GAMESALAD HOUR OF CODE W

GameSalad Hour
of Code

Welcome to the GameSalad Hour of Code activity! If you're familiar with GameSalad, feel free to
jump right in to the Hour of Code steps on page 12.

If you’re not familiar with GameSalad (or want a quick refresher), work your way through the tutorial
from the beginning.
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The GameSalad Interface

When you first open GameSalad, you will see the GameSalad Game Editor:

4 Untitled
File Edit Layout View Tools Help

- X
& ProSubscriber &% ForumNinja (online)

Library

T v 4 G K E [ E RN

Stage - Initial Scene

s x: Y. w. H R

Actors = (@ (@ (=

+ Create an Actor

The Library

Attributes.

> Game €5 Scene 4 Actor

Game Attributes +r -
Name aetault text
Time L] real
randomSeed = integer
The Attribute Inspector
ACOrTag5 it
platformCennected [] boolean
playerType single “| enumeration

» playeri Keymap playermap

»_player2 Keymap playermap

The Stage

Backstage

The Backstage

No actors or tables are open at this time.

The Game Editor is split into four major sections:

e Library, where you can add actors, scenes, layers, assets, and tables, as well as see the list

of behaviors GameSalad supports.

e Stage, where you can add actors to your scenes and position them.
¢ Backstage, where you will see and edit all the behaviors (logic) for your actors.
e Attribute Inspector, where you will create and modify attributes (variables) for your actors.
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Key Concepts

There’s a few key concepts you'll need to understand to use GameSalad. Most notably, you'll need
to know what actors, scenes, attributes, and behaviors are.

Actors

Simply put, actors represent every object inside your game that the player can (or can’t) see and
interact with. In this hour of code game there’s some already made actors such as the wizard that
the player controls, the bricks that the wizard stands on, and the dragon.

You can add new actors by clicking the “+” button in the upper right of the Actors tab in the Library

(the 3 tab).

S v | 2 B K| 3

AcCtors =

€+ [-

T4 Al
StudentMName
s Backgound
3 Player

< Dragon

. Bricks
. BricksWithGrass
& DeathAnimation
== StartButton

- LayoutlLevelText
e Title
e YouWinText

¥ ¢ CollideWithPlayer
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Behaviors

Actors by themselves don’t do anything! Behaviors are bits of logic that you can add to actors to

make them do what you want. For example, if you wanted to have an actor move, you could add a
Move behavior to it!

Backstage
4 Player(Prototype)
Rules + Rule | | + Group | | + Timer |—
hd Move
move in direction: | 0 ev | relative to: | actor ~ inafn): | additive ~  way.
ata speed of: [ 500 ev |

Rules are a special kind of behavior that hold other behaviors inside of it. Rules also have conditions

(that you give them) that stop the behaviors inside them from running until something specific
happens.

Using the same example as above, if you wanted to have an actor move only when the right arrow
key is down, you’d need a Move behavior inside of a Rule with a “key” condition with the right arrow
key selected!

ﬁ Player(Prototype)

Rules 4+ Rule | | + Group | | + Timer | —

v Rule: Move Right

When |All ¥ | ofthe following are happening

receives a key press: right is:  down *~

type or drag in a condition

¥ do

v Move

move in direction: | 0 e | relative to: | actor ~ | inain) | additive ~ way.

ata speed of: | 300 ev |

type or drag in a behavior or block

p else
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You can add behaviors to actors in two ways:

1. Typing the name of the behavior inside the field that’s located inside the Backstage / rules.
2. Locating the behavior you'd like to add in the Behaviors tab of the Library (the 5t tab) and
then dragging said behavior onto the Backstage.

= x

&% HourOfCode.gameproj
& Pro Subscriber % ForumNinja (online)

File Edit Leyout View Tools Help

Library Stage - Infro

T e | 4 B\ Fr B G =) »

Behaviors
(o=}

& b ¥ w H: R

B

|3 Log Debugging Statement

| | Move I
n Move To \

=N Hour of Code with
GameSalad

actor or to the scene. See also Move To behavior.

