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[TAQH ypoka

OCHOBbI MPOTPAMMUPOBAHUI UTP
[lepemeHHble B Construct 2

CO3AQHUNE UTPbI C HODOPOM OYKOB



MporpammuposaHue B Construct 2



[Iporpammuposanue B Construct 2 npocToe — jjocTa-
TOYHO MOHATb HECKOMbKNX 6a30BBIX YC/IOBUIL.

Komanpga B Construct 2

[enicTeue

CobbiTne

Bce komanpsr B Construct 2 coCTOAT U3 IBYX YacTeit:

= Co6piTHE (EVents) — onpefenseT B KAKOH MOMEHT
JI0JI’KHO MPUMEHHUThCA JeHCTBHA.

« JelicTBUe (Action) — onpeJensieT Kakoe JeHCTBHE
NPOH30HAET MPH 3aJaHHOM COOBITHH.

Tenepp nonpobyem HanycaTh NpOrpaMmy JUis TOTO YTO-
661 cobpaTh MOHETKM.

Ha nHamem A3bIke KOMaH/Ia I0/DKHA BBITJIAZIETH CIEYIO-
KM ob6pasom.

KomaHpa

CobuiTne [eicTaue

Koraa nepcoHam Kacaerca MOHEeTKH MoOHeTKa neyelaer




Teneps nonpobyem peanusoBats 310 B Construct 2. [na
3TOTO OTKpoeM Tabmuiry cobbITHIL.
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3arem Boibepem kHonky «Add Event».
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Add event

Double-cick a condon in Flayer'

Angle
' Isbetween anges
o lswirhin angle

On collision with another object.

o]
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O frams changed

v
Tenepp Ham Heo6X0MMO BBHIOPATh ¢ 0OBEKT, HAKAB HA
knonky <click to choose>.

Parameters for Player: On collision with another object

Object

Select the object to test for 2 collision with,

<dickto choose >

Teneps BbiGepem Hally MOHETKY.

Tenepp Ham HyHO BBIGpaTh COOBITHIL, KACAHMSA C APY-
ruM obbekToM. B Construct 2 3Ta KoMaH/ja Ha3bIBaeTCA —

Bick an object

Double cick an abject:
|

brdge  casteCentsr  castieMd
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Add
roocAlieded  ropeVertical by
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Pearernet=is for Player On collision with another object
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TaTh He OyjieT.

AMMO 106aBUTDL flelicTBHUE, Belb 6e3 Hero Huuero pabo-

Tenepb MblI CO3J1a/IM HaAllUe C06bl'l'lde, TENnepb Heobxo-




1 = Player

Hame peitcTBue 6ygeT cBA3aHO C MOHETHOI II03TOMY

BbIOEpeM ee.

On collision with ) coinGold

Add action

% -

System bridge

u |
.

Double-dick an cbject to aeate an action from:

WL

casieCentr  castleMid coinGold

Hayer ropeAttached ropesVertcs cpkes
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!
iquidWater  louidWaker...

Add action

Doutle-dick an action in ‘coinCald':
Iﬂ] D10 U o
Jxset effect parameter

14 set mirrored
& set vishle

Instance variables

P Addto
U Setvale

[ 7099'21‘7
Misc
T Set Tom J5ON

Size & Postbon

* Move atangle
1 Set heicht

0 Setsize

(1 Set position to another cbject

i- Cancel [ Help on Sprite’ actiors

JADEL 2 IECL ENauE]
© set fipped
(1 Set opacity

¥ Setbooean
¥ Subtract from

(7 Set colisions enabled
() Spawn another object

£ Move forward
 Set postten
(0 Set scale

0 Set nidth

ol |

Beck || Nest

WM BoT MBI HanMcany Hally NepByo KOMaHJY.

Teneps Bbibepem camo feiicTBie. Ham Heobxommo npo-
CTO YHMUTOXXUTD Hallly MOHeTKY. [[/1s1 aToro Beibupaem aeii-

ctBue Destroy.

| = i Player | Oncollisionwith (& coinGold

(i coinGold Destroy

Teneps moxeTe 3amycTuth urpy. VI nposeputsb uro mo-
HEeTKM yxKe cobupaiorca. 3to oueHb xopouro. [lTonpobyiite
CaMM HamMcaTh aHAJIOTMUHYI0 KOMaH/y YTOOBI MepCoOHaX
HpOMajiaj Mpy KaCaHUM C IUIAMM.

