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This tutorial will show you how to make your own version of the classic game Pong.

In the first stages, you'll create the Background for your game, the Ball and Paddle
Sprites and place them in your game.

1. To start we need to open Clickteam Fusion 2.5. If the tutorial pops up, close it.

2. On the main toolbar either click File>New or just click the New file icon

& Clickteam Fusion Developer 2.5 - [Application 1]

B File Edit View Inset Run Tools Window Help

[&E}‘E«.r_@r_wnﬂ@ BOBE N «y 580 8|8
A D New (Ctrl+N) E
» Create a new document
Norespaeey 1 B | no.|  Thumbnail Comments
=& Application 1 )
S Title : Frame 1

Password :
I« [~ Bl 640 by 480
2 More...
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1. In the Workspace Toolbar click
Frame 1.

2. You should be able to see the
properties displayed in the
Properties window. If the window is
too small, you can drag it larger or

move it to the middle of the screen.

3. The Settings tab should already
be selected but if it's not, click the
first button that looks like a box with
a check mark in it.

4. Click the box between the words
Background color and RGB.

5. Select a colour from the colour
palette that pops up by clicking on
a square. This will be the colour of
the stage. Choose wisely as some
colours could be too distracting for
alarge areaq.
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Transitions
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Effect
Effect
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More...

Thumbnail
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Title : Frame 1
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. . . B File Edit View Inset Run Tools Window Help
n the Frame Editor. This giv . : .
open the Frame Editor. This gives 4 o g1 o 5w o n] 0o BOES 4|

ou a big stage of your chosen . =
y g stage oty » 9§ @] T
colour to work on. Workspace Toolbar B B no. | Thumbnal
=-§ Pong Tutorial i '
=] @ .:IUHFQ . 01”3 Title : Frame 1
""" LA : Password :
2. On the Insert menu, click New I LS
. 2 | More...
Object. ]
@ Clickteam Fusior gjln_npr 2.5 [Pana Tutorial - Frame 1]
B File Edit Vie\c\. Insert  Arrange  Text Run  Thols | @ Create new object 7 = ‘
Dedl s d Mew Frarne BE o | . ‘O‘?)| |
- % _ i e - y) . 9K
100% |+ | iy f&:| [ New FC'FIEI - | Android o= ~ L-“_u.._,_:
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Woaorkspace Toolbar | Backaround <) Hel
5 Accelerometer Active Active Direct  Active Picture ep
@@ Pong Tutorial Control object Backdrop show
... Frame 1 Dot
Database av &l ‘% = From File(s)

3. In the right pane, click the Active object and click OK.

4. Your mouse pointer has changed from an arrow to a cross. That means it is
ready to place the Active object. Click anywhere on the coloured stage area.

5. You should see the Active object
appear in the frame. It will look like a
turquoise diamond. Not quite the look
we want for our ball so we will edit it.
Double click the Active object.

6. This will open the Animation Editor. We are not going to animate this drawing
but this is a great place to quickly create simple graphics for the game.
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7. The first thing we want to do is get rid of the turquoise diamond sprite.

& Active

W= =
B
) Cd
[GONE3 =
a
0P U
O O Sy
@'%@Q}
D

Size E o

Tools

T4 i/t EEEE |

L3 [m]

Animations
Stopped
Walking
Running
Appearing
Disappearing
Boundng
Launching %

—=0 Frame 1

Direction Options ~ Frames

Color Palette

19-

Animation Tools

<
Play
[ Lz
[oxo
[ 000
QK

Cancel

8. On the toolbar on the left, find the Eraser tool and click on it.

9. Hold down your mouse button and drag it back and forth over the diamond to

erase it.

10. Once you've erased everything, you'll be left with a grey and white chequered
square. They indicate the tfransparent parts of the image. These will not show up in

your game.
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1. If you want a larger ball, you can resize it. Right now the 2',_&)_ N e
image is 32 x 32 pixels. / ORI

N

2. On the toolbar, click the Size tool. h II R
It is a two-headed arrow.

L

Apply ,
I D FrOpurauTET 3_/;'
. . [ |stretch i
3. In the box below, change the width to 10 and the height [ ok

to 10. Click Apply.