Aftributes
<> Game 5 scene 4 Actor 4 Actor 1(Prototype)

+ Rule | + Group | + Timer —

Actor 1 ol | rutes
“ Dragging from
movl "
o the Library
Move To
Typing in the
Backstage
Name Actor 1 o
Time 0 real
¥ Position point
> Size Sive .
Attributes

Attributes inside GameSalad store all the data for your game just like variables do for computer
programs! There’s 6 different types of attributes that hold different types of values:

1. Integer — Integer attributes can hold all positive and negative, whole nhumber values.
Example integer values: 7, -23, 10.

2. Real — Real attributes can hold all positive and negative, whole and decimal values.
Example real values: 2.6, -17, 3.14159265

3. Boolean — Boolean attributes can only hold the values true/false. You can think of boolean
attributes as a switch that can only be on or off.

4. Text — Text attributes can hold text values. Example text values: “Hello World!”, “h”, “h-i-5".

5. Index — Index attributes can hold only positive, whole number values. Example index
values: 5, 0, 200.
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6. Angle — Angle attributes can hold values between 0 and 360. This attribute is best used for
representing angles. Example angle values: 240, 90, 183.6.

Each actor inside GameSalad has a lot of built-in attributes that you can access, but you can create
your own attributes too so the possibilities are endless! Some of the built-in attributes are an actor’s
width, height, and even physics attributes like an actor’s density or velocity.

The last thing that’s important to know about attributes is that there’s both game attributes and actor
attributes. Game attributes can be viewed by and changed by every actor inside your game, while
actor attributes can only be viewed and changed by the actor they’re on.

72 Game 3 Scene 4 Actor
Player =
a
Name Player fext
Time 0 real o
» Position point B;'\'::;:Elﬁglor
> Size Size
Rotation 0 angle
» Color Color
Image wizard_ ~ Image
Tags SelectTi text
Preload Art boolean
Gravity 700 = | [IManually Added
JumpPower 525 real Attributes
PlayerSpeed 300 real
» Graphics attributes |

You can create your own game or actor attributes through the “+” dropdown button in the upper right
of the Attributes Inspector.
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Scenes

The last major concept to understand is scenes. Simply put, scenes are what the player sees when
playing the game. Scenes are where you add your actors so that the player can interact with them.
You can think of a scene as an individual level for your game.

You can view your existing scenes and create new ones in the Scenes tab of the Library (the 1st
tab). This is also where you’ll select which scene you want to edit.

® v | 42 & K O

SCenes

1l
+
I

-
85 |ntro
‘3._,; Level 1
B | evel 2

85 You Win
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Provided Actors

In the Hour of Code project provided, there’s some premade actors already available that you can
check out, edit, and use! The actors were created with custom attributes to make editing different
aspects of them easy and intuitive.

For example, if you want to make the character you control move faster or slower, you can select the
actor named “Player” in the Actors tab of the Library, and edit the “PlayerSpeed” attribute in the
Inspector (you can edit attributes by double clicking their values).

?Game %’Scene -x Actor
Player dayl [ =
a
» Color Calor
Image wizard_idle ~ Image
Tags @] text
Preload Art boolean
Gravity T00 real
JumpPower 523 real
PlayerSpeed 300 real
» Graphics attributes

1. StudentName — This actor displays the text “Created By: Your Name Here”. that you see on
the Intro scene of the game.

If you select this actor and look in the Inspector, you'll see an attribute with the text “Your
Name Here” inside it. You can replace that text with your name to have it display on the Intro
scenel!

2. Background — This actor doesn’t have any behaviors inside it, but it serves as the
background image on each scene.

3. Player — This is the most complex actor in terms of behaviors. It moves, animates, plays
sounds, and collides with other actors.
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It moves through changing its built-in linear velocity x and y attributes, and changes the
built-in graphics attribute “flipHorizontally” to make sure that the animation is facing the
correct direction that the actor is moving.

