MOBILE APP DEVELOPMENT: EARTHWORMS ON MARS

e GameSalad

Using the login and password provided in class,
login to GameSalad.

Naughty Monkey ?) Using Pro Features.

Create a new Blank Project. — = L
te

You caught 0 worms!

Catch some and start
terraforming the Red Planet
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EARTHWORMS This game can be made for ANY platform the student chooses.

@ GameSalad File Edit Format Layout View Window Help

A = 27%@0 Tue9:02PM Q =
[ NON )

Earthworms on Mars

¢ & > B ¢ - @

_—
Back/Forward Home Scenes Tables Preview HTMLS Preview Publish Feedback Help

Project Info Scenes | Actors | Tables

J

Title Earthworms on Mars

Platform iPhone 6 Plus Landscape

Resolution Independence

Crop Mode for Other Device
Resolutions

(Draft) worms to the Red Planet. When a dust storm hit, those
little suckers got loose and burrowed deep. Now Matt
Damon is in desperate need of them to churn up the soil
so he can grow potatoes. So catch some or he’ll die!

Multiplayer (beta) None
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Download the Earthworm asset pack
from this URL:

http://bit.ly/2ciQkiv
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@ GameSalad File Edit Format Layout View Window Help A = 12%0) Tue7:41PM Q =

3
®@ 0 Earthworms on Mars ]
A\ == = . 5

< » &5 . » B ¢ <
Back/Forward Home Scenes Tables Preview HTMLS5 Preview Publish Feedback Help |
Project Info Actors 1 Tables i

a

Splash Game End Page

T

There are three scenes in this app '

Use this + button to add a new scene.
Name each scene.
You can drag the scenes to reorder them.

+
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@ GameSalad File

Import the images.
Edit Format Layout View Window Help L = 12%0) Tue7:43PM Q =
® O] Earthworms on Mars - Splash
A S S = b N . @
< p G2 @
Back/Forward Home Scenes Tables Preview HTMLS5 Preview Publish Feedback Help
Inspector [ Game JETTH |
Attributes Devices
[3
+ All
Library Behaviors [IiELESEE Soun's | Fonts
(5TEY Purchased

K & «&

endGfx hole hole front
marsSurface splashGfx worm
Catch some and start
terraforming the Red Planet
=

[#& | Purchase Images...
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@ GameSalad File Edit

Format

Now make actors and put the images on actors as noted below.

Layout View Window Help A = 12%0) Tue7:43PM Q

r

< A\ g5 E
B N/ =

Back/Forward Home Scenes Tables

Earthworms on Mars - Splash

> B ¢« @

Preview HTMLS Preview Publish Feedback Help

Inspector Scene
Attributes Devices
Counter ~arthworm
. ‘ ' These are text boxes.
oo olefront Later, you WI!| code

Counter to display
how many
earthworms are

Timer background Caught.

/i

splashScreen endScreen

—

Library ( Behaviors™ Ty ETeH]

All

Soun

Later, you will code
Timer to display how
much time remains.

Catch some and start
The text boxes do not terraforming the Red Planet

have images.

Custom

[E) Accelerate

Accelerate (Persistent

& Accelerate Toward Behavior)

3 Add/Remove Row

E’ Animate Specify the speed and direction

ST S S P—
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Camille McCue 2016 6



Import the audio files.

@ GameSalad File Edit Format Layout View Window Help L = 12%0) Tue7:43PM Q =
® @] Earthworms on Mars - Splash
A — b : ans @
< p G2 @
Back/Forward Home Scenes Tables Preview HTMLS5 Preview Publish Feedback Help
Inspector [ came JETITR
Attributes Devices
[

+ All

Library Behaviors | Images ound Fonts

(5TEY  Purchased

cartoonHop wackyMarsMix

Catch some and start
terraforming the Red Planet

+ - Purchase Sounds...
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@ GameSalad File

Edit Format Layout View Window Help

In Attributes, make game variables as shown.