B pesynbrate y Bac jo/KHa GbIIa OTYUNTHCSA CIEAYIO-

11asg KOMaH/Ia.

2 | = Player On collision with 1. spikes

i, Player Destroy




OpnHako 370 He camas ynoOHas KOMaH/Ia, TaK Kak nepco-
HaX MponajiaeT, ofiHako urpa xet. [lonpo6yem nepenucars
MporpamMMy Tak, YTOObI He MePCOHAXK MPOMNaJial, a y Hac re-
pesanyckanach urpa. [lns storo cuenaem cuenyiouiee.

Heax el k1uKHeM 1o komanze «Destroy».

. Player Destroy

-

2w { Player  On collizion with ©.: spikes

3arem yBUANM Clieftyioliee.
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W teneps Hama Tabnmiia cobbpITuit 6yeT BHITIANETD Clie-
AyIKUM 06pasom.

1 = Player On collision with 0 coinGold ~ i coinGold Destroy

2 B Player On collision with 2. spikes ﬁSysterr_\ Restart layout

PesynbraT — nocne kacaHuA ¢ IIMMAMHU Hallla KapTa Ie-
pesarpykaeTcs.



[lepeMeHHble



[lepemeHHad — 3TO NPOCTO 3HAYEHUE, KOTOPOE MOXET MEHATLCA.

OHM XPAHATCA B PA3HbIX MECTAX AAA KO>KAOMU CHUTYaumMM, MNMO3TOMY HA3bIBAKOTCA
nepemMeHHbIMIA.

[+ Position 199, 319
[+ Size

Edit variables Add / edit

g Nanl 4k Add new Initial value

Speed 80
Acceleration 0
Edit behaviors Add / edit




Co3AaHUe Urpbl ¢ HOGOpPOM OYKOB



AobaBAeHne o4KkoB npu cbope MOHeT

B HoBOM OKHE BBEJIEM TaKN€ ITapaMeTpPhl. 3amMeT HaXKMEM

Ha kHore «Ok».

X

New instance variable

Name || Score

Typ2 [ Number

Intid valu= I 0

Desaription |
{optiond)

o e

General

(=4

Anchor Eound to
layout

[ ]
x =
w2

Ain Scrol To

Dare w\
w W D F o
Destroy Orag &Drop Fade Flash Lre Ofsight

cutside lsyout

CHN T

Timer \Virap

OrmnuHo, 6yzeT mu y Hac yxke paboratb cuét? K coxa-
neHn0 — HeT. Ham Hy)XHO npuBA3aTh HAC CYET K TEKCTY.

U torpa Bce gomkHO paboTars.
Brauane naBaiite no6aBum cobnitue «Every tick». Uro

1o (baKTy O3Ha4vaeT BCerjga

OTIMYHO MBI CO31a/IM IEPEMEHHYIO. C}ICJJ,’YIOIIIBC npu-

General
‘Compare two values
le between values G s group active
ols number NaN Ols value type
QTest regex

b Object UID exists

rOTOBJIEHME.
JHo6aBum TekcT ¢ HasBaHueM — «TextScore», TekcTom

BHYTpU — «Score:0», u pasMecTuM B BepxHeM yriy. B pe-

3y/1bTaTe MOMYUNM.

Teneps st Toro, uyTo6b! TeKcT 6bIn Bcerna B Gokyce,
no6aBum nosefeHne «Anchor». 3to noseseHne NpUBsKET
Hall 06'beKT K yITTy KapThl ¥ 3TOT 06'bekTa OyzieT Bcerja Ha

HallleM 3KpaHe.

A Tenepb no6aBuMm peiicTBue

Add action

o
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3areMm BrIOepeM «Set texty.