You can change the Player actor’s gravity, speed, and jump power via attributes in the
Inspector.

4. Dragon — The dragon moves using the same behaviors as the Player actor, though it moves
on its own instead of when a player presses specific keys.

You can easily change the distance the Dragon travels before turning around and the speed
it moves at through actor attributes.

5. Key - The key plays a sound and changes the scene from whatever scene it’s currently on
to the next scene based on the order in the Scenes tab of the Library.

For example, based on the following order, if you had a key on the Intro scene, and it
collided with the Player actor, it would change the scene currently being displayed to the

Level 1 scene.

Using the same example, if you moved the You Win scene above the Level 1 scene, when the
collision occurs the scene would change to the You Win scene instead.

6. Bricks — This actor doesn’t have any logic inside of it, but some of its built-in attributes have
been edited to allow it to tile the same image over and over when resized.

7. BricksWithGrass — This actor is very similar to the Bricks actor, though it only tiles when

resized left to right.

8. DeathAnimation — When the Player actor collides with the Dragon actor it destroys itself
and spawns this actor. This actor moves up off the scene while rotating, and restarts the

current scene.
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9. StartButton — This actor changes the current scene to the Level 1 scene when it’s clicked.

10. LayoutLevelText — This actor has no logic in it, and just has an image to show the text on
the “Level 2" scene.

11. Title — This actor has no logic in it, and just has an image to show the text on the “Intro”
scene.

12. YouWinText — This actor has no logic in it, and just has an image to show the text on the
“You Win” scene.
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Hour of Code Steps

Adding Your Name to the Project

First things first you’ll need to open the supplied Hour of Code project.

1. Navigate to the Actors tab in the Library (it's the 3™ tab in the upper left with a little purple
person) and select the StudentName actor.

T e | 4 B F T

Actors

v & an

StudentMame

i Backgound

3 Player

i+ Dragon

1 Key

2. Make sure you'’re looking at the actor attributes (the Actor tab in the Attributes Inspector),
then locate the StudentName attribute. It will have the text “Your Name Here” in it by default.

TGame HEScene 9% Actor
StudentMame +- -

Rotation 0

» Coler
Image Mo Image -
Tags
Preload Art

StudentName Your Name Here
» Graphics

¥ Motion

» Physics

Drag an Image Here

angle -~
Color
Image
text
boolean
text
attributes

attributes

attributes
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3. Double click the text inside the attribute (to edit it) and replace it with your name. | went with

the name “Mr. Ninja”.

a

‘i“'Game

StudentMame

Drag an Image Here

Rotation
Color

Image

Tags

Preload Art
StudentMame
Graphics
Motion

Physics

tE Scene -:rk Actor

Mo Image *~

Select Tags - text

Mr. Ninja

+v -

angle »
Color

Image

boolean
text
attributes
attributes

attributes

Previewing the Game

Now that your name is filled in, go ahead and preview the project by clicking the green play button at

the top of the editor!

ks HourQfCode.gameprao)

i Backgound

3 Player

e Dragon

Eile Edit Layout View Tools Help
Library
T e 4+ A K| E N e ) > &
Actors = E |4 A=
T 4 Al
StudentMame
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If the game is showing up a little bit too big for your screen, you can use the dropdown box at the top
of the window to resize it and make it a little smaller.

100% ~ | | iPad Landscape D il | |

75%
50%

You should see your name below the text “Hour of Code with GameSalad”. Go ahead and click the
start button and play through the first level.

The game is set up to use the left and right arrow keys for movement, and the spacebar for jumping.
Once you grab the key you should be taken to a new scene that’s blank except for the text “Delete

this image and layout your own level here!”.

Click the “Back to Editor” button in the upper left to return to the editor.

&% HourOfCode.gameproj
File Edit Layout View Tools Help

[Back to Editor| 100% v iPad Landscape

Deleiie ihis imege and
layeut your own level herel
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Creating Your Own Level!

