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The challenge.

This tutorial will teach you how to create your own version of Starlink!
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You will learn how to:

E
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43 v" Add sprites
E% v’ Program your ship
;g v’ Make it interact with other sprites
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Now you know about the
programming constructs, lets use
them to program a star ship!

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.
Copyright © 2019 Digital Schoolhouse. All rights reserved.
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Accessing Construct 3, saving
and loading work
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G construct 3 - Google Search X +
<« > C @ https://www.google.com/search?q=construct+3&rlz=1C1GCEA_enGB837GB837&oqg=construct+3&ags=chrome..69i57j69i6( ‘ onstruct 3
GO gle construct 3 § Q
All Videos Images News Shopping More Settings Tools

About 201,000,000 results (0.35 seconds)

Construct 3: Game Making Software
https://editor.construct.net/ v k

Our game creator software allows you to make your own game, no programming required. Make a
game today with Construct 3 - a free game maker.

You've visited this page 4 times. Last visit: 01/05/19

TTES
n= People also search for X
gg construct 3 tutorial  https preview construct net
T % construct 3 crack  construct 3 manual
a| 6' * construct 3 review  construct 3 personal license
=0 :
(_D 5 Game Making Software - Construct 3 Using Google Chrome
E 7)) https://www.construct.net/en v
Construct 3Game Making Software. Construct 3 is the best software to create games. Over 60,000
@ users monthly make & sell thousands of games globally.
Construct 3 - Buy Construct 3 - Construct 3 Releases - Get Construct 3 G oto th e C onstruct 3
Create Your Own Games - Free Trial - Construct website:
https://www.construct.net/en/make-games/free-trial v
Yk K%K Rating: 97% - 193 votes - Free - Multimedia https-//edrto r.construct. net/
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https://editor.construct.net/

NSTRUCTS

pcrm ez e Construct 3

GET MORE EVENTS!

Guests are limited to 25 events. Register an account and verify your email to use up to 50
_ events for free. Register an account or log_in now!

Kiwi Story

‘ xamples
°I
n EE The Kiwi Clan has sent little kiro to fetch gummi beetles, but he got
E ;E te Examples lost along the way! Help him find his way back!
0
xamples
ws=
=
D5
(0] % lects Demonoire
@]
5 o There are many riches to be had in the dungeon of the demon. Are OPEN PRQ
al o you up to the challenge?
=0 e
0 =
20U
awn
@ Glokar
s
BEGINNER'S GUIDE TUTORIALS MANUAL
et Learn how to create your first game with Improve your Construct skills with helpful A comprehensive reference

Construct! tutorials in Construct

Click the New project button.
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New project X

Name New project

Choose

SD landscape 16:9
preset

Viewport size 854

Orientations Landscape

D Optimize for pixel art

Create ‘ Cancel

Construct 3

A dialog will appear asking for
some details

You don't have to change
anything, but you can type in
a name for your project if you
like (how about Starlink?)

Click Create
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New project - Construct 3

& C @& Scirra Ltd [GB] | https://editor.construct.net

vers| B

Layout

Name

Event sheet

Size

Unbounded scrolling

Effects

Add / edit

Editor

Margins

Show grid

Snap to grid

Grid size

Show Collision Polygons

Show Translucent Inactive Layers
Project properties

More information

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.
Copyright © 2019 Digital Schoolhouse. All rights reserved.

X +

Layout 1
Event sheet 1

1708 x 960

Effects

1000 x 1000

32x32

L Layout 1 X nt sheet

e.ashman

Mouse: (152, 232)

ukie ¢I‘2 PlayStation. SEGA @c":mm @UBISOFT

Active layer: Layer 0 Zoom: 100%
I

Create a new
project

A blank project window will
open like this

The main view in the middle of
the screen is the layout view.

This is the design view where
you create and position objects.

Think of a layout like a game
level or menu screen. In other
tools, this might have been
called a room, scene or frame
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X \< B Your License Access Coc X V ) Course: Computer Scien: X V c) Edil

1 [GB]

Your conversion Is ¢

ect

pany.appn:
"o Account P

PSS

example.co

vw.example

Scirra Store

Lt

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.
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B Yatish Parmar - You'

e -~ >

»))

X

B Al

B A level Floating poir

Save

Save as | 4 ‘ Cle
. a Sa‘

Preview

Remote preview

nnku 1~

ukie B PlayStation. SEGA Flee

Save your
work

Before you start making your
game its important to know
how to save your work

Click on Menu > Project > Save
As > Download a Copy

Download a copy will save into
your Downloads folder

This is may be cleared out each
evening - to save permanently

you must move your work into
your Starlink Folder

@ UBISOFT
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Home Share View
~ 1 R » ThisPC » Downloads v ¢ Search Downloads

2 Name Date modified

& OneDrive

Pacman.c3p 02/01/2018 11:27
& This PC

ke Desktop

l4 Downloads

}' My Documents

& My Music

& My Pictures

B My Videos

L System (C)

& Recovery (D)

< TOSHIBA EXT (G)

& eashman (\\ghfile01\staffhc
< Student Data Drive (I))

Drag and drop into
& AL AR ) Computer Science folder

< Applications Share (L))
& 10Ticks (M:)
& Student Shared Drive (S:)

& Teacher Data Drive (T:)
& Application Data Drive (U) , <

litem 1item selected 153 KB

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.

Copyright © 2019 Digital Schoolhouse. All rights reserved.

