FLASH CLASSROOM TUTORIAL—MAKE A DODGE-EM GAME FOR YOUR MOBILE IN FLASH CS4

MAKE A DODGE-EM GAME FORYOUR MOBILE

In this tutorial, you will learn how to create your first mobile game
using Flash CS4 and Adobe Device Central CS4.

The game you create will be a simple dodge-em style game where
the player must use the left and right keys on the phone to help
their character dodge falling objects. = The game will end in two
ways.

The first way is if the player gets hit by too many of the falling
objects. In this case, they will be taken to a game over scene
where they will be told they failed. The second way is if the player
managers to help the character dodge the objects without losing all
of their lives for thirty seconds. In this case, they will get a ‘you did
it’ style message to tell them of their success.

The game you create will be just like my Dodgy Dan Mobile Edition (Voo | 2aoc | wer3))

Game that can be played and downloaded from the Flash Classroom aghi |15k 1| moB

site at www.flashclassroom.com. 7pars | 8w [weyzs]|
\.‘.*_+ 0% | kol J

CHOOSING YOUR TARGET MOBILE DEVICE —

Before you start planning and building your game, you will need to select the mobile device
you will design your game for. If you have a mobile phone that runs Flash Lite Player 2.0
or above, you can create your game for use on your own mobile. If not, you may want to
develop your game for use on one of your friend’s mobiles or even just use the mobile
device I have chosen - the Nokia 6290.

You will be able to check if your mobile phone supports Flash Lite Player 2.0 when we use
Adobe Device Central in one of the following steps. Adobe Device Central comes with Flash
CS4 and is very easy to use. It is an application that contains device profiles and
emulators of all the mobile devices that support (or run) the Flash Lite player. The Flash
Lite Player is the Flash Player that works on mobile devices. It is a cut down version of the
normal Flash Player that displays Flash content on the web. Emulators are ‘virtual
versions’ of the mobile device. They allow you to test the

game or application you are building on your computer. Create New

'. Flazh File (ActionScript 3.0
i Flash File (ActionScript 2.0)
1. Open up Flash CS4 and select \ Bl Fash File (adobe 4R

Create New > Flash File (Mobile). VB Fissh File (Mobile) |

Let’s begin by creating a new file and choosing our device.

2. When you select this option, it opens up Adobe Device Central CS4. At the top of
Device Central you will see a tab called New Document. In this tab, change the
Player Version to Flash Lite 2.0. Leave the other options as is.

DEYICE PROFILES MEW DOCUMENT

Player version: |[EEEIRGRET

ActionScripk Version: .ﬁ.ctiDnSEripi:. lli V_I |:| Set to Fullscreen

Content Type: | Standalone Player
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FLASH CLASSROOM TUTORIAL—MAKE A DODGE-EM GAME FOR YOUR MOBILE IN FLASH CS4

3.

In this step, you will + (§ OMLINE LIBRARY & 0
download the device MNamea 4| pizplay Size |Flash | Color Dep... |
profiles and emulators for v B casin ”
the mobile phone you want » Bl Casio Hitachi
to create your game for. v B Distributable Flayer

b Flash Lit
In the Online Library panel ; : Fj_istsul =
in the bottom left of the B ]
screen, you will see a list HTC .
of mobile phone providers. ' E Hitachi
Click on your provider and then select Devices > Download to Local Library
from the main menu at the top of Device Central.
Once the devices are downloaded from the Online x m LOCAL LIBRARY
Library, you will find the mobile phone provider in Mama A |

the Local Library (above the online library).

Select the name of your provider and you

will see the compatible devices appear in the centre

frame.

v B Flash Lite

k n Samsung

DEYICE PROFILES MEW DOCUMEMT

Player YWersion; | Flash Like 2.0

vl

acktionScripk Yersion: i.ﬁ.ctinnScript 1.0

v

v

MATCHIMNG SIZE PRESETS

240 % 320 px
Matching Devices: 2

[ ]5et ko Fullscreen

¥
]

Maokia 6267 Mokia 6290

.
"

Select your mobile phone if it is there. If not, choose another mobile device to

create your game for.

Click on your device to highlight it and then select the Create
button in the bottom right hand corner of device central.

[ Create

When you click this button, Flash opens up with a new file that is the correct size for

the mobile device you have chosen.