4, Now we'll draw the ball. Is it too small to see? You can zoom in by moving the
zoom lever to the right. O E}

ST
FIREe]p e
5. Click on the ellipse (circle) tool. 5 ?—Enl\i‘—k P
VARSI
6. In the colour palette on the right, click on the colour you'd I
like the ball to be. Make @ actie “ o x
sure you choose a colour [ == = Trr
that stands out on your L e
background. You have to |« ¥
be able to see the ball it
. DA F
during game play. S O® e
g
7. Start at the top left o ﬁr :
corner of the drawing s
area and drag fowards i R e :
the bottom left cornerto  [wmewe -] E DeecionOpins Frares
draw your ball. Since we Wd I
are zoomed in, it will look | == . e
pixellated. All sides of 0 L

your ball should show in the chequered area.

8. Click OK and you should see your little ball on the stage.
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9. Your sprite is named "active". You should
change it to be named "ball". Right click
on the "Active" object in the Object List on
the left side of the stage and choose
rename. Type in the name "ball" and click
OK.

10. Save your game as "Pong".

|Edit name x

] | ball
Cancel
: ;
i p

1. Insert another active object (see steps 2-12 in the Adding Active Objects section

on page 3). R

2. The steps for creating a
center line (net) are the same

P UL
ones you just followed to =
create the ball, with a couple | ——
of changes. Resize the object |
to a width of 8 and height of
480 (the height of the frame).
3.You donot have todrawa | o,

shape because you will just fill
the object with the colour you

aaaaaaaaaaaa

lanching v | &

Direction Options  Frames

want using the Color palette and the Fill tool. Click OK.

4, Rename your active object as "net".

5. Follow the same instructions to create your first paddle but use a width of 10 and
a height of 60. You can alter these measurements if you want. The smaller the

paddle, the harder the game.

6. You'll only need to make one paddle. In the next few steps, we'll clone a second

paddle. Rename your paddle as "paddlel”.

7.Save your game.
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In Fusion 2.5, there are several different ways to replicate objects. It's important to
know the difference between each method. All of these methods can be
accessed by right-clicking on an object and selecting the method from the menu.

Copy and Paste: When you copy and paste an object, you are creating an exact
copy of the original. This copy will have the same settings as the original as well as
the same name. If you copy an item and then write code for the item to perform
an action, all copies will perform the same action at the same time.

Clone: This method creates a new object that looks like the original but may have
completely different settings and has a different name. When you program an
item to perform an action, each cloned item must be programmed separately
and they will perform their own actions.

Duplicate: This method is just like copy and paste, except that you can copy and
paste multiple objects instead of one object at a time (as you would with copy
and paste).

1. Right-click on your paddle and then click Clone object.
i Edit Enter
i Insert Object Ctrl+)
2. In the Clone object dialogue box, leave Rows set to 2 and 1 e .
. 1 \ hename
Columns set fo 1. Click OK. Now you have two paddles. —— < ‘
| Duplicate ‘
&% Clone Object >
2)
Rows |§ = ")l oK '\J
L3
Columns| |1 = Cancel
Row Spacing |0 = Help
Column Spacing | 0 =
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1. Your stage should look similar to .

this (with your own colours, of
course).

2. If you don't like the colours, size 1. I I
etc... of any of your objects you

can double click the object to edit
it.

3. You can make objects bigger by
using the double headed arrow, changing a size and setting it to "stretch".

4. You can change colours with the fill bucket.

5. Or you can erase the object and make a new one.

1. Right-click the center line. Choose Align in

Order >
Frame>Horz Center. Your center line will now Align in Frame Yo Left
be in the center of the field. Align Objects X Horz Center
Space Objects 4 Right
T . .
2. Drag the paddles close to the right and left rrers— -
edges of the field but leave a little bit of < Align Objects > Horz Center
space between them and the edge. IR S Bt
Make Same Size »
Top
= ' Vert Center L}

3. Hold down the shift key and select the two
paddles. Right click and choose Align in Frame>Vert Center so that they are level
with each other in the vertical center of the screen. It doesn't matter where you
place the ball, as it will be moving all over the screen very soon!