B~ Computer Science

v 1 ). « MyDocuments » Computer Science v ¢ Search Computer Science

B Name Date modified

& OneDrive

This folder is empty

& This PC

M Desktop

4 Downloads

}. My Documents
& My Music

Kk My Pictures

B My Videos
& System (C)

& e.ashman (\\ghfile01\staffhc

& Student Data Drive (I))

¥ All Art (K)

& Applications Share (L:)

& 10Ticks (M:)

& Student Shared Drive (S:)

- Teacher Data Drive (T:)

& Application Data Drive (U3) ,

0 items

Save your
work

To do this minimise your
browser window by pressing
the minus (-) sign on the top
right of the page

Open My Documents and go
to your Starlink folder

Open another My Documents
window and go to your
Downloads folder

Drag and drop your game file
into your Starlink folder

vkie LI PlayStation. SEGA ﬁﬁm%m @UBISOFT



uter Science 7 X  (C: Game Making Software - Constr X +

@ Scirra Ltd [GB] | https://editor.construct.net

» v ( Start page x

NY ALY

Open your
work

( :4 CONSTRUCTS

NEW PROJECT BB cLouDp B8 BROWSER q

Q Search .
Kiwi Story
The Kiwi Clan has sent little kiro to fetch gummi beetles, but he got
lost along the way! Help him find his way back!
Templates You will also need to know how
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SWITCH.

to open your wok

Beginner Examples

[ o)
(Ol

Intermediate Examples Demonoire

Click on File

There are many riches to be had in the dungeon of the demon. Are
you up to the challenge?

Advanced Examples

Tech Demos

A browse to file window will
pop up - go to your Starlink
folder and open the most recent
version of your game file (look
at the date modified)

Recent Projects

together with

Glokar ~

Useful links

BEGINNER'S GUIDE TUTORIALS MANUAL

@ DIGITAL
SCHOOLHOUSE

Construct.net Learn how to create your first game with Improve your Construct skills with helpful A comprehensive reference of all features
Construct! tutorials in Construct
Store Remember to save your work
E
omm regularly and don't forget to
Blog

00600

SHOWCASE

See a selection of what we think are some
of the best projects made with Construct.

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.
Copyright © 2019 Digital Schoolhouse. All rights reserved.

ARCADE

Play thousands of games all made in
Construct on the Scirra Arcade!

COMMUNITY

Get involved in the Construct community!

move your work from
downloads into your Starlink
folder at the end of the session
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Adding sprites and changing the
background
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ct - Construct 3 X +

@& Scirra Ltd [GB] | https://editor.construct.net

Menu B v or b Layout 1  (ERERURE castman @3

«crolling

a | Q Search
Layout 1 ¥ O Ne
Event sheet 1 v vOo
» 1708 x 960 (
YO
[

O

Effects o
O

P 1000 x 1000 [ ]
(]

(]

» 32x32 O
>

(b ]

n Polygons
cent Inactive Layers k XZ

s

hl

Mouse: (152, 232) Active layer: Layer 0 Zoom: 100% +
4 »

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.
Copyright © 2019 Digital Schoolhouse. All rights reserved.

Change
background

Now we are going to add a
background to our game

Double click a space in the
layout to create a new object.

(Later, if it's full, you can also
right-click and select Insert
new object.)

ukie ¢l‘2 PlayStation. SEGA @mﬁm @UBISOFT



act - Construct 3 X +

R e Change
background

Create new object type

Choose a plugin to create a new object type from:

General -
- °
s 2 & Q  am
9-patch Function Particles Shadow Sprite
ight X1

Tilemap

DO

I
=
b

=

n

ap

NINTE

Background

together with

m =B O 3

rich

Name ‘Array

Store an array of values in up to 3 dimensions.

Once the Create new

Help

@ DIGITAL
SCHOOLHOUSE

object dialog appears

Double click the Sprite object
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ct - Construct 3 X +

@& Scirra Ltd [GB] | https://editor.construct.net Ch

a | Q search
Layout 1 ¥ O New
Sl "= backgroun
P 1708 x 960 C
vO
«crolling
E
O
Effects o
O
> 1000 x 1000 (hm]
]
(]
P 32x32 + O
>
n Polygons
. k =
cent Inactive Layers

H View

1 Help
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The mouse will turnin to a
crosshair for you to indicate
where to place the object
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Click somewhere near the

Mouse: (152, 232) Active layer: Layer 0 Zoom: 100% + m id d Ie Of the |ayo ut

4 3
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act - Construct 3 x +

@ Scirra Ltd [GB] | https://editor.construct.net

Animations Editor: Sprite

Image Points | B0 hvﬂvxrum“tvév:bvc;v u.zﬂ‘@\e\o\BQ-mv
ne Number )(i'-* image from a file (Ctrl + O) | 25
Jin 0 ‘ o -
7
rd
720 IR A e
O
O
éﬁ
2
&
a8
=
Spr
Lot
Re|
Re
Pir
‘ N Mc

»
Inf

Animation 1 Frames (1)

Pointer: -276, -133 Size: 250x250 Export Format: PNG Origin: 125, 125

Change
background

The image editor now opens
for you to draw or import the
image

Let's import the background
image you saved from the
Resources folder

Click the folder icon to load an

image from your computer
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GOpen
« v
New folder

Organise ~

» @ Creative Cloud Fil¢

v & OneDrive - Ukie

> Content Develof

\m"\- =
Notebooks )

. © DSH-teaching-
> Starlink presentation-s
> Unity tarlink -

construct 3
v [ Ukie
> Curriculum Cont: .
v W This PC
) © Meteor
> 3 3D Objects
> m Desktop
> |2 Documents
> 4 Downloads
> b Music
» & Pictures ) Starfox

> @ Videos
> & Local Disk (C)

» OneDrive - Ukie » Starlink

bl i
¢ e
g

& DSH-teaching-
presentation-s
tarlink -
scratch 3

@ nested
selection

ST/RLINIC

BATTLE FOR ATLAS
@ starlink logo

© Armed Ship

© open file

construct 3

=]

( Drag and drop
into Comp Sci

Pl A“A »
W

@ ship

© save construct
3

File name:

X
v U | Ssearch Starlink o
- .amm Change
E v
background
<
. 2 Select a file to preview.
~] image Fies . Go to your Starlink folder
Cancel