To see how Flash CS4 and Adobe Device Central CS4 work together to help you
build your mobile game, draw a shape on the stage and then select Control > Test
Movie. This will launch your file in the emulator for your device in Adobe Device
Central. Each time you test your game, it will launch in this emulator and you will
be able to use the buttons on the emulator as you would on the real device.

Click back on Adobe Flash and select File > Save. Save your file for use later.
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FLASH CLASSROOM TUTORIAL—MAKE A DODGE-EM GAME FOR YOUR MOBILE IN FLASH CS4

PLANNING YOUR GAME

Before we start building the game, we need to do some planning.
An overview of each scene is provided below. These overviews are

five different scenes.

Your game will have

accompanied by screenshots from each scene in my demo game ‘Dodgy Dan’.

Title Scene- This scene
contains the title artwork

and text. It also contains
the word ‘Start’ above the
enter key on the phone.

—_—

___ HOWTOpLpy

—_—
|

Dodgy Dan has done it again.
He forgot to pack the amme
and now he's caught under
fire. Help Dodgy Dan dodge
the enemy fire and get him
safely back to camp before he
Ies all his nine lives.

Instructions scene -
This scene sets up the
context for the game. It
contains the text that
explains the game play.

D B
--q_?f.f_tf’f_" DOES IT ag ANy

Against all odds, Dodgy Dan
makes it back safely to camp.
Congratulations on helping
him make it home safely!
=
4 <
" Geez! That

sure was close! )\

~ o

PLAY AGAIN

You Did It Scene- This is
the scene the player makes
it to if they get through the
game. It contains some
sort of well done message.

E%EE?”EH DoDg ;;_

DODGY DAN

Here lies Dodgy Dan.
As dodgy as he was,
he couldn't dodge the
fire. Missed by few.

PLAY AGAIN

Game Over Scene- This is
the scene the player is
taken to if they are hit by
too many of the falling
objects.

Lives 5

Timer 7

Game scene - This scene
contains the game play. It
includes the character and
the objects that must be

avoided. It also contains a
timer and a counter for the
number of lives.

8. It is now time for you to plan and develop a storyboard for each scene in your game.
This tutorial will only show you how to create a game with the same features as those
shown above so make sure your game has only these features. You can of course be
creative and change the artwork, character and objects.

SONME RIEHTS RESERVED
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FLASH CLASSROOM TUTORIAL—MAKE A DODGE-EM GAME FOR YOUR MOBILE IN FLASH CS4

SETTING UP THE SCENES FOR YOUR GAME

It's time to set up the scenes for your game. We will create empty scenes to begin with

and then work through the creation of each.

9. To set up the scenes for your game,

select Window > Other Panels > Scene. & seenel |

10. Create four additional scenes by selecting the

Add Scene button four times.
11. Double click on the name of each scene in the

panel and rename them so that they appear as EVRECE: 1

below. Ensure there are no spaces between words. | :
E'E 3
|.'5.|:||:| Sn:enel

& e
: '@ Instruckions
"?é game

% yioudidit

: % gameover

il Gl 3l

Your scenes are now set up and ready to be edited and turned into the game for your
mobile device.

CREATING THE TITLE SCENE

This scene contains the title artwork and text. It also contains
the word ‘Start’ above the enter key on the phone.

12. To edit this scene, click on the Title scene in the Scenes
Panel.

13. We will now set up the layers for you to create the
graphics, text, button and actionscript for this scene on.

To add new layers,
click on the New TIMELINE

Layer button.

al actionscript

Rename each layer a] bukton
by double clicking =
on each layer name al text

and typing in the
text. Your layers
should be named - :E
as shown.
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14.

15.

16.

17.

18.

19.

20.

Select the graphics layer and draw the BT ? o

images you want in your title scene. / ’ QD} g -
Select the text layer and add the text for your 7

title scene. This should include the word Start

in the bottom centre of the design (as shown
here).

Select the button layer and draw a circle to the
right of the stage (as shown below).

DODgY 6
iy

Select the circle and press F8 to convert the circle to a symbol. Give the symbol
the name actions_btn and choose the Button type.

Convert to Symbol

Marne: |acti|:|ns_|:utn | [ oK ]

Tvve: |NTEMNNNN v|  Reastiaton: 22

Folder: Library rook

We will now add some actionscript to this button to allow the player to be taken
to the instructions scene when they click on the Enter button.

To do this, select on the actions_btn to the right of your stage. Press F9 to
open the Actions Panel.

In the actionscript panel, type in the following code.

