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Code the Vaccination Game Layouts — Part Il

Hello everyone! Welcome back again!

If you recall, in our last video, we have assigned the global variables to the sprites present in the Game screen
layout and have started coding some of them. In this video, we will continue coding the other objects present

in the Game screen layout. So, let’s begin right away.

After successfully animating the Injection button with button effect as well as making it functional for activating
the injection and its count, we will now work on keeping the injection disabled at the beginning of game and
making the timer functional. To make the injection disabled, left click on “Add event”, select “System” and click
on next. Scroll down to select “On start of layout” option from Start & end section and click on done. In order to
disable the injection in the beginning and keeping the colour of it as black to show the inactive state of it, left
click on “Add Action”, select “Injection” option and click on ‘Next’. Select “Set enabled” option from 8Direction
section and click on ‘Done’. From the drop-down, select the state as ‘Disabled’ and click on ‘Done’. Again left
click on “Add Action”, select “Injection” option and click on ‘Next’. Scroll down to select “Set animation” from
Animations section and click on ‘Done’. In the Animation field, name the animation as “Inactive” and it should

run from the beginning only. Click on done.

Now, | want to make the timer functional for the game. To do that, left click on “Add event”, select “System”
option and click on next. Scroll down to select “Every X seconds” option from Time section and click on next. Set
the interval value as 1 second and click on done. Also, | want the timer to start from 0 and go till 90 seconds. To
do that, left click on “Add Action”, select “System” option and click on ‘Next’. Select “Add to” option from Global
& local variables section and click on ‘Next’. From the drop-down, select the ‘Timer’ variable and let the value
remain 1. Click on ‘Done’. Next | want to show the running time count on the screen to give the player the feel
of time bound game. To do that, again left click on “Add Action”, select “Timer” option and click on ‘Next’. Select
“Set text” option from Text section and click on ‘Next’. Type “Time Remaining: 90/ ”&Timer in the box and click

on ‘Done’. This code is like an equation which will show the time count on the screen.

Run this layout and see if everything is working fine so far. The timer clock should be ticking and once you click
on the injection button, the injection count should be getting reduced. You can see the function is working fine.

Let’s continue coding the other parts on the screen.
Now it is time to code the humans present in the layout. We will begin with the ones present in the outer layer.

So, let’s start coding the Long Hair Girl human as she is present in the outer layer. To do that, left click on “Add

event”, select “LongHairGirl” sprite and click on next. Select “On collision with another object” option from
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Collisions section and click on next. You can click to choose colliding object as ‘Injection” and then click on done.
Let’s add some actions to it to make it respond to the collision with injection. To do that, left click on “Add
Action”, select “System” option and click on ‘Next’. Select “Set value” option from Global & local variables
section and click on ‘Next’. From the drop-down, select ‘LongHairGirl’ variable and change the value from 0 to
1. Click on ‘Done’. Now, | want the injection to get inactive and comes back to its default position. Before coding,
let’s check the default position of the injection. Go to the Game screen and select the injection. Once selected,
you will see the position on the left side properties window. | can see that the default position in my case is
(100,250). Now come back to Event no. 4 of the Game screen code, left click on “Add Action”, select “Injection”
option and click on ‘Next’. Select “Set position” option from Size & position section and click on ‘done’. Type 100
in the X-position field and 250 in the Y-position field. Click on ‘Done’. Again left click on “Add Action”, select
“Injection” option and click on ‘Next’. Select “Set enabled” option from 8Direction section and click on ‘Done’.
From the drop-down, select the state as ‘Disabled’ and click on ‘Done’. Again left click on “Add Action”, select
“Injection” option and click on ‘Next’. Select “Set animation” from Animations section and click on ‘Done’. In the

Animation field, name the animation as “Inactive” and it should run from the beginning only. Click on done.

Also, | want its human connection to gets affected as well as soon as the Long Hair Girl gets affected. We can
see that PinkHairGirl is connected to LongHairGirl. So, to do the change, again left click on “Add Action”, select
“System” option and click on ‘Next’. Select “Wait” option from Time section and click on ‘Next’. Change the value
from 1 to 0.5 and click on ‘Done’. Next, left click on “Add Action” again, select “System” option and click on
‘Next’. Select “Add to” option from Global & local variables section and click on ‘Next’. From the drop-down,

select ‘PinkHairGirl’ variable and change the value from 0 to 1. Click on ‘Done’.