200% | Pointer: -243, -139

4

Double click on Sonatus

Animation 1 Frames (1)

Size: 250x250 Export Format: PNG

(or single click, then click

open)

Origin: 125, 125

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.
Copyright © 2019 Digital Schoolhouse. All rights reserved.
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Animations Editor: Sprite

— > Change

Animations

Jor - = background

& -
7
e
/
=)
@)
oT
¥4 >
wb
= 2
zUN —_
= P8
=
2
.
% Name Animation 1
@]
S Speed 5
=
Loop J

Repeat Count 1

Repeat To 0
Ping Pong w
More

S Information oos

Animation 1 Frames (1)

@ DIGITAL
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o Click on the X in the top right

Size: 960x600 Export Format: PNG Origin: 480, 300 corner
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background

Sprite
(]

Sprite

» 4275, 242
Jess xsad
=
100%

[ ]a2ss5, 2552

Layer 0 v

DO

5
sk
r

2

[1)]

ap

0

NIN

0of1
1

ables W

Instance
variables

together with

Now you should see your

Behaviors

background object in the

Normal v

Effects layout

r Create

@ DIGITAL
SCHOOLHOUSE

Edit

Make 11 Click and drag it so it lines up
with the top left side of the

v
and height of this Mouse: (-188, 123)  Active layer: Layer 0
2 ‘ layout
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€ New project - Construct 3 X +

& > G & Scirra Ltd [GB] | https://editor.construct.net Cha n e
poperies > ||EVR NPV " Nauepar g

Object type properties I~

background
Global (] g

Plugin Sprite

Common ) 4

Position P 427.5,242

Angle 0°
Opacity 100%
ox Color [ 1255, 2552
n Eg Layer Layer 0 v
CJ:= Zelevation 0 Let's resize it to fit the
Z index 0of 1
_ uD : viewport
'E Instance variables v
5 Add /et stance Click on the background to
% Behaviors v .
S Add /edit  Behaviors select it
Effects v
Blend mode Normal v

The Properties Bar on the left

Add / edit Effects

4

Container

shows all the settings for the

No container Create

object, including its size and

Properties v

@ DIGITAL
SCHOOLHOUSE

Animations  Edit position
Size Make 1:1
Ir)i?ially 7 . .
visible ) Set its size to 854 x 480 (the
Initial
g teshi i Mouse(188.129 Adv - sjza of the viewport)
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ct - Construct 3 X +

@ Scirra Ltd [GB] | https://editor.construct.net

a | Q search
Layout 1 v 3 New
Event sheet 1 v v
d
P 1708 x 960 [
vDO
«crolling o |
(
v
Effects ]
(]
» 1000 x 1000 (hm}
J o
o D
P 32x32 O
n Polygons o E
>
cent Inactive Layers L]
(]
s View
1 Help

Mouse: (964, 175) Active layer: Layer 0 Zoom: 75%
« »

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.

Change
background

Let's survey our work

Hold Control and scroll the
mouse wheel down to zoom
out

Alternatively, right-click and
select View» Zoom out a
couple of times

You can also hold Space bar,
or the middle mouse button,
to pan around

ukie I Playstation. SEGA Flew @ vesort
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ct - Construct 3 X +

@ Scirra Ltd [GB] | https://editor.construct.net

Menu B oo b Layout 1 % eashman 3
( a | Q search

Layout 1 v O New

Event sheet 1 v vOo

d

P 1708 x 960 [

vO

icrolling o 4

[

v

Effects i

O

» 1000 x 1000 ]

(] [ ]

@ O

P 32x32 ()

n Polygons ) —

t Inactive L o >

cent Inactive Layers o

O
s View
1 Help

Mouse: (964, 175) Active layer: Layer 0 Zoom: 75%
« »

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.

Preview your
game

If you're impatient like me,
click the P Preview button in
the main toolbar

The preview window should
pop up showing your
background

ukie I Playstation. SEGA Flew @ vesort



ct - Construct 3 X -+

[ ]
@ Scirra Ltd [GB] | https://editor.construct.net P
o | B e >+ Y v R o ® review your

a | Q search
Layout 1 v 3 New
Event sheet 1 M vo ga m e
P 1708 x 960 E
crolling o i New project - Google Chrome = (] [
@ https://preview.construct.net/local/index.html| | v
Effects ]
O
» 1000 x 1000 (hm}
(] O
o D
P 32x32 ()
n Polygons 55 . E
cent Inactive Layers L] 5
m é s View
nN= Bl Help
: [
eb]
o e
=
ab)
o
gz
=0
0 =
XY
awn
Close the preview by clicking
Mouse: (204, -126)  Active layer: Layer 0 Zoom: 75% + on the X

< »

) ®
Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1IN 8JH. Uk'e PI S H SEM Warwickshi UBISOFT
Copyright © 2019 Digital Schoolhouse. All rights reserved. < 2 uy tutlon' = c;oumyc°un"g|



DO

5
sk
r

=

[1)]

ap

NIN

together with

@ DIGITAL
SCHOOLHOUSE

ct - Construct 3 X +

@ Scirra Ltd [GB] | https://editor.construct.net

s @ e > R e R o Change

a | Q search

Layout 1 v 3 New
Event sheet 1 v vo ac grou n
» 1708 x 960 E
icrolling o vo
[
vO
Effects i
O
» 1000 x 1000 ]
@ O
(] ]
b s2x32 O Before we continue, the
‘ O
e o B »m background should be locked
— O
s View
. Help As we create and move around
objects on top of it, it's easy to
accidentally select or modify the
background
Since we don't need to change
the background any more,
locking it makes it unselectable,
so it won't get in the way
To lock it, right-click on the
Mouse: (964, 175) Active layer: Layer 0  Zoom:75% baCkgrou nd

< »
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act - Construct 3 X e

@ Scirra Ltd [GB] | https://editor.construct.net

B v 8 -~ > R o ERTETR

y a

properties

Sprite

.. Change

(]

Sprite

> 427, 241
» 854 x 480
o
100%
[ ]a2ss5, 2552
Layer 0 v
0
0of 1
=

ables

Instance
variables

Behaviors

Normal v

Effects

-

Create

<

Edit
Make 1:1

v

Animation1 ¥

0 hdl K

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.
Copyright © 2019 Digital Schoolhouse. All rights reserved.