The next thing we’'ll need to do is get rid of that text we saw and put together our own level.

1. Navigate to the Scenes tab in the Library (it's the first tab) and select the Level 2 scene. You
should see the scene that we were on when previewing appear in the Stage area.

;i Edit Layout View Tools Help _ O
S|v 4|8 F O e a T
Delefie fhis imege and
leyeut your own level herel
2. Select the text on the scene and delete it using your backspace/delete key so that you're left
with a completely blank scene.
3. Select the Actors tab in the Library (the 3" tab again) and locate the “Background” actor.

Drag that actor onto the scene and position it towards the center.

v 4 B K [ E RN
e

» & CollideWithPlayer

4. Build out your own level by dragging, resizing, and positioning the various provided actors.
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Here’s what my level looks like. (Tip: You can toggle the Backstage on and off with the Toggle
Backstage button that’s located right next to the preview button)

% HourOfCode gameproy

- o x
File Edit Layout View Tools Help

4D Pro Subscriber ¥ ForumNinja (onkine]

LA IR B k-] [ E RN e X ¥ w " | ®

Actors e @ &+ -

" & A
Studenthlame

s Backgound

& puyer

% Dragon

T Key

| 55

W BrcswiithGrass.

¥ Deathanimation

== StartButton
LayoutleverText
Title

== YoulinText

i m—

D Came 5 Scene A Actor

Level 2 +v -
Name Level 2 text
Time 0 real

» Sizo Size
wapx O boolean
Wapy [ boolean

» Gravity point

v Col mmm Color

» Camera rect

» Autorotate attributes

Once you've laid out a level, preview the game again and make sure you can beat it! If you make it
through your level and collect the key, you should see the You Win scene.
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After you've created a level that’s beatable and can make it all the way through the game, try editing
the Player actor’s attributes, adding more logic to actors, or creating your own actors to make the
game unique!

There’s 3 provided attributes that you can easily change that will greatly affect how the game plays,
and those are Gravity, PlayerSpeed, and JumpPower.

’.\ Game 'f_’g Scene % Actor
Player e[ —
&

» Color Color
Image wizard_idle ~ Image
Tags text
Preload Art boolean
Gravity 700 real
JumpPower 525 real
PlayerSpeed 300 real

» Graphics attributes

When you're done playing around with the attributes, try taking on one of the challenges below!
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Challenges

Challenge 1: Personalize Your Game
Find and modify assets (art and sounds) for your game.

¢ What theme will your game have?

¢ What will the main character be?

e What will your obstacles or collectables be?

e What sounds/music will enhance the theme of your game?

Challenge 2: Make Your Game More Difficult

Make each level of your game more challenging than the previous level. Here are some ideas to get
you started:

e Speed: How does increasing or decreasing the speed of your character change the level of
difficulty? How fast is too fast to play? How slow is too slow to stay interested?

o Obstacles: What are the best spots for placing obstacles to increase the difficulty of your
level? What size should your obstacles be in each level?

o Difficult Jumps: Can you create multiple platforms for the character to jump on? Can you
place platforms in a way that will require more skill from the user?

e Longer Levels: You can increase the size of your levels by increasing the size of your level
scenes. If you do this and give the Player actor a control camera behavior, you can design
levels that are much wider or taller!

Challenge 3: Keep Score

Can you add something for the player to collect along the way that increases a score value? Or
perhaps you could give the player a score based off how fast they complete the levels.

e Create an attribute to keep track of the players score.

¢ How/where will you display the score?

o If you add collectibles, how many points will each item be worth?

e Can you make different types of collectibles that will be worth different point values?
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Publishing to the GameSalad Arcade and Sharing Your Game

1. Click the publish button within GameSalad.

— O *
& Pro Subscriber Ilf‘ Mr.Minja (online)

Siage - Intro

e b s e *b B re B wp [ mb [ R
__ P
/

Hour of Code with

2. Click the add new game to portfolio button.

% GameSalad® touwton pevopers  Gomes - help - Community - ([BNGRY Oownioad [

HourOfCode.gsproj has been uploaded!

