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Design the Screen Layouts — Part Il

Hi everyone! Welcome back again!

In our last video, we have started designing the main screen layout and added
few important sprites to it. In this video, we will continue adding more sprites
to the main screen layout.

Now, we will add human beings to the Main screen layout. They will be used as
preys by the pathogens as the humans are liable to get infected by them. Repeat
the steps for adding new objects. Keep checking to see that only the Object Layer
is selected. Now double-click on the layout to open the Insert new object
window. Select ‘Sprite’ option, name it ‘Humanl’and click on insert. Now click
on the screen to open the image editor and from the upload section, upload an
image of the first human figure downloaded from the internet. Resize the
human image appropriately using anchor points. Drag to place it on the
anywhere on the screen. Repeat this step for adding more humans to make it
look like a crowded place. In my case | am adding 4 more different humans and
naming them ‘Human2’, ‘Human3’, ‘Human4’ & ‘Human5’ respectively.
Duplicate some of them using CTRL + Mouse Left-Click on Image + Drag & Drop
on screen, just like we did earlier for the pathogens.

We can now start adding behaviors to these objects present in the Main Screen
layout. Behaviors add pre-packaged functionality to object types. For example, |
want to move my human in all directions using arrow keys. To do this, we can
choose a behavior named ‘8 Direction” which allows an object to move around
in all directions using the arrow keys. Behaviors are not intended to do
everything in your game for you. They are essentially time-savers and shortcuts.
Let’s try to add a behavior to our ‘Virus’ pathogen first. Select the Virus sprite by
clicking on it. In the properties window on the left side of the screen, you'll see
an option of Behaviors, click on it to open a new window of behaviors. Now click
on the ‘+’ button to open another window named ‘Add Behavior’. You can select
the required behavior for your Virus sprite from here. In this case, we need to
use ‘Bullet’ behavior. The bullet behavior moves the object forward at its current
angle. So, select the bullet behavior and click on ‘Add’ button. After adding this,
close the other window too. Your bullet behavior is added to your Virus sprite.
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Similarly, add the bullet behavior to all the pathogen i.e. bacteria, protozoa and
worm. Your chosen behavior will automatically get applied to the duplicates too.
Now change the properties in the behavior for pathogens. You can see the
properties of the behavior added by you for any sprite by selecting the sprite
and looking in the left pane window under the behavior section. This is the place
where you will be able to change the properties on the object like speed, gravity,
acceleration etc. Let’s change the speed of all our pathogen from 400 to 3 and
gravity from 0 to 3 so that they move slowly and fall down easily. Similarly,
change the speed & gravity of bacteria, protozoa and worm.

Having accomplished this, we will now try adding 2 behaviors to our ‘antibody
capsules’ too. Follow the same step as done in case of pathogens. Select the
anti-bacteria sprite by clicking on it on the right side window. In the properties
window on the left side of screen, you’ll see an option of Behaviors, click on it
to open a new window of behaviors. Now click on the ‘+’ button to open another
window named ‘Add Behavior’. Select the ‘Bullet” behavior by scrolling down
and click on ‘Add’ button. Again, click on the ‘+’ button to open the same
window, scroll down to select ‘Destroy outside layout’ behavior and click on
‘Add’ button again. Now, | can see 2 behaviors added for my anti-bacteria
capsule. Destroy outside layout behavior automatically destroys the capsule if it
leaves the layout area. After adding this, close the window. Similarly, add these
2 behaviors to all the antibodies i.e. anti-Protozoa, anti-Worm & anti-Virus
capsules.

Next, let’s add 2 behaviors to our ‘medicine box’ also. Follow the same step as
in the case of capsules. Select the box sprite by clicking on it. In the properties
window click on Behaviors to open a new window. Now click on the ‘+’ button
to open ‘Add Behavior’ window. Select the ‘8 Direction’ behavior from
movement section and click on ‘Add’ button. Again, click on the 4+’ button to
open the same window, scroll down to select ‘Bound to layout’ behavior and
click on ‘Add’ button again. Now, | can see 2 behaviors added to my medicine
box capsule. 8 Direction behavior moves the medicine box up, down, left, right,
and diagonally whereas Bound to layout stops the medicine box from leaving
the layout.

You can see the properties of the behavior added by you for any sprite by
selecting the sprite and looking in the left pane window under the behavior
section. You can edit the behavior properties of the sprite like speed,
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acceleration, gravity etc. Let’s change the ‘Set Angle’ of the medicine box from
360 degrees to No so that only the box moves but will not rotate. Follow the
same steps as done previously for changing the properties.