L = 7%03 Tue7:57PM Q =

[ NN
-]
< DB
Back/Forward Home Scenes Tables
Inspector
Actors Devices
» Display Size size
Actor Tags text
Platform Connected boolean
» Ad Reward adreward
Player Type Single Player & enumerat...
> Player 1 Keymap playermap
> Player 2 Keymap playermap
» Player 3 Keymap playermap
> Player 4 Keymap playermap
> Player 5 Keymap playermap
> Player 6 Keymap playermap
> Player 7 Keymap playermap
> Player 8 Keymap playermap
caught integer
timeRemaining integer

-

Library

Images | Sounds | Fonts

LB e Custom

2 Accelerate

[E) Accelerate Toward
3 Add/Remove Row
& Animate

@ Buzz

@ change Attribute
[ change Image

3 change Scene

& change Size

ﬂ Change Table Value

Accelerate (Persistent
Behavior)

Specify the speed and direction
(angle) of acceleration of an
actor. Best used in a rule that
checks for a keyboard event.
Note: If the drag behavior is not
also applied to an actor,
acceleration will be continuously
applied, adding greater and
greater speed to the actor until it
has reached its maximum defined

Camille_McCue@yahoo.com (online) v & Pro Subscriber

Earthworms on Mars - Splash

> B ¢« @

Preview HTMLS Preview Publish Feedback Help

Add two
variables:

caught of type
integer

timeRemaining

of type integer

Catch some and start
terraforming the Red Planet
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Set up device orientation as shown.

@ GameSalad File Edit Format Layout View Window Help (L = 6%@ ) Tue800PM Q =
.
®@ O Earthworms on Mars - Splash
- N
<> N ap > B ¢ @
W/, O, =
Back/Forward Home Scenes Tables Preview HTMLS5 Preview Publish Feedback Help
Inspector
Actors Attributes
» Mouse attributes
> Players attributes
» Touches attributes
» Accelerometer attributes
Screen attributes
Size size
Device Orientation Landscape Left 9§ enumerat...
Interface Orientation Landscape Left [& enumerat...
Device Rotation 0 angle
» Audio attributes
» Clock attributes
» Platform attributes
Library Images | Sounds | Fonts

SELLEGE Custom
& Accelerate

B Accelerate Toward Accelerate (Persistent Catch some and start
Behavior) .
@ Add/Remove Row terraforming the Red Planet
B Animate Specify the speed a_nd direction
(angle) of acceleration of an
O Buzz actor. Best used in a rule that
3 change Attribute checks for a keyboard event.
m Change Image Note: If the drag behavior is not
also applied to an actor,
3 change Scene acceleration will be continuously
El Change Size applied, adding greater and
greater speed to the actor until it
g Change TabIeIVaIue has reached its maximum defined

Camille_McCue@yahoo.com (online) v & Pro Subscriber
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@ GameSalad File Edit

Format

Layout

View Window Help

Code the SPLASH scene. This shows the title graphic, then switches to the GAME scene.

L = 12%00 Tue7:44PM Q i=

0@
< RGyes

Back/Forward Home Scenes Tables

Earthworms on Mars - splashScreen (Prototype)

L

B ¢

—

[?)

Attributes
Name splashScreen text
Time real

> Position point

> Size size
Rotation 0 angle

» Color color
Image image
Tags text
Preload Art boolean

» Graphics attributes

+

Camille_McCue@yahoo.com (online) v & Pro Subscriber

Preview HTMLS Preview Publish Feedback Help
Create Group Create Rule
(v @  Timer o )
For £ 3 €  seconds Run to Completion
( v @@ Change Size (%] \
L Growth Rate: 0.01 e J
(N v
(v @ Timer o)
After | 3 €  seconds Run to Completion
( v @» Change Scene Q \
Go to Scene: Next Scene E No ad @
Scene Index: e

Camille McCue 2016
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Play the Music loop on the Martian background.

@ GameSalad File FEdit Format Layout View Window Help

L = 21%00) Tue917PM Q

< > Y es 5

Earthworms on Mars - background (Prototype)

»>

B ¢

=) @

Back/Forward Home Scenes Tables Preview HTML5 Preview Publish Feedback Heip
(%] Create Group Create Rule
( v @3 Play Music o \
Sound: wackyMarsMix B Loop J
Attributes
Name background text
Time real
> Position point
> Size size
Rotation 0 angle
» Color color
Image image
Tags text
Preload Art boolean
» Graphics attributes
+
Library Images | Sounds | Fonts |
SiepLEGE Custom
L rlauunin = rust Quuie

3 Platform - Reset Achiev... Play Music (Action)

3 Platform - Show Achieve... This action triggers a music file
m Platform - Show Leader... to play. Set the music to play
[ Platform - Update Achie... once or to loop repeatedly.

A Play Music

3 Play Sound

@3 Quit Game

M panlinata

Camille_McCue@yahoo.com (online) v § Pro Subscriber
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@ GameSalad File

-

Edit

Format

Layout

Code the HOLE to spawn an earthworm at random intervals.

