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Motion Control
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Pen Variables

| when _  clicked
set score |to [
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if on edge, bounce
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move m steps
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change score }by m
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change score :bya

go to x: gy v: m
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change x by ' xi-184 4150

change y by
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[ direction
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r"3TutnriaI2.|:nmjec:t.gn1x - Free Edition (v1.1.676) - [Room Properties: room0]
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Sprites
Sounds
Backgrounds
Paths
Scripts
Fonts

Time Lines
Objects
obj_wall
('“) ob_apple

obj_music
obj_banana
&% obl_strawbemy

% obi_chermy
= Rooms
= rooml
Included Files
Extensions
R Game Information
Global Game Settings

| I. |Snap§: 32 |SnapI: 32 IEE&I ] | -0 B

| @ | Targst [SteamwioRksHOP [+ ]] | Pla | | WORKSHOP

backgrounds yiews physics
objects zeftings tiles

@ Scale X
& Scale ¥

Rotation

Alpha

Calour -
Object to add with left mouge: W Flip =

= e

[relete underlying

Left mouse buttan = move/add
+ <Aty = no shap
+ < Shifty +<Chrl> = add raultiple
+ ¢ 5hifty = Select multiple
+ <Chl> = add
+ ¢5Spacer = ool room
Right mouze button = menu
+ < 5hift> = delete all
+ <Chl> = delete
Middle mouse button = scrall

Press C to highliaht obiects with careation code

Entering main loop.

05 has raised a pause event
Fause event has been registered for this frame

minFPS, maxFPs, avaFPS
f62, 2732, 1965

Game maker

(Compile finished: 6:50:28 AM

Tutorial
Page 11 of 15
More Fruit

Let us now add some variation to the
game by including other types of fruit.
Because the steps are the same as
before we only describe the global
details. The sprites for the fruits are
already there so we don't need to add
them anymore.

Add a new object (click the green
ball). Give it an appropriate name and
give it the banana sprite. This one is
going to be a bit more difficult to click
on. Add the Create event and in it add
the action to move in a fixed direction.
Only select the diagonal arrows and
give it a speed of 12.

Add a Collision event with the wall
object and it in add the action to
bounce, just as before. Next add the
Mouse event for Left pressed. In it
add the action to let the object jump to
a random position. Add the action to
set the score (from the score tab) with
avalue of 100 (this is a more difficult
fruit so you should get a higher
score), and dont forget to click the
Relative box to add the value to the
score. Finally add the action to play a
sound (from the main1 tab) and play
the click sound.

In the same way add an object for the
cherry and for the strawberry. You can
give them different speeds and
corresponding  higher  or  lower
scores. If you find this all a lot of work,
you can also right-click on an existing
object and select Duplicate. This
creates a copy of the object. You can
now change the name and sprite, and
change the values for the different
actions (by double clicking on them).

I I Insert Object

Clase Prewvious
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Learn real’ coding.

Write code. Catch bananas. Save the world.
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ann StencylWorks - Unnamed Racing Game

Behaviony Bachground Properties

Basic Car Crate  Checkpoint

Skid marks

emBoxs . HtemBoxs

e

StencylWorks - A Secon ‘ . temBoxs

No Coding 7" Preview Code Problems
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i
setx to x of mouse for[Self -

setyto y of mouse for [ Self

camera to [ Self

Make it follow the mouse when the
P A button is pressed down.

Position
x of [ Self ]

y ot [Seif 7]

Change Position
set x to @ for [ Sel
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Center Position
x-center of [ Self * |

y-center of [ Self
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Basic Behaviors [ Accelerate
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&3 Change Image
3 Change Scene

Accelerate (Persistent Behavior)

Specify the speed and direction (angle) of acceleration of an
actor. Best usad in a rule that checks for a keyboarnd event Note: If
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ADRIFT

Adventure Development & Runner - Interactive Fiction Toolkit

Welcome Guest

PoruLar GAMES

The FK Girl
The Fortress of Fear
All Through the Night
The Warlord, The Princess & The Bulldog
the virtual human
IL GOLEM { italian }
Ghest Town

Give Me your Lunch Maney 2010

Top Hat
In The Claws Of Clueless Bob

Latest Forum PosTs

how do you let your player know that the game is over?

The Writing Challenge Rebom

WARIABLES WITH RANDCM NUMBER ASSIGNMENT
“Crappiness of C - .
Developer Progr
Coeford IF meetu
HAPPY BIRTHD

How to make x &

Who first?

Conversation Iss

The House Hust

A Day At The O

Free Roam v1
The PK Girl
My Scheol Soci

the House

Adrift

Home | News@® | Screenshots | Download | Games @

» What is Interactive Fiction?

Forum

Help

Links

Register | Login

Interactive Fiction (formerly referred to as Text Adventures) are a cross between reading a book and playing a game, where you control the main
character. Rather than reading the story from start to finish, you interact with everything by typing commands at a prompt, discovering things as you
go along. Well written games give you, the player, the impression that anything you type is understood by giving a sensible and meaningful response.
Indeed. part of the fun of playing interactive fiction games is discovering responses to things you didn't expect to have been catered for.

Most interactive fiction follows the same basic rules - these include walking from location to location using compass directions (north, east, south-west
etc). You can normally pick objects up, drop them, put them on things, talk to characters, push things and much more. This handy sheet for

beginners explains many common commands used in games.

» How do you create Interactive Fiction games?

There are several different systems for creating interactive fiction. All have their advantages and disadvantages. However, all of the alternatives

require you to do some sort of programming.
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¥, Download
b 1.4.1, for Windows and OS X

Twine is an open-source tool for telling
interactive, nonlinear stories.

fa Try The Preview

2.0 preview, for modern browsers

You don't need to write any code to create a simple story with Twine, but
you can extend your stories with variables, conditional logic, images,
CSS, and JavaScript when you're ready.

Twine publishes directly to HTML, so you can post your work nearly
anywhere. Anything you create with it is completely free to use any way
you like, including for commercial purposes.

I- Wiki

tutorials, documentation

Twine was originally created by Chris Klimas in 2009 and is now
maintained by a whole bunch of people at several different

Q’ Forum
repositories. ®

get help, share your work

B My First Story (100%) - Twine
File Edit View Story Help

@ Lo a

Twine has been used to create hundreds of v

m

The dooris made of
solid oak

You're safe for
now...

The worldis full of
monsters!

Twine
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[ript for the Ren'Py demo game, Execution stars at

rs and images used throughout the game can be found
F ' |(’(’ n ons can be sét in options.rpy.

My name is Eileen, and I'm here to demonstrate some of the features
of the Ren'Py visual novel engine.

i mwsic playing
o

€ "Hi, and welcome to the Ren Py demo game,”
show eileen happy
¢ "My name is Bleen, and 'm here to demenstrate some of the features of the Ren'Py visual novel

Change Project # Show the editor button, which Is defined in edtor.my
Select Project § show_editor_button = True

¢ "See that bunon In the upper-right camer of the screen?

€ "It shows where we are in the soript. You can click it, and we's try to open the file in a text edna
2 7It's an easy way 10 see how you can use the features I'm showing off.”

¢ "We'll only show It for code that's imended 1o be easy to understand.”

(renpy.none UTF-8Y)- - - - UG
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[i3 Sample — RPG Maker XP
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“If we teach today as taught yesterday
we rob our children of tomorrow”
John Dewey