ACTIONS - BUTTON _
4 e A ]
B8 v n % Ol
on (keyPress"<Enter>="){
gotodnditop (Tinstructions" 1) ;

It is time to add the final item in our Title Scene. This is a small bit of script that
will tell the Flash Lite Player to stop at this scene until the player presses the
Enter key on the device.

Click on Frame 1 of the Actionscript Layer. "_'I.:II'_:'Ir _JS E} W=
Press F9 to once again open the Actions Layer. .
Add the stop(); action as shown here. — g stopl):

You have now completed the Title Scene. To test

your scene in the Device Central emulator, select Control > Test Movie.

Press the Enter key on the emulator to see the game move from the title scene to
the blank instructions scene. Click on Flash to start work on the next scene.

The Flash Classroom — www.flashclassroom.com
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CREATING THE INSTRUCTIONS SCENE —

The instructions scene sets up the context for the game and - <
may also contain text that explains how the user can play the
game.
will add for your game.
Once you have them, follow these steps to build this scene.
21,

22,

23.

24,

25.

26.

_ HowTopay

Dodgy Dan has done it again.
He forgot to pack the ammo
and now he's caught under
fire. Help Dodgy Dan dodge
the enemy fire and get him
safely back to camp before he
Ies all his nine lives.

You should have already planned the instructions you
If not, take a few moments to do so.

Select the instructions scene from the Scene panel
(shift + F2) to start editing the instructions scene.

Just like in the title scene, create the layers for this scene.
To add new layers, click on the New Layer button.

Rename each layer by double clicking on each layer
name and typing in the text. Your layers should be

named as shown. \

Select the graphics layer and draw the images you
want in your instructions scene.

TIMELIMNE

al an:'l':ic;ns;:riﬁi:'
a] button

Select the text layer and add the text for your
instruction scene. This should include the word Play
in the bottom centre of the design (as shown above).

It's now time to add a button to the button layer.
We will use the same button that we used in our title scene.

Click on the button layer and then select Window > Library (or Ctrl + L) to
open up the library. You will now
be able to see the button you

I ESS| LIERARY |
created. I

[ dodgydanmobile | ‘r| I 55
Click on the button and drag it : ;
into your scene. Place it to the @
right of your design just like you did '
in the last scene. Remember that S (O
the player never touches this button,
it just holds the script we need to Marre | Linkage
add to allow the player to press ) actions_btn
the Enter button. T

@ missile

Select the button and then

press F9 to open the Actions Panel.

Enter the following script. This script tells the Flash Lite Player to take the
player to the first frame of the game scene.

4 Ol ikeyﬁress”{Enter}"J{
i gotodndPlay | Mgamne™ 1) ;
3
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FLASH CLASSROOM TUTORIAL—MAKE A DODGE-EM GAME FOR YOUR MOBILE IN FLASH CS4

27. Itis time to add the final script for our instructions scene. This is the script that
will stop the player at this scene until they press Enter. It is also the script that
will set the initial values for our timer and players lives.

Select the first frame of the Actionscript Layer. Press F9 to open the Actions
panel. Type in the following script.

You have just completed building your instructions scene. You can text your
movie in the emulator by selecting Control > Test Movie. Once you have
done this, return to Flash to begin work on your game scene.

Lives 5
CREATING THE GAME SCENE

Timer 7
The game scene is the most complex scene that you will create.
This is because it is the main scene in your game.

It is the scene where you have a character that has to move w
to avoid being hit by falling objects. It also contains a

timer and a counter that will show the number of lives the

player has left. E ﬁ

Let’s start building this scene.

28. Select the game scene from the Scene panel
(shift + F2) to start editing the game scene.

29. Just like in the title scene, create the layers for this TIMELINE | MO
scene. You will need five layers in this scene as :
we will have a new layer for the timer.

To add new layers, click on the New Layer =] actionscript
button. Rename each layer by double clicking on each a] button
layer name and typing in the text. Your layers should be -

named as shown. — 5 {] timer

30. Select the graphics layer and on this layer draw
any background elements and the character and
one of the falling objects.

31. Convert the character to a symbol by selecting it and pressing F8. In the
Convert to Symbol box, type in the name character_mc and select the movie
clip type and the centre square in the registration option.