Edit
Insert new object

Add

Z Order
Align

Lock

© View

Edit event sheet

}( Cut I_D Copy

Clone object type

i Delete

Q Find all references...

0 Help

background

Click on Lock

» Lock selection

(If you do want to change it
later on, simply right-click and
Mouse: (532, 384) Active layer: Layer 0 Select Lock> Unlock a”)

ukie B PlayStation. SEGA ﬁﬁm%m UBISOFT



act - Construct 3 X e

. [ ]
@ Scirra Ltd [GB] | https://editor.construct.net Ad d S rlte

a

properties
Sprite2
(]
Sprite
» 435,398
» 224 x 154
.
100% . .
- I We will now add a ship as
@g :ayero 3 a Sprite object
z(ﬂ
10of2
ws
wé ables
gg e Sprites simply display an
[«b]
y e image, which you can move
<8 about, rotate, resize and
t I Normal v 0 -
tapg Em optionally animate
r Create
S
Make 1:1 Games are generally
4]
composed mostly out of
Animation 1 ¥ Mouse: (477, 380) Active layer: Layer 0 Sprite Objects

0 hdl
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Search Starlink

M » OneDrive - Ukie » Starlink v O
New folder
Zloud Fil¢
- Ukie s Ei% Ara-
: Develoy =] -
oks - -
&) DSH-teaching- @ DSH-teaching- @ Armed Ship © character © Drag and drop © Explosion
presentation-s presentation-s into Comp Sci
tarlink - tarlink -
construct 3 scratch 3
um Cont - EE| B L
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Origin: 125, 125

Add sprite

The process is the same as
adding a background:

Double click to insert a new
object

Double click the Sprite object

When the mouse turns to a
crosshair, click on the layout to
place it

The image editor pops up. Click
the Load image button, and
double click to add the ship

Close the image editor

@ UBISOFT



act - Construct 3 X e

! [ ]
& Scirra Ltd [GB] | https://editor.construct.net Move S rlte
Menu| B v~ > v L (EETRETTR) &= p

a

properties
Sprite2
(]

Sprite

» 435,398
> 224 %154
o
100%
[ ]a2ss5, 2552
Layer 0 v
0

10of2
3

ables

Instance
variables

ey
=
b=
[
5]
<
=5
o8]
=)
o
=

Behaviors

Normal v

Effects

-

Create

[11]
(7))
=
(o)
5
-l
(o)
EO
U
awn

m
=3

Make 1:1 To move your sprite click and

v

drag it down to the bottom

Animation1 ¥

( Mouse: (477, 380) Active layer: Layer 0 ce ntre Of th e screen

0 hdl K

L[] ®
Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH. Ukle PI S H S'Em ickshi UBISOFT
Copyright © 2019 Digital Schoolhouse. All rights reserved. < 2 uy tutlon’ = CoumyCoun';



act - Construct 3 X e

, [ ] [ ]
@ Scirra Ltd [GB] | https://editor.construct.net ReSIze s rlte
Mew B v > v N < EETRETTR =T p

a

properties
Sprite2
(]

Sprite

* 435,398
* 224 x 154
0°
100%

[ ]a2ss5, 2552

Layer 0 v

DO

5
sk
r

=

[1)]

ap

0

NIN

10of2
3

ables

Instance
variables

together with

To resize a sprite click and
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Create new object type

Choose a plugin to create a new object type from:

Q Search

Sprite Tiled Tilemap
font Background

Input

. O 3

Gamepad ouse

Media XZ
O = & ¢

Audio Game Geolocation Speech
recorder recognition

9
0
Speech

synthesis

Name |Keyboard
Retrieve input from the keyboard.

Help

‘ Insert ‘ Cancel

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.

Copyright © 2019 Digital Schoolhouse. All rights reserved.

uvkie

Program
sprite

Our ship is going to move by
pressing the arrow keys

To make your game able to
take keyboard input you need
to add the keyboard object

Double-click in a space (this
can be anywhere since the
background is locked) this
time, select

the Keyboard object

Now all layouts in our project
can accept keyboard input

L2 PlayStation. SEGA Fhewn: ©) vesorr
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Behaviors

Now we are going to add the

Normal v

Effects behaviours that will make

-

— your ship move right and left
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/" Edit

+ Insert new object

Add » |+ Instance variable..
T + Behavior...
o2, Timeline
+ Effect..
= Z Order 4
Align >
Lock >

View

Edit event sheet
}( Cut ||_:] Copy

Clone object type

B Delete

Mouse: (847, -102) Active layer: Layer 0  Zoom: 75%
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Program
sprite

Click on Add

Then click on Behaviour
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Jump-thru: A solid the Platform behavior can also jump on to from underneath.

Help ‘ Add ‘l Cancel
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Double click on 8 Direction
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Object type properties
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Directions
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Default controls
Enabled
Wrap
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8Direction: Moves an object up, down, left, right and on diagonals.
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Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.
Copyright © 2019 Digital Schoolhouse. All rights reserved.