4. You now have your graphics for the Pong game. Save the mfa file. You are
ready to program all the events that make the game play.
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Now you are ready to go back and make your Pong game work. Most of the fun
of this game comes from the movement of the ball as it collides with the paddles.
Now that we've got the basic elements of the game in position, it's time to start
programming the movement of the ball.

This is where you think about your game play. What do you want this game to do?
These are called conditions and actions. If a certain condition is met then a
certain action takes place. You can also set it up so that if a certain condition is
NOT met then a certain action takes place. In programming this is called IF/THEN
statements.

1. The ball should start at the middle of the screen and move towards one of the
players at a random angle.

2. If the ball hits the top or the bottom of the frame then it needs to bounce back
into play heading towards one of the players at an opposite angle (so that it

keeps heading towards the person who should hit next.)

3. If a player hits the ball it should bounce back towards the other player, at a
random angle.

4. If a player misses the ball then the other person scores a point (you will add that
later) and a new ball goes towards the person who missed the last ball from the

other player at a random angle.

5. When one player hits a certain score, the game is over.
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1. Open your pong.mfa file.

2. Click the Ball in the Frame Editor.

3. Click on the properties panel. Note: If your properties panel
disappears, right click the object and choose properties.

4. In the Properties - Ball window, click the picture of

the running man in the toolbar.
This is the Movement properties tab.

5. Look at the menu and click the dropdown menu -

next to Type. In the drop-down list, click
Bouncing Ball.

6. The Try Movement button allows you to see
what this movement will do once the game is
completed. Close the window to stop the
preview mode.

Note: This is just a preview; the ball won't
actually bounce until we program its
actions.

7. There are many options for programming the
movement of the bouncing ball.

For example, you will see options for the
directions of the bounce, the speed,

angles etc...

Properties - by \ (1 x|
= 2 j& e BB L)
Displa Nt - _.ement i
[¥ Visible at start
m— File Edit View Insert Arrange Tedt Run  Too
. Mon-physical movements
[ =2 =

100% [s| |

Workspace Too._

ﬁ@ Pong
-3 Frame 1

Properties - ball

il
Movement
Movement

T ok
Stttk

P
T2 Mouse Contrelled
1+ Eight Directions
‘& Race Car
wi Platform

Physical movements
E Physics -
. Physics -
E Physics -
. Physics -
m Physics -
- Physics -
H Physics -
. Physics -
Physics -

Movement extensions
Bl circular
m Drag and Drop
E Invaders
E Presentation
mRegular Paolygon
K} simple Ellipse
H Sinewave
B vector

T InAndOut movement

& Directions movemnent
Axial movement
Background

Bouncing Ball movement
Platform movement
Race Car movement
SpaceShip movement
Spring

Static movement

2 Pinball movement

i Space Ship
B static [v| ]
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1. In this game it is very important to
conftrol the direction the ball bounces.

We want the ball to bounce from
paddle to paddle.

2. You will start by setting the Initial
Direction. The initial direction is the
direction the ball goes when the game
starts.

3. The easiest way to change these

directions is to click on the list of
numbers

shown and then reset these setting so
all

the arrows disappear. In the lower-left
corner of the box, click the small reset
button.

4. The ball willrandomly choose one of

the given directions each time the game

Properties - ball O x |
B ]
Movement -~
Movement Movement #0
Type » Bouncing Ball
# 0.1.2,3,45,6,7.89,10,11,12,13
[ N
Speed m " - w
Speed 4 a H
-
Deceleration
|
[¥ Moving at stai| m €§ &9 m
Bounce | I |
# of angles [ | ? Q |
R i | | |
and?mlzer L / \ ~
Security 3) - =
o YL Ll )
Initial direction age

starts. Set up your initial direction as shown here.
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We will use the Events Editor to program the ball to bounce not only when it hits
the paddles but also when it hits the top or the bottom of the frame. That will keep
the ball in action longer.

Text Run  Tools  Window Help
2 : iy | 1-Framei
1. Click the Events Editor butfon on the = | B OERE o 1-Fame
main foolbar. Bl S 1} 1B Event Editor (Ctrl+E)

2. In the Event Editor, click the words New

- .

Event Editor

Condition.