Convert to Symbol

Hame: :character_mc | | ok ]

Iype: |Movie Clip | Reqistration: Bgg
— ooo

Folder: Library rook

The Flash Classroom — www.flashclassroom.com
SUME RIGHTS RESERVED Ry (PSS by Kristine Kopelke—Page 7 of 18




FLASH CLASSROOM TUTORIAL—MAKE A DODGE-EM GAME FOR YOUR MOBILE IN FLASH CS4

32. We are now going to edit your character_mc to prepare it for use in the game.

Double click on the character_mc movieclip to edit it. You can tell you are editing
the character because your timeline will be different and you will see the

following to the top left of the stage. This shows that you are in the game

scene and are editing the character_mc symbol. \

33. We are now going to set up the layers ST
within this symbol. Add two new %3'-"'__":' .
layers so that you have three altogether. .
Rename your layers as I have here

ensuring that you name the one with " : ———
the character on character. -1 ..Eiﬂﬂfﬁﬂﬂﬂt

34. We are not going to make any changes to a rit
the first frames in the character or hit layer. We 4l characker
will simply add some actionscript to the
actionscript layer. Click on the first frame in the
actionscript layer and press f9 to open the Actions

panel. Enter the stop action shown here. '{IF' }g ﬁ} V
a il

This will make the character appear as it does

in the first frame of the character layer until 1 stop():
another event in the game (the character being hit)

makes Flash move to the next frame.

aracter mo

35. Add new keyframes to frame 2 of each layer by clicking on frame 2 of each
layer and pressing F6.

36. Click on frame 2 of the hit layer and in this layer draw the
change you want for the character when it is hit. In my game,
this is an explosion.

37. Click on frame 2 of the actionscript layer and press F9 to
open the Actions panel.

Type in the following script. This line will take 1 life off the amount of lives when
the character is hit by one of the falling objects.

SEgRE. FIUBE ==

38. We are now going to add two new blank keyframes in frame 3 of the character
and hit layers so that the tank disappears after the explosion occurs.

To do this, select frame 3 on the character and hit layer and select Insert
>Timeline > Blank Keyframe. Your timeline should now look like this.

' character T -
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39. We're almost finished setting up the character movie clip. Our final steps involve
adding some keyframes further along the timeline and some script which will tell
Flash that when it reaches these frames to go to and stop at the first frame where
the character is not hit.

To do this, select all three layers in the character movie clip and press F6 to add
new keyframes.

Select the keyframe in frame 11 of the actionscript layer and press F9 to open
the Actions panel. Enter the following script:

1 gntnﬂndétnp (i] 2

40. The timeline in your character_mc symbol should look like this.

TIMELINE

= actions R | o
l hit o o [ alela Ole
4l character o+ O Lls Olo

We have now finished editing our character_mc symbol. Click on the game
link at the top left of the stage to return to the main stage.

".'.'-_... ' .2 R -- .‘:-:=.-.'-‘=-- L
y =l _.:_ ..__.'
I- =l ] e

41. Itis time to give our character an instance name. This is because in a later step
we will add some script that refers to the character and it needs to have an instance
name for the script to ‘find’ it.

Select your character and then in the EROBERTIES 5

instance name of the properties [character_me |
panel, type in the name character_mc. E

| Movie Clip | = |

42. Place your character_mc at the bottom centre of the
stage.

We’'re now going to prepare the objects that will fall in the game.

43. Select the falling object you have drawn on the graphics layer and press
F8 to convert it to a symbol. Name it fallingobject_mc and select the Movie Clip
type and the centre registration square. Then click OK.

Convert to Symbol

b | Falingabiect_mc =

Type: |M|:wie Clip v Registration: ggg
ooo
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44. Make two copies of the fallingobject_mc by copying and pasting the symbol. Place
all three copies underneath the bottom of your game.

45. We now need to give each copy it's own instance

name. Click on each copy and in the instance cell
in the Properties panel, give each an instance name.

The names should be:
FProPeRTies MEEAR RR,

fallingobjectl_mc
fallingobject2_mc E
fallingobject3_mc [ Mavie Clip | >

|Fa||inu;|n|:uject3_mu: |

46. It's now time to add the text for the game. Click on the text layer, Lives

and add two text boxes. In the first, type in the word Lives.
In the second, type in the word Timer (as shown here). — >  Timer

47. It's now time to add two dynamic text boxes that will hold the number of lives and
the amount of time.

Add the lives dynamic text box first by adding a text box next to the word Lives
and typing in the value 0. (The value isn't important as you will remember we
added some actionscript in an earlier step to set the value)

Select this textbox and in the Properties panel make the following changes:

a) Change the text type to
Dynamic Text. PROPERTIES

| <Instance Mame:> |

b) In the Options section of the T
Properties panel, enter the word | Exenamic Test | > |
lives in the Variable cell. Static Text

= POSITION

Now add the timer dynamic text - ":"n'n" T':""'t
box first by adding a text box | s
next to the word Timer

and typing in the value 0. == OPTIONS

Lirks | |

Select this textbox and in the
Properties panel make the following

changes. Target: >

Yariable: |Iives |

a) Change the text type to
Dynamic Text.

b) In the Options section of the
Properties panel, enter the word
timer in the Variable cell.