Let’s now create the sub-event for this event. As you can see a ‘green arrow’ right next to no. 4, right click on it
and bring the cursor to ‘Add’ from the sub-menu and select ‘Add sub-event’. You'll see the whole event in yellow
highlighted color. Select “System” option and click on ‘Next’. Select “Compare variable” option from Global &
local variables section and click on ‘Next’. Select the human connections of ‘PinkHairGirl’ as the variables. From
the drop down, select the 1t human connection of PinkHairGirl i.e. ‘CurlyHairGirl’ variable, let the comparison
remain as ‘= Equal to’ and the value remain 0. Click on ‘Done’. Again right click on the event and select ‘Add
another condition’. Select “System” option and click on ‘Next’. Select “Compare variable” option from Global &
local variables section and click on ‘Next’. From the drop down, select the 2" human connection of PinkHairGirl
i.e. ‘ManWithTurban’ variable, let the comparison remain as ‘= Equal to’ and the value remain 0. Click on ‘Done’.
Once again, right click on the event and select ‘Add another condition’. Select “System” option and click on
‘Next’. Select “Compare variable” option from Global & local variables section and click on ‘Next’. From the drop
down, select the 3" human connection of PinkHairGirl i.e. ‘SpectacledGirl’ variable, let the comparison remain
as ‘= Equal to’ and the value remain 0. Click on ‘Done’. Again right click on the event, select ‘Make Or block’
option to make this whole event conditional i.e. if any one of the condition is true from all the condition the

actions associated in this event will happen.
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Next, let’s add actions to the fulfil this conditional statement. Left click on “Add Action”, select “System” option
and click on ‘Next’. Select “Wait” from Time section and click on ‘Next. Set the value as 5 seconds. Click on done.
Again, left click on “Add Action”, select “System” option and click on ‘Next’. Select “Set value” from Global &
local variables section and click on ‘Next. From the drop down, select ‘PinkHairGirl’ variable and let the value
remain 0. Click on done. | want the LongHairGirl to get unhealthy after 5 seconds too. To do that, left click on
“Add Action”, select “System” option and click on ‘Next’. Select “Wait” from Time section and click on ‘Next. Set
the value as 5 seconds. Click on done. Again, left click on “Add Action”, select “System” option and click on ‘Next’.
Select “Set value” from Global & local variables section and click on ‘Next. From the drop down, select

‘LongHairGirl’ variable and let the value remain 0.

Let’s just quickly recapitulate what happened in Event no. 4 & 5. When the injection collides with the
LongHairGirl, her value becomes 1 i.e she becomes healthy and at that instant the injection will get disabled,
inactive and comes back to the base position. Also, the immediate human connect for LongHairGirl i.e.
PinkHairGirl will also get healthy after 1 second. But the sub-event has the secondary human connect of
PinkHairGirl i.e. CurlyHairGirl, ManWithTurban & SpectacledGirl which are in unhealthy state. So, this causes the
PinkHairGirl to get unhealthy if any one of them is infected after 5 seconds and the LongHairGirl will also get
infected after more 5 seconds. So, it’s important to keep providing the serums smartly to the disinfect all human

chain.

So, the above logic is extremely important to code the humans present in the outer layer as the same logic will

be applicable on other humans in the outer layer.

In this video, we have made the InjectionSelectionButton functional and have successfully created the logic for

the humans placed in the outer layer.

In our next video, we will continue coding the outer layer humans based on the same logic that we have just

created for LongHairGirl.

Bye-Bye! See you next time!
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injection effect 31X &b count T activate Xl o oIl button effect & AT injection button
T successfully animate & & TG, & 314 injection T game @ YFITT A disable T&
31X timer @I functional ST UX BT BYIT| injection BT disable T & ToIT, “add event” T
left-click &Y, “system” QFT 3R next TX click Y| Start & end section & “On start of layout”
el & T =T scroll &Y 3T done W click Y| YEITMA H injection T disable A & forT
IR SHPI inactive TGW@T & Tl TSI colour ®TelT TW & ToIT, “Add Action” TR left-click
B, "injection" option QFT 31 'next' UX click @ | 8Direction section ¥ “Set enabled” option
QFT}T\T 'Done’ U click &Y | drop-downﬂ, state &I ‘Disabled’ & form ﬁﬂﬁ 3R done T click
®<| T H “add action”

W click Y, "injection" option ?:F-T&T\T next W click @Y | animation section & “set animation”
gaﬁéﬁi%mahﬁ scroll Y 3T 'Done "TX click Y| animation field d, animation &1 "inactive"
AT & 3 S8 YT 8 & TAAT AT | done click |