Next, let’s add a behavior to our ‘Boom Effect’. Select the Boom effect sprite by
clicking on it. In the properties window on the left side of screen, you'll see an
option of Behaviors, click on it to open a new window of behaviors. Now click on
the ‘+’ button to open another window named ‘Add Behavior’. You can select
the required behavior for your Boom Effect sprite from here. In this case, we
need to use ‘Fade’ behavior. The fade behavior changes the object opacity over
time to make it gradually disappear. So, select the fade behavior and click on
‘Add’ button. After adding this, close the other window too. Your fade behavior
is added in your Boom effect sprite. We are now ready to test our game to see
if everything is working fine so far.

Great! | can see my Main screen is working fine with the sprites behaving in the
right manner.

In our next video, we will continue adding more sprites to the other layer of the
Main screen layout.

Bye-Bye! See you in the next video!

HINDI VERSION

Design the Screen Layouts — Part lll

Hello everyone! 3110 9 &T fthY q EETd &

AN [USel IS #, gHA main screen layout &l [33TSH T & A T
a7 3R 3TA PG important sprites 8t add foram 1| 38 3T H, T main
screen layout & 3R 3 sprites add &Y |

379, @ ST P main screen layout # add ®I3T| pathogens & forw ar
TIRTT T BTH BT FATTh humans 3AY infected BT & TolT IFFFER &1 new
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objects Pl add A & forw steps G| repeat B | TG WA & ToIT check LA
Tt Toh hael object layer BT & select TThAT AT E | Insert new object window
open X o folT layout T 3Td-TFeleh Y| 'sprite’ 3-1'I'C‘\>1Fr§ﬁ, S 'Human1'
A ¢ 3 insert W Fetd &Y | 3@ image editor open P & forT Tha WX
fFetah @ 3IR upload section § UEel e H download fehT 3T human figure
&hT Tk image 3Tl B | anchor points @I use &b human image I Tl
size G| 3 Thid W el M T@A & Torw Eid | 3R SATET humans @ add T
aﬁﬁlﬁﬁstepaﬁrepeataﬁ arieh Ig Ms-HTS drell ST9TE <11 oW | X case
H H 4 33 376197-376T9T humans T add EhTTe'J'{&ﬁTﬁone by one 'Human2',
'Human3', 'Human4' 3iR 'Human5' EFT%HIUW humans T duplicate HT g1
Hhd & T B o forT control key EdTT, sprite & HUT mouse cursor &l
Waﬁﬁm@mﬁwgﬁrw position d Wid 3R ©Ig & ST &
S Ugel pathogens & forw fopar AT|

379 & Main Screen layout & present 3 objects & behaviors add HIT A&
# Gohd &l Behaviors Tgel & elo-llé IrAY functionality G object type & add
B © example & forw, & 3199 human & arrow keys T use Pk g
directions & & ST TedT §| VAT A & TIT, &H 8 Direction’ ATH &b Teh
behavior @I el Thd & ST fopdT object T arrow keys T use ich T
directions & ST & allow BIAT &1 behavior &T aim 3T forw 3mus A
H HI P el 61 o I T time-savers 3R shortcuts 2

31U Ugel @A Virus’ pathogen & T behavior add &¢d &1 39 W &l
b Virus sprite Ga) QFT, screen & left side & properties window & 3T
Behaviors bl Uch HWQH%‘@'I’Q?JIT, Behaviors &Y T&h new window open &l
& oI 38 WX [&Feld Y| 379 'Add Behavior' AT &Y Tah 3IR window open &la
& ToIT '+ TeT WX ToFeteh < | 31T I&T H 3794 Virus sprite & TolT BT behavior
G} el Hhd &1 3 case H, &H 'bullet’ behavior &I use HI P T ¢l
‘bullet’ behavior objects Pl 3Tb current angle UX 3T9Y dardr %I E'Hﬁ'(’,




: LEARNING LINKS
T@Ch nO|Og|eS NITI Aayog ATAL INNOVATION MISSION :ES&%EQ;EE@;

WHEF

‘bullet' behavior @I gei 3R ‘add’ T WX TeFeleh Y | 38 add e & dTG, GAU
window 3 &€ & | 3TTYT bullet behavior 31U Virus sprite #H add {—‘3[ U'I'CIT%'I