If you test your movie now by selecting Control > Test Movie you will see that
the values in these text box dynamically change to 9 and 0 when the game scene

is opened.
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48. It's now time to make a timer movieclip. This movieclip will have 13 frames in it.
In frame 13, there will be some actionscript to tell Flash to add 1 second to the
value of the Timer variable we just set up.

To make your timer movieclip, select the text tool and then in the Properties
panel change the text type back to Static Text. Create a new text box off the
side of the stage and type in the word timer.

49. Select this new text box and press F8 to convert the text to a symbol. Name the
symbol timer_mc and select the Movie Clip type. Click OK.

Convert to Symbol

Type: | Maovie Clip L Registration: 53
ooo

50. We are now going to edit this symbol and set it up so that it will continually play
and add 1 second to our timer variable each time it hits frame 13.

Double click on the timer_mc movieclip to edit it.

51. In the timeline of the timer_mc, click in frame 13 on Layer 1 and F6 to add a
new keyframe.

52. Select the keyframe in frame 13 and press F9 to open the Actions Panel.

Type in the following script:

1l  root.timer ++;

This script will run each time Flash reaches frame 13 in this movieclip. This will
happen every second as the Flash file should be set up to run at 12 Frames Per
second (FPS). Ensure your file is set up to run at
12 FPS by clicking on the stage with the black arrow =~ PROPERTIE®
selection tool and checking the value in the
Properties panel. If it is different to 12FPS, double P L5l
click on the text and enter 12FPS. _

Size: 240 x 320 px

53. Your timer should now work. Select Control >

Test Movie to see it in action in the game scene.

s
54. Click on the game link at the top of the stag%to—{::l» %

return to the main timeline.

55. It's now time to add our actions_btn to this scene and to add the script that
will enable the player to make the character move left or right.

To begin, select the button layer and press Ctrl + L to open
the Library. Drag a copy of the actions_btn onto the side of
the game.

56. Click on the actions_btn button and press F9 to open the
Actions Panel.

The Flash Classroom — www.flashclassroom.com
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FLASH CLASSROOM TUTORIAL—MAKE A DODGE-EM GAME FOR YOUR MOBILE IN FLASH CS4

57.

58.

Add the following script:

on [(kevyPress "<left>=") {
character_mc. x= character_mc. x-Z0;

}

-l A3

4
5

on [(keyPress "<right>=") {
character mc. ¥= character mc. x+E0;

}

=1 M

The first part of the script tells Flash to move the character 20 pixels to the left
each time the left button on the mobile device is pressed.

The second part of the script tells Flash to move the character 20 pixels to the right
each time the left button on the mobile device is pressed.

Select Control > Test Movie to test your game. You should be able to move
your character left and right using the left and right buttons.

We are making some significant progress with our game. If you have got everything
working so far - well done! If not, go back and double check your script.

It's now time to create the final parts of the game scene.

59.

60.

61.

In the second frame of the graphics, text, timer and button layers, press
F5 to add a second frame.

TIMELIME

In the second frame of the

actionscript layer, press F6 to add = @ O
a new keyframe. Your timeline l actionscript O
should look like this. a 't ]

qJ bukkon - - . 1]
It’s now time to add the bulk of al timer « « @ip
the actionscript that will make

Lext

our game work. This script will go in a tex : + + Eep
the second frame of the actionscript graphics N
layer.
Select frame 2 of the actionscript if (liwes == 0O){

layer and press F9 to open the Actions panel.

otobdnditop ("gamneover™, 1) ;
Type in the script shown into the panel. J pl7g +1]

¥
The first part of the script tells Flash to
take the player to the gameover scene if (liwes > 0)4
if they have lost their 9 lives. gotodndPlay (" game™, 1) ;
The second part of this script tells Flash to }
go to and play the first frame of the game
scene if the value of lives is greater than 0. if (timer == 30){
This means the game will continue. gotodndStop ("youdidit™, 1) ;

The third part tells Flash to go to the youdidit ;
scene if the player lasts thirty seconds without
losing all their lives.
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62. Itis now time to add the script that will make each instance of the falling object
movie clip symbol fall.