Mouse: (-215, 301)

ukie P PlayStation. SEGA

Active layer: Layer 0 Zoom: 75%
|

Program
sprite

In the properties bar on the
left

Set:

Directions to Left & right

Set angle to No
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i 55 4_|200 § ; | the right and left arrows on
on 600
ﬁg o [500 your keyboard
— : Left & right v
9 0 No v
awn 2
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@ Your ship should move, if it
et doesn’t go back a few steps
and make sure you have
Normal ¥
Effects Mouse: (151, -143)  Active layer: Layer 0 Zoom: 75% Completed everything
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Normal v

Effects

Create
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Animation 1 v

‘ Mouse: (372, 829) Active layer: Layer 0 Zoom: 75%
Help
v I »

Add sprite

Next we will add the meteor
sprite

Double click to insert a new
object

Double click the Sprite object

When the mouse turns to a
crosshair, click somewhere in
the layout

The image editor pops up. Click
the Load image button, and add
the meteor

Close the image editor

You should now see the meteor
in the layout!
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Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.

Copyright © 2019 Digital Schoolhouse. All rights reserved.

Mouse: (626, -3)

Active layer: Layer 0  Zoom:75%
4
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Q Ssearch
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¥ 3 Layou
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¥ 3 Event
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¥ [ Object
B3 ke
My Sp
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3 sound
3 Music
3 video:
3 Fonts
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Move and
resize sprite

Now we will move and resize
the meteor sprite

Click on the Meteor and move
it up above the ship sprite

Use the Shrink tool to make it
smaller

(if you can’t remember how
to, ask a friend or go back to
move ship and resize)

vkie LI PlayStation. SEGA — @UBISOFT
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Test your
game

Test your program again

Click on the », your meteor
should fly across the screen

But we need it to fall down ...
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Origin: 112, 77

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.
Copyright © 2019 Digital Schoolhouse. All rights reserved.

'Warwickshire
County Council

ukie P PlayStation. SEGA



act - Construct 3 x +

[ ]
@ Scirra Ltd [GB] | https://editor.construct.net An I mate
Animations Editor: Sprite2
O acaa e -@- S rit

Color palette DDava‘r\vﬂvXI_DD“hv%v:_’)v(":v

Thickness E| 5 ‘ ‘ Opacity E|1 ‘ |#/ Smooth

DO

SWITCH.

[ o)
(Ol

NIN

o | % © 00NN NQ

=
=
= -
5 H
T -
e
= Inc
ab)
@]
S Du
=
i Mc
""""""""""" Inf

-

Click on the line tool and
. . , select a suitable colour for

@ DIGITAL
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your lasers
Red: 72
Green: 236 y .f‘ Ay / .{. \. \
Blue: 1 w w . .
Alpha: 255 . 1 Draw lines to make the ship
H_ﬂ . . . . . .
Pointer: 277, 77 Size: 224x154 Export Format: PNG Length: 63px - Angle: 249° look like it is flrlng Its wea pons
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r.construct.net or Y G

Animate

Animations Editor: Sprite2

Animations

DoB@ ' N o~ XOO A-<4-9-¢ 0 aaaNe B °
" Size B 7 ‘ Hardness B1 Opacity E1 ‘ ] Smooth Sprlte
0 -
7
/
R B B B E R EEE BRI E R E EE RN
O
b
¥
4 q -ﬂf"l il bk
A —
W= :‘ H I#:'
=
2
o % ________ Name Animation 1
: %D Speed 5
J s# Loop o
& o Repeat Count 1
_— : Repeat To 0
9 0 Ping Pong o
awn " More . .
: ' omaton HeP To stop the animation from
Animation 1 Frames (2) . .
@ automatically playing
P’
0 1
Size: 224x154 Export Format: PNG C"Ck on AnimatiOn
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Animations Editor: Sprite2

Dmava‘hv“vg(rﬂm“hvév:»vc;v 1:Irv|‘7' QQQB\’/VEV Animations

[ ]
i" Size E 7 ‘ Hardness E1 ‘ Opacity E1 ‘ | | Smooth B Animation 1 Sprl l e

7’

7/

O

O

.

d

.@.
c Ja
5=
2
.
% Name Animation 1
5 CEN

pee -
S
Loop o

Repeat Count 1

@ DIGITAL
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Repeat To o]
Ping Pong [}
-
. 3 More el
Information neR
Animation 1 Frames (2)
o .M

w w Speed: The speed of the

animation in frames per second.
0 1 This can not be greater than the
game's framerate, usually 60.

Size: 224x154 Export Format: PNG Set th e Speed tO O
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ct - Construct 3 X +

@ Scirra Ltd [GB] | https://editor.construct.net P
8 e e — = rogram

rroperties = A Qsearch
Sprite3 v 3 New 4
" sprite
Sprite - DE
P 36,288 . DE
P 120x 108 i
0°

100%

[ 255,255,255 [}
nga Layer 0 v D .
IS 0 g Now we are going to program
z\n 20f3
y g our ship so the game switches
- ibles . . .
0 e g to the firing version of our
gg . ship sprite when the space
a enaviors
» 55 key is pressed
Normal v
23 e
" =
54 o=
» In Construct 3 we use events
@ — to program our sprites
on Animation 1 v
0
ons 4]
= Help Mouse: (372, 829) Active layer: Layer 0 Zoom: 75% CIiCk On Event Sheet 1
i vid e — »
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act - Construct 3 X <+

& Scirra Ltd [GB] | https://editor.construct.net Pro ram
BT v 8 -~ > TR cee ) g

properties

[ ]

Sprite3

Sprite
» 39,267 .

This is an empty event sheet
* 120 x 108
To start adding events, click Add event in the top-left corner of this view. You can also double-click or double-tap in a
0° space. Alternatively you can bring up a menu by right-click or tap-and-hold or clicking the Add... link in the top-right.
100%

Events are run from top-to-bottom once per tick (i.e. at the framerate), typically 60 times a second. An example event is
|:| 255, 255, 2 shown below. The conditions are on the left and the actions are on the right. The actions only run when the conditions
are met. The margin can be used to select or modify the whole event. For more information see How events work.