View Window Help

[ = 25%0 ) Tue9:08PM Q

< LYo E

Back/Forward Home Scenes Tables

Earthworms on Mars - hole (Prototype)

>

Preview

= @

Feedback Help |

B ¢

HTMLS Preview Publish

Create Group Create Rule

random(4,10)

remove expressior

- ©I» Timer: EVERY 4 to 10 SECONDS
Every | random({ € seconds Run to Completion
v @3 Spawn Actor: SPAWN A NEW EARTHWORM
Actor:  earthworm ¢ Layer Order: in front of actor
Attributes
Direction: 0 ° Relative to:  actor
Name hole text
Time real Position: | 0 [t] o e Relative to:  actor
> Position point \_
> Size size
Rotation 0 angle
» Color color
Image image
Tags text
Preload Art boolean
» Graphics attributes
+

Camille_McCue@yahoo.com (online) v §§ Pro Subscriber
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@ GameSalad File Edit

Layout View Window

Help

No code on the HOLEFRONT.

@ = 2% Tue820PM Q =

0@
< RGyes E

Back/Forward Home Scenes Tables

Attributes
Name holefront text
Time real

> Position point

> Size size
Rotation 0 angle

» Color color
Image image
Tags text
Preload Art boolean

» Graphics attributes

+

Camille_McCue@yahoo.com (online) v §§ Pro Subscriber

Earthworms on Mars - holefront (Prototype)

>

Preview

B ¢

HTML5 Preview Publish

Create Group

=) @
Feedback Help

Create Rule
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@ GameSalad File Edit

Format

Tip: Control-click on the holefront and select
Send to Front to move it in front of the earthworm and the hole

Layout View Window Help L = 23%0 ) Tue91MPM Q =

0@
< > Gyes

Back/Forward Home Scenes Tables

Earthworms on Mars - Game

>

Preview

B ¢ = @

HTMLS Preview Publish Feedback Help

Inspector W Scene )
Attributes Devices
Counter earthworm
hole QEED

All

Images | Sounds | Fonts |
Custom

E) Accelerate
[ Accelerate Toward

+

0—O0 o

{88+
88_
x=
38-

Send To Front
Send To Back
Send Forward
Send Backward

Library

e Ny

Accelerate (Persistent

Behavior)
3 Add/Remove Row
B Animate Specify the speed a_nd direction

(angle) of acceleration of an Y
0 Buzz actor. Best used in a rule that

3 change Attribute
[ change Image

3 change Scene

&) change Size

3 change Table Value
3 change Velocity
& coliide

A _Cmmntenin Abbeilaiibn

checks for a keyboard event.
Note: If the drag behavior is not
also applied to an actor,
acceleration will be continuously
applied, adding greater and
greater speed to the actor until it
has reached its maximum defined
speed. Note that as this behavior
never stops executing, if it is a
sequential group, subsequent

7
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Code the EARTHWORM .

@ GameSalad File Edit Format Layout View Window Help [ = 17% %) Tue817PM Q =
) @ Earthworms on Mars - earthworm (Prototype)
< ) 2. L. > % oy (7)

Back/Forward Home Scenes Tables

Preview

HTML5 Preview Publish

Create Group

Feedback Helb

Create Rule

Timer: EARTHWORM POPS UP

©)

Timer: AFTER HALF A SECOND...

©)

Rule: IF PERSON TOUCHES SCREEN ON WORM...

©)

Timer: AFTER A SECOND, IF HE'S NOT CAUGHT...

°)

(]
(r
@«
G2
Attributes C
>
Name earthworm text
Time real
> Position point
¥ Size size
Width 30 real
Height 80 real
Rotation 0 angle
» Color color
Image image
Tags text
Preload Art boolean
» Graphics attributes
» Motion attributes
» Physics attributes
+

Camille_McCue@yahoo.com (online) v & Pro Subscriber

The details of these commands
are shown on the next pages.
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Code the EARTHWORM. These are the pop up and down commands.

@ GameSalad File Edit Format Layout View Window Help [ = 17% %) Tue817PM Q =
) @ Earthworms on Mars - earthworm (Prototype)
A g5 = > B - @
< ) W2 L. % Sl
Back/Forward Home Scenes Tables Preview HTMLS Preview Publish Feedback Help
(%) Create Group Create Rule
- ©I» Timer: EARTHWORM POPS UP (%] )
| For C| 0.25 € seconds Run to Completion
(¥ @D Move: OUT OF HOLE 9 )
Direction: 90 e - Relative to: scene Move Type: additive
Attributes Speed: [300 €] LlitiiAii::
Name earthworm text \_ J
Time real
» Position point y - N
v Size size v @® Timer: AFTER HALF A SECOND... (%]
Width 30 real | After | 05 €  seconds Run to Completion
Height 80 real
Rotation 0 angle s . N
» Color color v @» Timer: EARTHWORM MOVES DOWN (%]
Image image For ) 025 € seconds Run to Completion
Tags text
Preload Art boolean
> Graphics attributes (.~ Move: DOWN INTO HOLE o)
> Motion attributes Direction: 270 e . Relative to: scene Move Type: additive
» Physics attributes
Speed: 300 e
+ L Y,
. J
C 4 Rule: IF PERSON TOUCHES SCREEN ON WORM... (%] )
C > Timer: AFTER A SECOND, IF HE'S NOT CAUGHT... (%] )