Before you add the script, you will need to do a couple of calculations.

Firstly, you will need to work out what the height of your game and then add 20 to
this to work out the y coordinate at the bottom of the game which will be the point
which tells Flash to take the falling object back above the top of the game when
the falling object reaches that point.

To work out this coordinate, select Modify > Document Properties to open

up the panel shown below. If your dimensions are the same, it means the

mobile device you have chosen has the same dimensions as mine. If this is the
case you won't have to make any changes when you enter the script below.

If your dimensions are different, write them down on a piece of paper and then
underneath these dimensions take away 20 from the width to give you a new
number (in my case 220) and add 20 to the height (in my case 340). Make sure
you don’t change the dimensions in the document properties box.

Document Properties

Dimensions: | 240 px (width)  x 320 px (height)

Now that you have written down the additional dimensions for the width and height,
add the following script to actions panel underneath the script you just entered.

If your dimensions are different to mine, make sure you replace the numbers
highlighted below with your additional dimensions

«— “height of your game = 2.
if (fallingobject] mc. y>340){
fallingobject] mc. visible = 1; «—— Change this number to the
fallingobject] mc. x=random(220); width of your game - 20.
fallingobject] mec. y=-20;

b

if (fallingobject] mc. y >=-20){
fallingobject] mc. y +=random(10)+10;
b

The script you have just entered works by firstly checking if the falling object is
over 20 pixels below the stage. Ifitis, it makes the falling object visible. We need
to do this as we will add some script soon that makes the falling object invisible if

it hits the character. The script also changes the x position of the falling object

to a random coordinate between 0 and the number you entered (e.g. 220). The
final line in the first section of the script tells Flash to then move the falling object
to the y coordinate of —20 which is just above the stage. As a whole the first
section of the script above makes Flash detect if the falling object has fell lower
then the bottom of the game and if so, it repositions that object in a random
location above the stage and makes it visible so it is ready to fall again.

The second part of the script checks if the falling object has been returned to above

the top of the game and if so, it makes it fall at a random amount of y pixels between
10 and 20. This makes the falling objects appear and fall at different times and

speeds.
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63.

64.

65.

66.

Test your game by selecting Control > Test Movie.

Providing you have entered

your script correctly and also given your falling objects the correct instance names,
you should have one falling object that falls down the game and then goes back up

to the top and falls again.

This is a bit boring though because it doesn’t take much effort to avoid the falling

object.

To make the game more challenging, copy and paste the script you just

entered twice and then replace fallingobjectl_mc with fallingobject2_mc and

fallingobject3_mc. Your script should
now look like that shown on the right.

Test your game again. You should see
three falling objects falling down your
game scene.

We've now got a game where we have
our falling objects falling and our
character being able to be moved left
or right by the player. The problem
is at present, nothing happens if the

character is hit by one of the falling objects.

In this step, we will add the script that
will test to see if the character has been
hit by the falling objects and if so, it will
go to and play the second frame within
the character symbol (e.g. the frame
where you put the explosion or something
that shows what the character looks like
when hit). This script will also make

the falling object invisible so it looks like
it has disintegrated or been collected.

Underneath the script you just entered
into frame 2 of the Actionscript layer,
enter the following script.

if (fallingobjectl mc. =340 {
fallingobjectl_mc. wisible = 1;
fallingobjectl_mc. x= randomiZz0) ;
fallingobjectl_mc. _y= -20;

!

if (fallingobjectl mc. ¥ »>= -20){
fallingobjectl_mc. ¥ += random(l0)+10;
!

if (fallingobjecti mc. =340
fallingobjectiZ mec. wisible = 1;
fallingobjectZ me. x= random(220) ;
fallingobjecti me. ¥w= -z20;

4

if (fallingobjectd mc. ¥ == -Z0){
fallingobjectZ me. ¥ += random(l0j+10;
'

if (fallingobjecti meo. ¥-340) §
fallingobhject3 me. wizible = 1;
fallingobject3 me. x= random(Z20) ;
fallingohjecti _me. _vw= -zZ0;

}

if (fallingobjectd_mec. ¥ == -20) ]
fallingohject3 me. ¥ += random(l0)+10;

if(character mc.hitTest(fallingobject] mc))

{
character mc.gotoAndPlay(2);
fallingobject]l mc. visible = 0;
b
if(character mc.hitTest(fallingobject2 mc))
{
character mc.gotoAndPlay(2);
fallingobject2_mc. visible = 0;
b
if(character mc.hitTest(fallingobject3 mc))
{
character mc.gotoAndPlay(2);
fallingobject3 _mc. visible = 0;
b

SONME RIEHTS RESERVED
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67. If you test your game now, you should see that it
the game scene is basically complete.

