common

Layer hud

Angle 0
Opacity 100
Position 45,719,836
148.32,55.2

&

Size

L

Instance variables

0

Instance vanables

coins

Add / edit

im agﬁe‘ 221
Hi-Score:

The score follows the same logic of coins.

Gold coins:

Attention to the red coins, they have connection with the menu selection levels. Where
each coin is a star in the choice phase button.

Watch the video tutorial.
https://www.youtube.com/watch?v=JJWWw9UMIs0

Tutorials videos (Basic)

If you are new, | recommend watching the video lessons, enjoy is free:
https://www.youtube.com/playlist?list=PLGdBDrsyOPm9XGigiw 8DvbEQbHmkn7fx

More information visit: https://www.scirra.com/tutorials/top