Camille_McCue@yahoo.com (online) v & Pro Subscriber
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Code the EARTHWORM. These commands control how he is caught and/or destroyed.

@ GameSalad File FEdit Format Layout View Window Help

[ = 19% (%) Tue818PM Q =

0@
< > Mnes )

Back/Forward Home Scenes Tables

(x]
Attributes
Name earthworm text
Time real
» Position point
¥ Size size
Width 30 real
Height 80 real
Rotation 0 angle
» Color color
Image image
Tags text
Preload Art boolean
» Graphics attributes
» Motion attributes
» Physics attributes
+

Camille_McCue@yahoo.com (online) v § Pro Subscriber

Earthworms on Mars - earthworm (Prototype)

>

B ¢

=) @

Preview HTMLS Preview Publish Feedback Help
Create Group Create Rule
A On Rule: IF PERSON TOUCHES SCREEN ON WORM... (%]
When | All T conditions are valid: -+
Actor receives event touch is | pressed
Actor receives event © touch is | inside
( Al On ] Play Sound: MAKE FUNNY SOUND (%] A
Sound: cartoonHop Loop Run to completion
Volume: 1 e ' Positional Sound
Pitch: 1 e
/
C v @3 Change Attribute: INSCREASE NUMBER CAUGHT BY 1 (%] )
Change Attribute: game.caught To: game.caught+1 |€ .
- Al On | Destroy: DESTROY EARTHWORM (%] R
Destroy this actor
\ y,
\ > Otherwise: J
v @I®» Timer: AFTER A SECOND, IF HE'S NOT CAUGHT... (%]

After ©| 1 €  seconds Run to Completion

( v @@» Destroy: DESTROY EARTHWORM

k Destroy this actor

\.
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Code the TIMER. The timer is located on the game scene.

@ GameSalad File Edit Format Layout View Window Help [ = 34%[#%) Tue832PM Q =
[ NON Earthworms on Mars - Timer (Prototype)
A g5 = B
< ) 2. Lo, > % =) @
Back/Forward Home Scenes Tables Preview HTMLS5 Preview Publish Feedback Help
Create Group Create Rule
-« Change Attribute: START TIME REMAINING AT 30 SECONDS Q)
C » @3 Timer: MAKE TIMER COUNT DOWN (%] )
> Display Text: SHOW TIMER Q)
Attributes
" ( » @» Rule: WHEN TIMER RUNS OUT... (<] )
Name Timer text
Time real
> Position point
> Size size
Rotation 0 anale
¥ Color | color
Red 1 real
Green 1 real An Alpha of 0 means that the
Blue ! e text box actor will be
Alpha 0 real

transparent

Camille_McCue®@yahoo.com (online) v ‘ Pro Subscriber
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Code the TIMER. These commands start the timer, make it count down, and show the timeRemaining.

@ GameSalad File FEdit Format Layout View Window Help [ = 35%[%) Tue833PM Q =
. o Earthworms on Mars - Timer (Prototype)
%A > 8 -) @
< ) AL & e
Back/Forward Home Scenes Tables Preview HTMLS Preview Publish Feedback Help
Create Group Create Rule
v @ Change Attribute: START TIME REMAINING AT 30 SECONDS o
Change Attribute: game.timeRemaini... To: 30 ‘ e )
v @ Timer: MAKE TIMER COUNT DOWN (%]
Attributes Every | 1 €  seconds Run to Completion
N.ame Timer text ( v @@» Change Attribute (%] \
Time real
» Position point Change Attribute: game.timeRemaini... To: game.timeRemair € J
> Size ' size \ J
Rotation 0 angle
¥ Color |l color -
Red ] al ("~ @  Display Text: SHOW TIMER 9 )
Green 1 real Text: game.timeRemaining e .
Blue 1 real B o The Display Text command
Alpha 0 real Align: = - = Wrap inside actor ” h . b
m Position: BJ [0 el @lo 2 Relative to: | actor tells t. e coins jcext_ .OX actor
o , = what information it is to show:
Direction: 0 e - Relative to: actor h | fi R o
Font: Silom Size: 30 C Color: the value ot time emamlng'

.