At present, you can move your character left and
right to avoid the falling objects. You can also see
all three falling objects falling and the character
change to the hit appearance when hit. You will
also see the timer increasing each second and the
lives decreasing each time the character is hit.

There is one problem with the game though. Can
you work out what it is? Itis a way that the player
can cheat.

Basically at present, the player can cheat by moving
the character to the far left or right of the stage.
There is currently nothing stopping the player from
just sitting the character off the edge of the game
until the timer reaches the set 30 seconds.

We are now going to change this by entering the final piece of script for this scene.
This script detects if the character is positioned beyond the edges of the stage and
if so moves the player back into the game area.

Enter the following script into the Actions Panel below the other script you
have entered. Note that if your device has a different width to mine, you will
need to change the values of the numbers highlighted.

if (character mc. x<-25){
CharaCter_mC-_X =15; This number should be the width

} / of your game + 10.

if (character me. x >250){

character_me._x = 220; This number should be the width

} of your game - 20;

68. Test your game again by selecting Control > Test Movie. Providing your
script is correct, you should be able to see that your character can not be moved
off the edge of the game.

Congratulations. You have just finished working on your game scene. It’s now time to
move on and work on the you did it and game over scenes.

DOpGy L= —
CREATING THE YOU DID IT SCENE —w———___f}_{ﬁiTESTTAGAWI
This scene contains the artwork and message for the player that Against all odds, Dodgy Dan
tells them they have successfully made it through the game. It makes it badf safely to camp.
also contains the text ‘play again’. Congratulations on helping

him make it home safely!
g g

69. To edit this scene, click on the youdidit scene in the f_/' Gesz! That \]

Scenes Panel. \\surewas close! .

_f

B - -

70. We will now set up the layers for you to create the
graphics, text, button and actionscript for this scene on.

PLAY AGAIN
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Add two new layers and rename each layer by double
clicking on each layer name and typing in the text. Your
layers should be named as shown.
71. Select the graphics layer and draw the images you want
in your youdidit scene.
72. Select the text layer and add the text for your youdidit
scene. This should include the words Play again
in the bottom centre of the design (as shown
here).
73. 1It's now time to add a button to the button layer.
We will use the same button that we used in our
other scenes.

Click on the button layer and then select Window >
Library (or Ctrl + L) to open up the library. Click on
the actions_btn and drag it into your scene. Place it
to the right of your design just like you did in the other
scenes.
74. Select the actions_btn and press F9 to open the
Actions Panel. Enter the following script:

on (keyPress"<Enter>"){
gotoAndStop("title",1);

FLASH CLASSROOM TUTORIAL—MAKE A DODGE-EM GAME FOR YOUR MOBILE IN FLASH CS4

TIMELIME | MOTIO

=] button
] text
= graphics

- ——
“B_D?I ?_{Bﬁ PDES IT AGaIN;

Against all odds, Dodgy Dan
makes it back safely to camp.
Congratulations on helping
him make it home safely!

= o

- b
(-' Geez! That \]
\\su re was close! L

P

T st

PLAY AGAIN

This script makes it possible for the player to return to the start of the game when

they press the Enter key on their device.

CREATING THE GAME OVER SCENE

GAME OVED e
. . . . "= OVER Dopgy,
This is the scene the player is taken to if they are hit by too s S
many of the falling objects and lose all of their lives prior to ﬁ* \
thirty seconds being reached. q _
DODGY DAN
75. To edit this scene, click on the gameover scene in the Here lies Dodgy Dan.
Scenes Panel. As dodgy as he was,
he couldn't dodge the
76. We will now set up the layers for you to create the firs. ibissnd by few:
graphics, text, button and actionscript for this scene on.
Add two new layers and rename each layer by double
clicking on each layer name and typing in the text. Your PLAY AGAIN
layers should be named as shown.
y TIMELINE | MOTIO!
77. Select the graphics layer and draw the imagem
want in your gameover scene. >
=] button
72. Select the text layer and add the text for your gameover al bext
scene. This should include the words Play again = qgraphics
in the bottom centre of the design. .
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73. Select the button layer and add a copy of the actions_btn to the side of the stage
as you have done in previous scenes.