3d], #H game & foIT timer T functional Wﬂﬁ?ﬁﬁl Wmﬂ?ﬁt’, “add event” U left-
click @Y, “system” option g?-T 3R next WX click @Y | Time section & “Every X seconds” option
QFI?-T & TorT =T scroll Y 3R next WX click @Y interval value &1 1 second set @Y 3R done
W click P E'Hai 3TelTdT, ﬁﬂ'ﬁ;—'-?—ﬁi—-’\ﬁ? timer 0 ¥ start & 3iR 90 seconds de el | VAT A
& foIT, “add action” UX left-click &Y, “system” option ﬂﬁf 3R 'next' WX click ®Y | global and
local variable section & “add to” option ?:F-T 3R 'next' WX click &Y drop-down H, 'timer’

variable @I QT-T 3R value @1 1 T | done TX click Y| sﬂfﬁ ae H player Pl time bound
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game T 3T&ART ¢l o felT screen X running time count f¢@TAT argd 'g-"\l VT e & oI,
T & "Add Action" T click Eh_);', "timer" option gc_-T}ﬁT 'next' UT click Y | Text section I “Set
text” option g?-T 3 next’ TX click B box H “Time Remaining: 90/ ”&Timer type H 3R

done W click ®Y| g code Uh equation Eﬁfa@%‘a’f screen UX time count Te@Taam|

S layout &I run & 3R G T AT 31 e T S S1eh T T & | timer clock TeTelT ATTRT
3R Teh IR ST 31T injection button UX click A &, @Y injection count & & ST ATRT|

3719 ¢ Hahd & foh function &1k I &Y IBT & | 3TTST screen TR ATEHT parts &l code HY |

379 layout & present humans @l code & &T time & | 3 outer layer H present ST & AT
Y& B |

ar, el Long Hair Girl human Pl code AT ‘{[Faw_i' FIfeh IT outer Iayer?ff present %I odr
HL &b foIT, “add event” T left-click &Y, "LongHairGirl" sprite ?:[c_-T 3R next W click HY|
Collisions section & “On collision with another object” option ﬂ?f 3R next W click &Y |
injection &% T collision T response e fow W &S action add GG %I UAT Il &
T, “add action” W left-click @Y, “system”option iE—T&ﬁT 'next' TX click @Y | global and local
variable section ¥ “Set value” option ?ff 3R 'next’ WX click ®Y | drop-downd, 'LongHairGirl'
variable @1 gﬁf 3R value @1 0 & Fgola 1 Y| 379, F BIESI ﬁfiﬁ injection inactive %TG!T('
3R 3194 default position TR aTUH 31T ST | coding & Ugel, Tl injection T default position
P test P game screen UY e 3T injection QT-TI Th d select '&‘?I?f U, AT left IR
properties window UX position ST ﬁé‘@ﬂiﬁ-ﬁﬁﬁﬁm case H default position (100,250)
%I game screen code % Event no. 4, QI diqdH 31 S , “add action” U left-click Eh_i',

"injection" option ?:ﬁ 3R 'next' WX click B Size & position section H “Set position” option
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ﬂﬁ 31 done W click Y| X-position field 3 100 type &Y 3R Y-position field F 2501 ‘Done’
W click dY| Y & “add action” WX click &Y, "injection" option QFT 3R 'next’ WX click Y|
8Direction section & “Set enabled” option i]fT 3R 'Done ’ WX click Y| drop-down H, state
ol ‘Disabled’ & & & =1 3 done W click & | TT F “add action” WX click &, "injection"
option ﬂFT}ﬁT 'next' X click @Y | animation section ¥ “set animation” QFT 31X done WX click
P | animation field Eff, animation @& “Inactive” Fl'lﬂ?é{&ﬁ?éﬁ starting Q}Ii—?f run Il EIT%UI

done WX click Y|

AT &, H AEAT § S8 & Long Hair Girl affect Bl T 8T human connection #T affect & |
oA X G} W% T PinkHairGirl LongHairGirl ¥ connected %I I change A &b ToT, TR @
“add action” UX click &Y, “system”option QFT 3R 'next' WX click @Y | Time section T “Wait”
option Fei 3R | Next UX click &Y | value T 1 H d&elehT 0.5 BT & 3R done WX click Y| THT
¥ “add action” W click &Y, “system”option ﬂc_-T 3R 'next' WX click ®Y| global and local
variable section & “add to”option ﬂc_-T 3R 'next' WX click Y| drop-down &  'Pink Hair Girl'

