Kaki-Hatchi
lesson T
Creative coding
Tilemap, Sprite

Video tutorial: https://bit.ly/scorner56k01




Video game Links

Starting Code: End Code:

https://bit.ly/cmkakicode0] https://bit.ly/cmkakicode02
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https://bit.ly/cmkakicode01
https://bit.ly/cmkakicode02

Introduction

Welcome,

In this course, we will create a Japan-inspired platformer
video game. You will learn creative coding, make your own
stories, and design video game characters with pixel art.
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What will we learn today?

e Designing tilemap by using placeholders (Level design).

e Understanding how our Sprite moves.
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e |Learn about overlap, collectibles.

Open the template code.

bit.ly/cmkaki01 > Edit code.

Everybody must ctart with thic
code.



http://bit.ly/cmkaki01

Maokecode Arcade: How does it work?
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function Level_

function ®
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Deadly tile means our player

character will die when it
touchee thic tile!

Selected
tile

- N

+ U

«r b ot ol AR
m - - DRTORTORTDRTDRTDRTORT 1% w22 <2 DIRTOIRTOIR] D UES Urs ucs Ut




Walls 1. Click ‘Wall.
2. UseFill on DIRT.

3. You will see red overlay on dirt.

Wall makes your tilec colid.
So your player character

can walk on them.
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Steps Ond Stops Search ‘cuper maric
+ level design’ to get

des 190 in c,b/raf/‘on./

Use step & ctop to

design, and put walls

on them.

Show walls @@
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. . . . Check on emulator,
Collectibles: Kaki & Coin oty the tiec

Both Kabi & Coin are
collectibles. Place

them everywhere o A
throughout the fevel! _ S g
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Enemy placeholder: Challengel

Recipe for enemy placeholder.

b /
1. Get Tengu' tile. 1;—E H /Qem’em er, players
I . dont know what to

2. Setin places where you want enemies to appear. expect in your game!

3. Once you finish, click done! Done

Tip: Don't put enemies at the beginning. We don't

want the player to lose at the starting point.



At thic stage,
nothing will happen
when the player

touchee collectibles.



(et delve into

Player Sprite: How we made it. thie

function ®

set Kuro v to sprite G of kind Player v Settmg Sprlte.
for element value of array of all m v locations Move Sprite Ieft and right.

do

set v at value =

move Kuro v with buttons vx vy e @ Move Sprlte left and ”ght-
camera follow sprite Kuro w =
set Kuro * ay (acceleration y) * to Keep player in the screen.

place Kuro ¥ on top of random GraVIty fOI‘Jump

Place Sprite on starting tile.



1. Go to Sprite > Scroll down to overlaps.

2. Change the ‘otherSprite’ kind to Food.

3. Search 'destroy’. destroy mySprite » @

4. Drag ‘otherSprite’ inside destroy block.

o. Click + sign to add effects.

on sprite of kind Player v overlaps otherSprite of kind Player «

on sprite of kind Player » overlaps otherSprite of kind Food
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on sprite of kind Player v overlaps otherSprite of kind Food v

destroy otherSprite with fire v effect for ms @



Score

1. Go to Info > change score by e

/(/ow yUU can

on sprite of kind Player v overlaps otherSprite of kind Food + test on G

emulator!
destroy otherSprite with rings v effect for ms (=

change score by a