Layer O A
0 Margin Conditions Actions
3 of 3 mr r ]
= = Bullet On collision with <4 Monster <& Monster Destroy
4
&= Bullet Destroy

ables

Instance
variables

together with

Behaviors
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Animation1 ¥ C||Ck on Add event
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Add condition X Progra m
Pick an object to create a new condition from: Q Search Sprite
/I N
System Keyboar Sprite Sprite2 Sprite3
X

(D

Zm

W=

n=

3:

s

g
<9
3
XY
awn

Cancel Help Next

Double click on Keyboard
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& Add 'Keyboard' condition

Program

On key pressed: Triggered when a keyboard key is pressed. Q. Search o
Key codes p
E&E Key code is down =+ On key code pressed

= On key code released

- Keyboard

&N - ,

= E& Key is down -+ On any key pressed
0

= On any key released = On key pressed ‘

= On key released

together with

@ DIGITAL
SCHOOLHOUSE

Cancel Help ‘ Back H Next

Double click on On key

pressed
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Program

r [ ]
& Parameters for Keyboard: On key pressed X Sprlte
Key: Choose a key. Note that international users and users on different
operating systems or devices may not have the same keys available.
o Key ‘ Space ‘
&N -
=F
Ll =
=
= ©
03
s
<9
c¢
Qv
awn
@ ‘ Cancel ‘ Help ‘ Back ‘ ‘ Done *

Add Space key and click Done

° ®
Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH. Ukle PI S H S‘:m ickshi UBISOFT
Copyright © 2019 Digital Schoolhouse. All rights reserved. < ?. uy tutl0n° &= OourWCoun'dl?
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@& Scirra Ltd [GB] | https://editor.construct.net P
Menu B oo b Tayout TR vt sheet 1 % e ashman @8 rogram

rroperties Q sSearch

- EEKeyboard On Space pressed Add action ®
Keyboard k ¥ O ne
Keyboard vOo

a Help E
vO

[

vy

E

r oma

ceCpoCCoOoC

ey
=
b=
[
5]
<
=5
o8]
=)
o
=

The parameters window will
close to take you back to the

[11]
(7))
=
(o)
5
-l
(o)
EO
oL
awn

events tab

Click on Add action
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Add action Progra m
Pick an object to create a new action from: Q Search Sprite
- /I N
o S R AR
System Sprite Sprite2 X 25prite3

<
=

5
sk
ez
z(ﬂ

[ o)
(Ol

together with

@ DIGITAL
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Cancel Help Next

Double click on your ship
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pa Add 'Sprite2' action Prog ra m

Set frame: Set the current animation frame number. Q, Search

sprite

Angle
i Rotate clockwise s Rotate counter-clockwise
«# Rotate toward angle <% Rotate toward position
<& Set angle = Set angle toward position
ox
= Animations
Zm
B Set animation Set frame R
W=
T E B Set repeat-to frame Set speed
gg W st
IB art Stop
@]
aF@”
< (o) Appearance
=0 " "
6 ~ Set blend mode <= Set color
-
awn fx Set effect enabled Set effect parameter
@ i Set flipped e Set mirrored

Cancel Help Back H Next

Double click on Set frame
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Program
& Parameters for Sprite2: Set frame Sp rite

Frame number: The animation frame number to set (0-based).

Frame number L1| k

o 2 abs
¢ acos

W=

g% Q angle

gfg o anglediff

-
2'8 Q anglelerp
[
65 £ anglerotate -
awn - . :
@ ‘ Cancel ‘ Help Find Expressions ‘ Back ‘ ‘ Done ‘

Set to frame 1
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Program
& Parameters for Sprite2: Set frame Sprite

Frame number: The animation frame number to set (0-based).

Frame number |_1|

[ o)
(Ol

oT
g
(8]
sk
e
z\

Tk
=
= ©
0z
s
J -+
ﬁg £ anglelerp
0 =
gg ¢ anglerotate -
@ ‘ Cancel ‘ H_e-I_p Find Expressions ‘ Back ‘ ‘ Done*

Click Done
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ES - b

ttps://editor.construct.net o vy G :
Menu B o b oG R Eventsheet 1 x e ashman @ rogram

. A Q Search
- EBKeyboard On|Space pressed st SPrite2 Set animation frame to 1

soard ¥ [ New project e
yoard v O Layouts S p rlte
N EI Layout 1
¥ [ Event sheets
Event sheet 1
¥ [ Object types
E= Keyboard
Wy Sprite
e Sprite?
@ Sprite3
3 Families
3 Timelines
3 sounds
33 Music
3 videos
3 Fonts
> I icons
3 Files

ey
=
b=
[
5]
<
=5
o8]
=)
o
=

[11]
(7))
=
(o)
5
-l
(o)
EO
oL
awn

The properties window will
close and your event should
look like this
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nstruct 3 X +

Scirra Ltd [GB] | https://editor.construct.net :
Menu @ v o > (EEREEMTEORAR eventsheet 1 x| e=o es your

ties Q Search

-+ EEKeyboard On | Space | pressed i Sprite2 Set animation frame to 1
Keyboard ¥ 3 New proje
Keyboard v O Layou ga m e
Help Elta

¥ [ Event
1 New project - Google Chrome = m] X Ew

@ https://preview.construct.net/local/index.html ¥ [ Objec
B ke
o sp
)
® 5P
3 Famili
O Timeli
3 sounc
3 Music
3 video .
B3 Foars Now test your program. Click
> I icons
03 Fies on the P, then press the

DO

5
sk
r

=

[1)]

ap

NIN

- -

" -
\ I
LR | -
.

together with

space bar on your keyboard
and check that your ship fires
its weapon and then it goes
off

3
——

r

(R " \

@ DIGITAL
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Oh no, the lasers stay on once
set off!
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Program
sprite

or - & Keyboard On | Space | pressed e SpPrite2 Set animation frame to 1
&N -
<+ EE Keyboard On | Space  released e Sprite2 Set animation frame to 0

together with

Add a second event like this

@ DIGITAL
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(go back and follow the
previous steps if you get
stuck)
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3 X +