Add action
Doubie-chice 3n action in TextScore™ @ | 3 ‘

Misc
{TiDestroy {T I5=t from JSON

Size & Position

?_:I:}Mwe atangle L’[_'Nove forward
:_I}sa height v g:&at position
| T iSet positien to anather obiect {T jsetsize
{TiSet width {TRetx
Tisety
G /
[TiAppend text T 0=t text
Z Order
iI}Mo‘rc to bottom L‘l‘}\dove to layer
[TiMove to object {T Move to too
v
Cancel ] Help on 'Text' acticrs ] Back Next i

Tenepnp Heo6xonMMO BBecTH cnepyomiee. To, 4To B Ka-
BBIYKAX 3TO OOBIUHBIN TEKCT, 3aTeM MJET 3HAK COeIMHEHNe
naHHbI1, 3aTeM «Player.Score» — nomyuenne tekyuiero sHa-
YeHNs TepeMEHHOI.

Parameters for TedtScore Set tedt

Enter the text to set the object’s content to.

Text [*Score:' &PlayerScore |

Cam:el Hzlp on exprassions I Back I [ Dore I

B pesynbrare nonyunm

12 &BSystem  Every tick {T] Set text to “Score:"&Player,Score

9T0 Bce paboTaer, Hallla IepeMeHHas CBA3aHa C TEKCTOM.
OpHako Mbl HUTZIe He yBenuKBaeM Haul c4éT. JlaBaiite sTo
ucnpaBuM. /1711 paboTbl C HepeMEHHBIMM Y HAC €CTh HECKO/Tb-
KO pasHbIX [IEMCTBU.

Instance vanables

¥ add ol1pnbasnts ¥ Setboolean
¥ SetvalueYcTaHOBUTD ¥ Subtract from - THATE

U Toggle boolean

OTnnuHo, K COOBITHIO KACAHUA MTePCOHA’KA C MOHETKOM
nobasuM ele ofiHo fieiicTBie «Add to» Ha 1 k «Score». B pe-
3y/IbTaTe MOMY4UM.

= Player  On collision with &) ) Destroy
colGa Add 7 to Score

Bort Teneps y Hac Bce paboTaem. Moyxem npoBepuTh.



CYyeT4YnK 3A0POBbS AASl NEPCOHXKA

Cospagum nepemennyio HP, ananornuso cuery, Ho Ha-
yajbHOe 3HaueHne 3agaauM 3. J[lo6aBum HoBbIit TeKCT. CBA-
K€M MePEMEHHYIO C TeKCTOM.

B pesynbraTe nomyunm:

12 a System | Every tick / ‘ Set text to ‘Score:'&Player.Score
.T.. Sct text to 'HP:"&Player HP

Ho sToro HegocTaTouHO /151 paboThI HAIMX XKU3HEIL.
Ecnu npoBeputhb Urpy, To MOXXHO YBUJIETb, UTO CUET HUTTE
He cHIpKaeTcsa. HaM Hy)XHO nepencarh co6biTiE, B KOTOPOM
HepPCOHAXK KacaeTcs LIMIOB CIefyoumuM obpasom — Heob-
Xo/IMMO yMeHbIIaTh nepeMennyio HP Ha enuunuky.

2 = = Player On collision with 1. spikes f Flash: Flash 0.1 en 0.1 off for 1.0 seconds
. Subtract 7 from HP

Ecnu Bl mpoTecTupyeTe Hauly Urpy, To yBUAUTE, YTO
Tenepb CUET y HAC YMEHbIIAeTCA, OJHAKO UTpa y HacC He 3a-
KaHumBaeTcs. Bee 1e710 B ToM, UTO MBI HUITIE HE YKa3a/lIu 4TO
OTpMIIATENbHbIN CUET — 3TO M7I0XO.

Hlo6aBum HOBOe cobbITHE M BbIOEpeM Halllero nepcoHa-
JKa, a 3aMeT.

Instance variables

¥ Compare Instance vanable ¥ [sboalean nstance variable s=t

v F giest/owes .
CpaBHUTL NepemeHH Yo

U Boibepem

Pzrameters for Player: Compare instance variable

Chocse the instance variable to compare.

Instence veriable = Hp =
Comparison = |ess or equal e
Value 0 |

Cancel | Helponevoressions [ _6ak || Done |

OtmnuHo, a feficTBMeM y Hac OyzleT nepesarpyska Kap-
Thl. B pesynbrare momyunm.

13 & Plager HP<0 & Restart layout