P'.!' tl_l?e el‘:f_ents % 4‘_ % a | G E&Tﬁ
3. Right-click on the Ball object. g S - 8B
4. Choose Collisions>Another . B A BN
- ° G & o Tl
Object. O : ¢
4 | |
. o o I
. . ‘/KJ:olt'rsions > Another object |
5. |n The TeST a COlllSlon lelog 3 Movement v Uverlapping another object
box, click the Paddle 1 object ' — 2 dasia
. Direction » Overlapping a backdrep
and click OK. s ;
Pick or count ¥
ope Visibility 3
6. Now we have the condition A
part of the event taken care of. Loops >
Let's set the action.
IEI = |iE | ,C*| | Cancel Help

7. Locate the Ball object in the
Events Editor.

All the events
Al the objects

| % € B e O e ||| ]]

8. Place your mouse pointer over the empty box below the Ball object and then

7 | & MNew condition

right-click your mouse. alel 1]
9. In the menu, click Movement and’ ::;":“t i 2:: |

o

Arnirnatinn %

then click Bounce.

Direction Bounce

N |
& ,

Rairarca

10. You should now see a check mark in the box below the ball. When you move
your mouse over the check mark, the word Bounce should appear.

Now make the same type of event for the ball's collision with the other paddle.
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What is a game without sound?e When the ball bounces off the paddle you want
to hear it hit, not just see it hit. Earlier you made some sound effects to use with this
game. Move your audio files into the same folder as you have been saving this
game.

Attaching the sound effects is very simple.

1. Right click under the Mthe ojeets Q€5 o G ale| || ]]]]
. . . 1 | « Colision between | ® |and| I ' s ey m— 2 S———
speaker icon for the Collision |-~ r S sme o esme
= Collision between an | | - (VST > Flay Sarmple Ui a spediic Crianme
beTWeen The bO” Ond The 3 e Mew condition Il - Play Sample File on a Specific Channel

paddle. Choose Samples>Play Sample.

. &9 Play Sample ¢
2. Click on the Browse button next to “From
. " . . From a loaded application
a file” and navigate to your sound file pr— o o
for that condition. Pong cLIckos

Help

3. Once you enter a sound file you will see
that file listed in your Samples column.

Info

4. You can add your sound effect for the Fromanoer poicaten | o
other collision between the ball and From 2 fie )
paddle by following step 1 and this time just

choosing the file from the Samples column.

Uninterruptable

5. Save your game.

The next step is to set up the top and bottom of the frame so that the ball does not
leave the stage.
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1. Open the Event Editor.
2. Click New Condition.

3. Right-click on the ball and then click Positions. Click Test position of “Ball”.

. . . Test position of "ball” 3
4. In the Test position dialog box, click on the arrow e
Please dick on the positions you want to check:

that is pointing out of the frame at the top and the | ../ . ccicct more than one)
bottom. Make sure it matches the picture shown 3

here. m

FRAME AREA
5. Click OK.

= - = 4=
6. The condition should state “Ball leaves the play

area at the fop or bottom.” Now )

set up an action so that the Ball bounces when that %
happens. up =

7. Add your sound effects for the ball bouncing off Eymcel o

the top or bottom of the frame.

8. The Event Editor should now look like this. This is a good time to test the game
so far.

1. To test the game you can either click on Run>Application or just hit the F8 key.

2. The ball should bounce off the top and bottom frames and bounce off the
paddles if the ball happens to hit one and should disappear at the right or left
side of the screen with a sound effect when you miss the ball. Since you can’t
move your paddles that should happen pretty quickly. You might have to run the
game a few times to see and hear the ball bounce off the top or bottom frames.
Just click File>New until you see it bounce.

3. This is also a great fime to save your work.
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We've already created the paddles for our players but currently, they won't move.

Let's change the movement properties. ) Clickteam Fusio

= File Edit

1. Go back to the Frame Editor. D& Wl &

100% [~ | [

2. Click on Paddle 1 in the Frame Editor.

=~ Pong
El:' Frame 1
L@ ball

L] e

I padd
I padd

3. Open the properties and choose the
Movement icon.

4. Click the drop-down menu for the movement
type and select Eight Directions.

5. Leave the Player as 1. Click in the line of
numbers next to Directions.

6. Click the reset button and then click the black #eeete=# 3
boxes for the up and down
arrows only.

Eul NIl
Movement
Movement

Workspace Tor 4 |
- mi Platform

_‘ = Sinewave

Non-physical movements

BB Static
#¥ Bouncing Ball

& Path

Y P—
—

-
R

Eight Directions
Al

Ry geaT

Physical movements
B Physics -
B Physics -
ﬁphysics-
.Ph}rsics-
Ephysics—
lPh}rsics—
B Physics -
Bl Physics -
Physics-