1 Ltd [GB] | https://editor.construct.net est Ou r
Mew B =~ > - (TR Centsheet ) A— I

: S Q Search
- EZKeyboard On|Space pressed ~a Sprite2 Set animation frame to 1

°s  game
Keyboard hd =1

- E&BKeyboard On Spacé released e Sprite2 Set animation frame to 0 i

vy
- New project - Google Chrome = m} X E

& https://preview.construct.net/local/index.html vy

DO

[
o
o Now test your program again
[ )
Dv
(=
>l
O

I
3}
b
=
n

i

NIN

together with

Click on the », then press the
space bar on your keyboard
and check that your ship fires
its weapon and then it goes
off

@ DIGITAL
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Phew, they go off now!
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ct - Construct 3 X +

@ Scirra Ltd [GB] | https://editor.construct.net

Menu B =

roperties

ibles

on

e.ashman @ Project

- a | Q search
Sprite3 v O New
O v
Sprite E

vO

b [
36, 288 v

P 120x 108 1
0°
100%

[ 255,255,255 D
Layer 0 v ]
0 O
20of3 O
7 O
O

>l

Instance variables D

Behaviors

Normal v

Effects

Create

Edit

Make 1:1

L4

Animation 1 v

0
4

|I
N
©

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.
Copyright © 2019 Digital Schoolhouse. All rights reserved.

Mouse: (372, 829)

ukie P PlayStation. SEGA

Active layer: Layer 0 Zoom: 75%
»

Animate
sprite

Now we need to make the
meteor explode if it is hit by
the ship sprite’s lasers

We do this by adding a second
frame to the meteor sprite
which the sprite changes to
when a collision with the ship
sprite is detected

Double click meteor sprite to
open the animations editor

Warwickshire
County Council

@ UBISOFT
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SWITCH.
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(Ol

NIN
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act - Construct 3 x +

@ Scirra Ltd [GB] | https://editor.construct.net

Animations Editor: Sprite3
o@D « ~ XBM A< ¢ -, Q@A Ne @B
Size H 7 Hardness E1 ‘Opacity E|1

Color palette

‘ ] Smooth

»

o % © 00 N[NNI

Na

Spr
Lo«
Re
Pin
Mc
Inf

Animation 1 Frames (1)

Red: 113

Green: 254
Blue: 70

Alpha: 255 0

A

Pointer: 216, -60 Size: 120x108 Export Format: PNG
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ukie P PlayStation. SEGA §)wree:

Animate
sprite

Right click in the space next to
frame O at the bottom in the
frames bar
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act - Construct 3 x +

[ ]
@ Scirra Ltd [GB] | https://editor.construct.net An I mate
Animations Editor: Sprite3
O aeaa e @ S rit

Color palette DDBI{B‘K‘\'“'XFDD“hv%v:b!(’.}v

" Size H 7 ‘ Hardness E1 ‘ Opacity E|1 ‘ [ ] Smooth

e WO O0DONNNS

-
5,1 =
z -
D5 []
e

o o Na

: (@] : i Spi

s a a F
-l o Lot
< o i Re|
£
-— : Re|
9 0 rD Duplicate Last Pir
Q n «* Reverse Frames T M

1 ’ Inf
@ 'EI Import Frames > Animation 1 Frames (1)
Red: 113 $: Thumbnail Size P
Green: 254
Blue: 70 .
Alpha: 255 . Click Add Frame to add a new
RGB - HSL - HEX
Pointer: -86, 183 Size: 120x108 Export Format: PNG blank frame
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[ ]
& Scirra Ltd [GB] | https://editor.construct.net An I mate
Animations Editor: Sprite3
b aaaq Ne&-@B- S rit

Color palette Bmava‘r\vdvx@D“Bv%v:_‘)vc:v

i Size El 7 ‘ Hardness E1 ‘ Opacity E|1 ‘ [ Smooth

o -
7
,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,
/
O
(@]
- 1%
Vi
&
M A
n= -
3z |
s
)4
<0
|: g ______________________________
Y]
awn -
@ Animation 1 Frames (2)
Red: 113
Green: 254 . k
plue: 170 Click on the blank frame to
Alpha: 255 0 1
| FeR e : select it
Pointer: -55, 180 Size: 120x108 Export Format: PNG
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act - Construct 3 x +

@ Scirra Ltd [GB] | https://editor.construct.net

Animations Editor: Sprite3

B0 XA O A€ DG By @aaNe-@r
si L mage from a f\‘lelr(CtrI + O)P Merhes E 1 ‘ Opacity E| 1

‘ ] Smooth

Color palette

o %O 00NNNQ T

-~

Inc

Du

Mc

.............................. lnﬁ

q »
Animation 1 Frames (2)
Red: 113
Green: 254
Blue: 70 .
Alpha: 255 0 1
RGB - HSL - HEX

Pointer: -132, -76 Size: 120x108 Export Format: PNG
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Animate
sprite

Click on Load image

Select the Explosion from
your Starlink folder
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tor.construct.net o ¥ G
~

Animations Editor: Sprite3

DoB' D wr~ XOO LS

°
= Animate
u.zz‘qe\qugvmv Animations .
£ size |5 _ Hardness B Opaci B moo B Animation 1 t
A 7 ‘ 1 pacity 1 ‘ ) Smooth ‘ Sprl e
/s

Animation 1 Frames (2)

Ry .
O
@)
CD>:|: én
=H |-
> e
<
TTES i
0> As with the ship sprite, we
Q . .
O_E Name Animation 1
I3 | | - ] need to prevent the
:tl 6'“ Loep - ' : animation from automatically
Repeat Count 1
t o Repeat To 0 playing
o : Ping Pong &
- .
n m : 2 :\:gremation Help

Click on Animation

1.
. Q Speed: The speed of the 2 Set the Speed to 0

animation in frames per second.