variable ﬂﬁf}ﬁT value T 0 & 1 H dGel | 'Done’ TX click &Y |

3TST 3d $H event & foIT sub-event IATT | ST Th 31T no. 4 & side ‘green arrow’ g
Tqhd %I 38 WX right click P 3R sub-menu T ‘Add’ W cursor F T 33X ‘Add sub-event’
ﬂﬁl 3q a'@ﬁiﬁfq:ﬂevent yellow colour & highlighted & | “system” option ﬂﬁf}ﬁ'\" ‘Next'd¥
click @< | Global & local variables section “Compare variable” option QFT 3R ‘Next’ TR click
® | variable & form & ‘Pink Hair Girl' & human connections ﬂﬁl drop down #, Pink Hair
Girl @ first human connection JTfa ‘Curly Hair Girl’ variable Eﬁﬂﬁ, comparison Pl ‘= Equal

to’ /AC 31X value BT 0 T & U ‘Done’ click Y| AT & event WX right click & ‘Add
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another condition’ g?-TI “system” option i]fT}ﬁT 'next' OX click Y| Global & local variables
section ¥ “Compare variable” option 3| next UX click @Y| drop down &, ‘Man With
Turban’ variable I Pink Hair Girl & 2" human connection @I i]fT, comparison Pl ‘=
Equal to’ e ¢ 3R value @1 0 et ¢ WX ‘Done’ click Y| AT & event T right click P
‘Add another condition’ i]fTI “system” option ﬂc_-T 3R 'next’ W click A | Global & local
variables section ¥ “Compare variable” option 3iR| next WX click ®Y| drop down &,
‘Spectacled Girl’ variable ITfa PinkHairGirl & 3" human connection Eﬁfgﬁ, comparison @
‘= Equal to’ Ig1 & 3R value BT 0 @I & W ‘Done’ click Y| Th IR T, event W right click
&Y 3R EX; ‘{P\' event @l conditional T & folT ‘Make Or block’ option gﬁaﬁga?r?l
Udh condition #T true & d §&dh TTT ofST §31T action implement BN 8% dg, 349
conditional statement &Y QT el &b TIT actions @l add | “add action” TX left-click &Y,
“system” option ?:[?IE}T\T 'next' X click &Y | Time section & “Wait” ?:[?13-71? 'next' TX click Y|
value @I 5 seconds set Y| done WX click Y| ?fla'lTr, “Add Action” U left-click Eh_i', “system”
option gﬁ&ﬁ? 'next' WX click @Y | global and local variable section & “Set value” QFTS-ﬁT ‘next’
W click Y| drop down &, 'Pink Hair Girl' variable &1 QFT 3R value BT 0 A S| done W
click @] H aATEAT Efiﬁ Long Hair Girl #T 5 seconds & & unhealthy & STT| THT A &
T, “add action” W left-click @Y, “system” option QFT 3R 'next' WX click A | Time section
F “Wait” QFT 3R 'next' U click Y| value BT 5 seconds set Y| done TX click Y| ETERT,
“Add Action” TX left-click &Y, “system” option ﬂﬁ&ﬁ? 'next' U click Y | Tlldel & "set value"
?_F—T Global & local variables section “Set value” TR click @Y | drop down &, ‘Long Hair Girl’

variable ?:F-T}ﬁTvalue 0 /A
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33T I STed) | TG, wld & T Eventno. 43R5 ﬁa—TIT§3-ITI SId injection Long Hair Girl

o TTY THAT &, dl 3BT value 1 & SATAT & T I8 healthy & SATAT & 31 38T moment

injection disable, inactive & SITTIM 3R a9 base position & 31T SATTI| TTU &, Long Hair
Girl @Y human connect ITT Pink Hair Girl 3 1 second @& dTE healthy & ST | oifdhet sub-
event & Pink Hair Girl & secondary human connect 7T Curly Hair Girl, Man With Turban &
Spectacled Girl & ST unhealthy state & &1 SETII, IE Pink Hair Girl & unhealthy 81 &7
PROT IAdT § 3R 398 J P1S i 5 seconds & 91 infected BT & dF Long Hair Girl 3 5
seconds & dTG, infected @ ST | 3TTIT, @H human chain @1 disinfect T & felT serums

Eﬁfsmartly provide P {&dl important el

al, W @ logic outer layer FH present humans Pl code T &b ToIT ag?r important %

FAITR outer layerd ATHT humans G T T8 logic apply BT

SH video H, gl Injection Selection Button &I functional EIET&T% 3R outer layer H I MU

humans @ forT successfully logic I<TAT %I

'e‘-':Fl'I'l' next video ?ﬁ, S outer layer & humans &1 38T logic % base T code HIAT continue

TG, TS g 377T-3797 Long Hair Girl & foIT ST 81

bye ! TR eI & next time!