74. Click on the actions_btn and press F9 to open the Actions Panel.
Type in the following script:

on (keyPress"<Enter>"){
gotoAndStop("title",1);

TEST YOUR GAME

Your game should now be finished and ready to play. You will need to test your game to
ensure that the player is taken to the correct scenes when they make it to thirty seconds
and when they lose all of their lives. You may also like to get others to play your game
and provide feedback. You may find that your game is too easy or too hard to play. If
this is the case, you can change the values of the amount of time from thirty seconds to a
smaller or larger amount of time. You could also make the number of lives smaller or
larger.

TEST YOUR GAME

* DISPLAY
Depending on the device you have chosen, you may have Backlight: = 100 |
the option when you test your game to set your game to

. . . . . [ITimeout | 4 sEC,
fullscreen when it plays on a mobile device. This option

is in the Display part of the panel on the right in Device Reflections: | Mons "
Central. If you can, tick this option. This will make Gamma: = 0 |
Flash resize to fill the whole screen of devices that your Contrast: = RS
game has not targeted and improves the chances of your Sereen Mode: | Portrait 0% 3

game being able to be played on other devicess. —»
SAVE AND PUBLISH YOUR GAME

75. Whilst you should have been saving your work regularly whilst working through the
tutorial, you should now save the final game again. To do this select File > Save.

76. You can now also publish your game. To do this select File > Publish Settings and
choose the file formats you want. The swf file is the format you need for your mobile
device. Tick the file formats you want and then select Publish and OK.

SHARING YOUR GAME

Now that you’ve created your first mobile game, you’ll no doubt want to run it on your
phone and share it with friends. If your laptop or computer has bluetooth, you should be
able to simply bluetooth the .swf file to your device. On a PC with bluetooth, you can do
this by simply selecting the file and right clicking and selecting Send to > Bluetooth
device. You will then be able to find your mobile device and send the file. On a Mac, you
can bluetooth files to your phone by selecting Command + Shift + B. This will open a
window where you can select the device you want to send your file to and then click send
to transfer it to your phone.

Once you have it on your phone, you can share it with friends with the Flash Lite player on

their phone by selecting the file and then selecting send via bluetooth. Your phone will
then search for phones within range and you can select your friend’s phone and click send.
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YOUR CHALLENGE

So you've created your first mobile game and you can now play it on a real mobile. That's
pretty cool. But despite all your hard work, you’ve really just created a game by following
the steps I've provided you in this tutorial. Even though that’s great, it would be great to
see you prove that you can now create your own game by yourself.

Below are a list of challenges that I have set for those of you who are willing to take on
your next challenge with mobile game design. The knowledge and skills you have gained
in this tutorial should have prepared you to be able to take on these challenges.

We'd love to see the mobile games you create with the help of this tutorial and in response
to these challenges. Share your games with the Flash Classroom community by sending
them through to kristine@eq.edu.au.

Challenge #1

Make a copy of your game and change the value of your variables to make the game
harder or easier to play.

Challenge #2

Make a copy of your game and in this new copy, completely
change the graphics and text in your game to create a new
game context. For example, I changed the graphics and
some of the variables in my game to convert it into a game
called ‘Apple Catch’ where the player has to catch 20 apples in
30 seconds in order to keep their job. This game is online in
the Flash Classroom gallery at www.flashclassroom.com.

Challenge #3

Take the BAR Challenge. This is where you change your

game by making something Bigger, by Adding something and S

by Replacing something.

Challenge #4

Add some extra scenes to your game to create some new levels. Change the variables in
each scene to make the higher levels harder to play.

Challenge #5

Add some sound effects or music to your game. To do this, import your sound files (mp3
or wav) to the library via File > Import to Library and then drag the sound from the
library into the keyframe where you want the sound to start.

Challenge #6

Work in a team with your classmates to create your own website where your friends and
other students can download your games. Providing you use your own graphics and
media, you could even sell your games at a school fete or as part of a fundraiser.
Professional mobile developers sell their games through sites such as the Nokia shop at
ovi.com.
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