&I dig, 94T pathogen I bacteria, protozoa and worm & bullet
behavior SIS | 3411:|€5r§?-|T§34T behavior qa'?f duplicatesEITSffapply%TGl'l'QTITI
379 pathogens & ToIT behaviors & properties @ d&el | 31T sprite &l select
Fh behavior section H left pane window H 30 H add fopg a1T fopal sprite
1) behavioréﬁproperties EI#TE'@W%I g dg place ?»'El'e'frmspeed, gravity,
acceleration etc. o1& objects G properties Bl change &Y Hbhd &l ST THAR
T pathogen BT speed BT 400 T TGaTdT 3 H G 3R gravity PO dGeld
3 P ¢ difeh F GR-UR 3791 a¢ 3R 3mEEr 9 A | 38 diE, bacteria,
protozoa and worm &7 speed 31X gravity &l dcei |

8 I & & 916, &H 379 30 ‘antibody capsules’ # &l behaviors @ add
YT T PITAA BT | ST pathogens & case A TRAT AT Seel steps BT follow
H| Tsc Arss fdar W fFeleh i anti-bacteria sprite &l ﬂﬁ, screen o left
side & properties window H 3UdI  Behaviors & T 3TCAUA ﬁ‘(@l’l’{:fr T,
Behaviors &Y T&h new window open & & folt 38 WX fFeteh | 379 'Add
Behavior' ATH T T 31X window open I &b foT '+ Tead R el | scroll
down &b ‘Bullet’ behavior QFT 3R ‘add’ button W el Y| GIERT same
window open &I & TolT 4’ button WX click Y, ‘Destroy outside layout’
behavior @I select L & Tl scroll down Eﬁi 31 T I fT ‘add’ button W
click Y| 319, & 379eY anti-bacteria capsule & foIT add fFT 31T &F behaviors
&q ghdl {I Destroy outside layout behavior 31Ua 3T capsule @t
destroy Y odr % ITRA layout area BIESII % ar, 3'\'}! add & & 9T window
close Y &| 38T a¥g, T & behaviors aTT antibodies I anti-Protozoa,
anti-Worm 3R anti-Virus capsules & forw 8 add &3 |
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sﬂfﬁa'l'c\", 'e'?ITl' ‘medicine box’ & M & behaviors add Eh_{ﬁ%l same steps follow
&Y ST capsule & case 3 foRIT AT| box sprite W click b 3 T:J,o-\il Tch new
window open &3t & oI properties window & Behaviors TR f&eld HY |
379 'Add' Behavior ' window open @ & fOIT + 'Ted W Fad &,
movement section & ‘8 Direction’ behavior I 3R 'add' eI WX TeFelch
$Y | ATERT, 39T windowaﬁopenaﬂﬁ & forT '+ Iea uT feFeleh &Y, A Thiel
&b ‘Bound to layout’ behavior I 3R AT ‘add’ e TX feeleh Y| 314,
# 319t medicine box capsule # add fha aTT & behaviors @& T gl 8
Direction behavior medicine box @T up, down, left, right, and faxeT &
of SITAT & STdfeh Bound to layout medicine box @1 layout &18a & JdhdT &l

319 sprite &Pl select LD behavior section H left pane window H 3104 & add
fopar 31T TeRET sprite & behavior & properties T & Hhd &l 31T speed,
acceleration, gravity etc. I sprites & behavior properties Pl edit P Ghd
&1 31T medicine box & ‘Set Angle’ @Y 360 33f & FEeTehT no & & dTfeh
box move &Y Heb but rotate 7 X | properties

&Pl Teola o [T Ugel fohT 1T steps &l follow |

31dTedl, ?EHﬁ ‘Boom Effect’d Teh behavior add &ld %I boom effect sprite UY
click &b 38 go-\i | Teh new window open & o oI properties window &
Behaviors UX fdefeh Y | 31 'Add' Behavior ' window open P b ToIT' + 'ged
W fFeleh P 3T T&T § 37T boom effect sprite & TolT STET behavior el
Hhd & SH ATH H, TH ‘Fade’ Behavior @l use T DI ST &l ‘Fade’
Behavior TSH & AT object & GW@TS &4 I TGol ST & dlieh Ig YR-4R
IS B SATC| dl, ‘Fade’ Behavior I 3K 'add' e WX feFeleh il 38 add
HA & d1G, Q‘Iﬁ window T close &Y ¢| 37TgaT ‘Fade’ Behavior 31U
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boom effect sprite?fradd 'e'-)fU'I'CIT%I wmmﬁ@ﬁtestmﬁ%m?\w
%, T 5@ & forw o o 319 aa 9 $o &b I W& §

Great! & ¢@& gopdT Eﬁﬁ AT Main screen sprites o TTY el ddd T behave
CRRIES

AN 31T NAFSAT A, T Main screen layout &Y aThT layers & 31 &Y sprites
add IV |

Bye-Bye! 3T9Tel video H THeId &