¢

» @3 Rule: WHEN TIMER RUNS OUT...

Camille_McCue@yahoo.com (online) v & Pro Subscriber
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Code the TIMER. These commands cause the game to go to the end scene when time runs out.

@ GameSalad File Edit Format Layout

View Window Help

[ = 35%[%) Tue8:33PM Q =

o0 @
- [—
< _/l} 7, L,

Back/Forward Home Scenes Tables

Attributes
Name Timer text
Time real
» Position point
> Size size
Rotation 0 angle
¥ Color |l color
Red 1 real
Green 1 real
Blue 1 real
Alpha 0 real
+

Camille_McCue@yahoo.com (online) v #§ Pro Subscriber

Earthworms on Mars - Timer (Prototype)

L

Preview

B ¢

HTML5 Preview Publish

Create Group

=) @

Feedback Help

Create Rule

( » @I Change Attribute: START TIME REMAINING AT 30 SECONDS

©)

( » @» Timer: MAKE TIMER COUNT DOWN

©)

G2 Display Text: SHOW TIMER

°)

v @» Rule: WHEN TIMER RUNS OUT...

o

When | All T conditions are valid:

Attribute : game.timeR... ‘ = Clo

|+

( v @@» Change Scene: GO TO END PAGE SCENE

Go to Scene: End Page No ad
Scene Index: e
\ > Otherwise: J
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Import the Silom font from the assets pack.
You will need it to match the text in the counter to the other text on the background graphic.

@ GameSalad File Edit Format Layout View Window Help (ad = 20%0) Tue9:20PM Q =
® © Earthworms on Mars - End Page
A\ &= / )
< p €. L. »> B ¢ <&
Back/Forward Home Scenes Tables Preview HTMLS5 Preview Publish Feedback Help
Inspector Game ECLG)
Attributes Devices
earthworm
hole holefront (
- You caught worms!
+ | — All
Library Behaviors | Images | Scnds | oy .
Silom
+ —

Camille_McCue@yahoo.com (online) v & Pro Subscriber
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Code the COUNTER. The counter is located on the end page scene.

@ GameSalad File Edit Format Layout View Window Help [ = 22%[%) Tue821PM Q =
. o Earthworms on Mars - Counter (Prototype)
< ) 2. L. % =~
Back/Forward Home Scenes Tables Preview HTMLS Preview Publish Feedback Help
Create Group Create Rule
- @©I» Display Text: SHOW HOW MANY WORMS CAUGHT (%] )
Text: game.caught le
Align: = [ = Wrap inside actor
Position: +| o e tlo € Relative to: actor B
Direction: 0 [e ® Relative to: actor
Attributes -ont:  Silom Size: 30 2 Color: [
Name Counter text .. . J
Time real This it the font you imported.
> Position point
> Size size
Rotation 0 anale
¥ Color |l color
Red 1 real
Green 1 real An Alpha of 0 means that the
i ; sl text box actor will be
Alpha 0 rea
Image image transparent
Tags text
Preload Art boolean
» Graphics attributes

-

Camille_McCue@yahoo.com (online) v #§ Pro Subscriber
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Code the END PAGE. This page shows how the player performed!

@ GameSalad File Edit Format Layout View Window Help ] = 35%[%) Tue8:33PM Q =
. @) Earthworms on Mars - endScreen (Prototype)
A\ == =92 8
< D & > B ¢ -
Back/Forward Home Scenes Tables Preview HTMLS5 Preview Publish Feedback Help
(%) Create Group Create Rule
You caught worms! / - m Timef o \
After 3 €  seconds Run to Completion
v @» Change Scene (%]
. Go to Scene: Splash No ad
Attributes — —
S Index: e
Name endScreen text cene Incex
Tlm.e. reél \ )
» Position point
> Size size
Rotation 0 angle
» Color color
Image image
Tags text
Preload Art boolean
» Graphics attributes
+

Camille_McCue@yahoo.com (online) v & Pro Subscriber
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For the next phase, you will need your phone to
execute your app. Follow these steps:

OpenGameSalad Viewer on your phone or iPad

Your mobile device and computer must be on the same wireless network: at school,
this is the AEC network with password Hearusroar!

Press the Preview on device and then select your device name to play the game on
your phone or iPad! Rotate your device to landscape orientation.

=
S
2
@
[}
&
O
o
(0
©
(%)
5]
£
©
O
=
o
L
o
£
5=
-

® Connected to wifi
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