3. Select the Arcade platform.

‘!ﬁ Gamesaladb Education  Developers Games -~  Help ~ Community - | BuyNew | Download [ ~

Back to Portfolio | Publishing Help | Download | Remove Game

con HourOfCode .» v

(® Platiorms v
+ Publish to a New Platform
4+ New
A Services v

i' History v

%w!g'""

Arcade Android Fire TV HTMLS i0S Universal
. ' ‘ [ 4
E @ @Kk &
iPad iPhone Kindle Mac Tizen
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4. Select private game and add a description.

Community ~ BuyNew | Download

Education elopers Games - Help ~

Back fo Portfolio | Publishing Help | Download | Remove Game

con | HourOfCode .» v

(® Platforms v
Arcade Settings ® Remove | | A Publish

Arcade

4+ New
Main Settings

. Services v
Nickname [ Arcade
Hist v
W e Display Name EJ HourOfCode

Copyright B Copyright 2016 Mr Ninja' All right

Description &

This is my awesome hour of code game! Use the left and right amow keys to move, and the space bar to jump

Screen Shots (3)

== Image == Image == Image

Visibility ]

Public Game
Everyone can find this game on GameSalad Arcade

® Private
Anyone with the link to this game can see it, but it will not be listed on arcade. .

Work in Progress

5. Click publish button and wait. (you’ll see a couple of notifications)

BuyNow | Download

Developers Games ~ Help ~

Back to Portfolio | Publishing Help | Download | Remove Game

on | HourOfCode . v

® Platforms v
Arcade Settings ® Remove
Arcade n
+ New
Your app was queued for generation on Nov 26 at 03:44 UTC. It may take a couple of minutes - why not go
v Services v brush up on your knowledge of GameSalad while you wait?
W History v

Main Settings

Nickname EJ] Arcade
Display Name EJ HourOfCode
Copyright B Copyright 2016 MrNinja' All right

Description
GS Publishing Status Update

ce barto jump

This is tay awesome hour of code game! Use the left and right arrow keys to move, and the 5
pp was queusd for generation. It may
take a couple of minutes - why not go brush

up on your knowledge with GameSalad
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6. When your game is done publishing, the publish button will become clickable again, and the
Play button with become clickable as well. Click play button to check out your game!

g o
;,Gamesalad“ Education Developers ~ Games ~ Help ~ Community ~ | BuyNOw | Download

Back to Portfolio | Publishing Help | Download | Remove Game Last uploades
from

Icon
N

HourOfCode .» v

(@ Platiorms v
Arcade Settings ® Remove | |4 Pubish | | #  Play
Arcade E
+ nNew
‘Your app was queued for generation on Nov 26 at 03:44 UTC. It may take a couple of minutes - why not go
\ Services h brush up on your knowledge of GameSalad while you wait?
m History v Congratulations. Your app is ready! You asked us fo build it 2016-11-26 03:44:24 UTC._

Main Settings

Nickname ] Arcade
Display Name [ HourOfCode

Copyright B Copyright 2016 Mr.Ninja'. All right

Description B 1093

This i my awesome hout of code game! Use the left and right arow keys to move, and the space bar to jump

7. After clicking the Play button, a new tab in your browser will open with your game playing on
it. If you scroll down a little bit, you’ll see a share link on the right side of the page. You can
copy and paste that link to share your game with your friends!

aouI” Oor Lode Wiin
GameSalad

Created by:Mr. Ninja

—_ - = = -

Share

o8 s

Link

HourOfCode

ﬂ Mr.Ninja

This is my awesome hour of code game! Use the left and right arrow keys to move, and the space bar to
jump,

nttp:/igsrca.de/139407 |

Embed

ST aead
|<iframe src="http://e.gsrca.|

Width: | 560x452 v

8. Make your game public, and add an app icon / screenshot to allow anyone to play your
game.
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