0 1 This can not be greater than the 3. Close the animations

game's framerate, usually 60.

Size: 120x82 Export Format: PNG ed |t0 r
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Starlink

Programming the meteors to
explode
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- @ Sprite3

On collision with ==
Sprite2

Digital Schoolhouse, 18a Blackbull Yard, 24-28 Hatton Wall, London EC1N 8JH.
Copyright © 2019 Digital Schoolhouse. All rights reserved.

@ Sprite3

Q System

@ Sprite3

Set animation frame to 1
Wait 5 seconds

Set animation frame to 0

Program
sprite

Now we need to add the
event that will trigger the
explosion

Create this event in your
events tab

Now test your program to
make sure the meteor
explodes when shot and then
resets in time to fly across the
screen again

The lasers work but the
meteor explodes whether you
press them or not ...

ukie P PlayStation. SEGA @c":mm @UBISOFT



Program
sprite

On collision with =

- Sprite3
® P Sprite2

ox
g
(§]
sk
ez
z\

[ o)
(Ol

~ie SPrite2 Animation frame = 1

together with
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Add a second condition by
right clicking under the 1%t one
that checks that the laser

animation frame is visible
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iter Science 7 X € New project - Construct 3 X +

@ Scirra Ltd [GB] | https://editor.construct.net [ I t
Menu @B v v P~ ayout 1 X'| Event sheet 1 X e.ashman @& es you r

s . - B Keyboard On E\ pressed e SPrite2 Set animation frame to 1 L Search
Sprite3 V & New
u =» EKeyboard On | Space | released e Sprite2 Set animation frame to 0 v DEL ga m e
Sprite o B
+ g Sprite3 On collision with == @ Sprite3 Set animation frame to 1 E
410,-26 1 New project - Google Chrome - =] X vy[@c
120108 @ https://preview.construct.net/local/index.html E
90° =
100% ” .
5,255,255 ‘ Now test your program again
Layer O v OrF
0 or
2of3 2°  Clickon the » and make sure
4 O
ws o.  the meteor explodes when
m g Instance variables . .
gg shot and then resets in time
o to fall down again
49"
0
8
05 | Change the settings and
awn " positions as you need
5.
Viewport v
Behaviors
) You have now completed the
[ basic game
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Challenges
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) 0 | m Challenge 1

. ¥ [ Layouts
=] Layout 1
¥ [ Event sheets
Event sheet 1
V¥ [ Object types

3

For this challenge you are going

) Audio
‘ B Keyboard to add sound effects to your
o $ M Sprite game
= :
: witen Sprite2 . )
- p"_ ) First you will need to add the
@ Sprite3 .
5’15 03 Families sound file to your game
=
: 5 D Sou=s- ’ . . A
g% Add audio object to layout view
(@}
\
:tl 6,3 03 vid B3 Add subfolder Right click on sounds and click
l:g O For‘ Expand/collapse > on import sounds
o > B col
=0 : :
awn 0O Filq @ Help on project files = Click Import Audio
@ Go to your Starlink folder and
Y@ Layero ¢ double click on ‘Primed for
battle.mp3’
Click Import
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Challenge 1

For this challenge you are

%é going to add sound effects to
0
- ¢ System On start of layout %) Audio Play Primed for Battle looping at volume 0 dB (tag "") your game

W =

=

= ©

03

s 1. Go back to the events
<9
< sheet and add the
05 following event
awn

Find some other suitable
sound files and add them to
your game
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Add behavior X
Choose a behavior to add: Q, Search Cha I Ienge 2

Movements
o3 Y 4 W R
ey \ I\ o %
8 Bullet Car Custom Pathfinding
n‘;’a Direction
iE
=
z\
- u
8 X C N b
I
gg Physics Platform Rotate Sine Tile
L § movement
49"
3:
00 Q
awn
@ Turret
8 Direction: Moves an object up, down, left, right and on diagonals. Program the ship to move
around the screen using the
Help Add Cancel

arrow keys
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Challenge 3

oT
g
(8]
sk
e
z\

[ o)
(Ol

together with

@ DIGITAL
SCHOOLHOUSE

Add a character who says how
to play the game at the
beginning
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<
=Y

5
sk
e
z(ﬂ

[ o)
(Ol

together with

@ DIGITAL
SCHOOLHOUSE

- E&E Keyboard On | Enter  pressed
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Challenge 3

i Sprite4 Destroy

SpriteFo... Destroy

Sprite5 Destroy
Add code so that the user has

to press a specific button to
start the game

This event will give you some
clues on how to complete this
challenge

ukie P PlayStation. SEGA @&mm @UBISOFT



ey
=
b=
[
5]
<
=5
o8]
=)
o
=

[11]
(7))
=
(o)
5
-l
(o)
EO
oL
awn

- @ Sprite3

sl Sprite2

- ¢ System

¢ System

On collision with =se=

Sprite2

Animation frame = 1

On start of layout

Every tick

@ Sprite3

¢ System

@ Sprite3

iT Text

o) Audio

T Text
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Challenge 4

Add a scoring system to the

Set animation frame to 1 ] .
, game — this will get you
Wait 5 seconds

Set animation frame to 0 started:

Add T to score

Play Primed for Battle looping at volume 0 dB (tag "")
1.  Add the text object to

Set text to "Score: " & Text.score your layout

2. Rightclick on it and add
an instance variable
called score with an
initial value of 0

3. Inthe event sheet add
the following to your
events
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Challenge 5

- ¢ System On start of layout %) Audio Play Primed for Battle looping at volume 0 dB (tag "")
@ Sprite3 Set position to (random(0,250), 0)

ey
=
b=
[
5]
<
=5
o8]
=)
o
=

Get the meteor to appear at
random places and move in

random directions

[11]
(7))
=
(o)
L
-l
(o)
EO
oL
awn

Use this event as a starting
point
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88

Well done!

You are now ready to join us in the

Battle for Atlas
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