Movement extensions
“Circular
E Drag and Drop

Y invaders

[ Presentation
RegularF‘ongon
K simple Ellipse

g Directions movement
Axial movermnent
Background

Bouncing Ball movement
Platform movement
Race Car movement
SpaceShip movement
Spring

Static movement

“ Vector

T InAndOut movement
L2 Pinball movement
# Space Ship

7. Set Paddle 2 to have the same movement
properties as Paddle 1. You'll need to

make one change. You'll need to set Paddle 2 to
Player 2.

Properties - padd

Movement
Movement
L,
8. The paddles are now programmed to only Rt
move up and down. Later you can

change them to also move right and left to make |

the game more challenging.

THItIaT direction

Suced
Speed

Deceleration

Directions

Library Toolbar
: - Local LiErar\,r

% %bE B

§ ii* Eight Directior
&F

I

LA |

lel

.H-:.wem ent #‘\'}

[

—>n

B

The next step is to decide how to move the paddles. Most two person computer
games use the keyboard. You need to set up the keys for each person to control

one of the paddles.
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1. In the Workspace Toolbar, click the name of your game.

2. Now the properties for the game (not the frame or an object) will be displayed
in the Properties window.

. o . | 1
3. Click the Runfime options Keyboard setup = =
tab. 8 )
Up W “/I
. . D z
4. Scroll down until you find . g) 5
the heading Players. Click e o 3) s =t LR
e [ . o
. g 4 @ I;_I I‘ E Q' {_T Right Right Arrow
the Edit button next to : 5 e o
[~ Do not mute samples when applica Button 1 Shi
DefOUH COhTrOlS' Character encoding options Btton 2 Ceritrh
Input (if no byte-1 ANSI
5 1n the Pl C frol Output Unicode Button 3 Space bar
: n the Player Conftrols Players.. . ——— o
dialog box, you can set the | "fel=cere 17 i
controls for each player. | peauit controls [ Fdit ] Lo 10 Y
Comrel g s
. B Iglw i = L -
6. Click the X under Player 1 = T
and on the same line as gtl‘e':f' Soyatick 1
Keyboard. ik 2
Joystick 3 J(
Librar}f; Joystick 4 6 |
7. 0n the left is a list of - reybosrd | [T RKIXIX
controls. On the right, you o — e

can see which key
currently corresponds to that control.

8. Click the Up button and then press the letter "W on your keyboard.
9. Click the Down button and then press the letter “Z" on your keyboard.

10. We will leave the rest of the keys alone since our paddles only have two
movements. Click OK to close Player 1's controls.

11. Click on the X for Player 2. Since the default for Player 2 are the up and down
arrows, we don’t need to make any changes for Player 2. Click OK to close the

Player Conftrols dialog box.

12. Save and test your game.
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First, we'll create a condition. This condition is just like the condition for when the
ball leaves the top or bottom of the frame so we won't repeat all the steps here.

1. Create a condition for when the ball leaves the right side of the frame.
2. On the same line as that condition, right-click on the box below the Ball object.
3. Click Position and then click Select Position... i a)

4. You should see a small box with an “x" it in on the
background. Drag the box immediately to the right of

The pOddle] . i (%) Select Position... ? Y
i bkt IE Y @
5. When the ball is missed we want the ball to not only @ At actual X,Y coordinates
start from the left but also fo move tfowards the right. i
() Relative to:
6. On the Ball leaves the play area on the right condition
line, right- click inside the box below the Ball object. oK Cancel Help

7.1t already has a check mark for the Set Position action, but we can keep adding
actions as needed.

8. Click Direction and then click Select Direction.

A o)

9. In the Select Direction dialog box, choose {5, » Set postion at (38,241)
directions towards the right side. Take a look at the * Set direction to Q:%
picture for an example. Click OK.

10. Add your sound effect for when the player misses the ball.

11. Repeat steps 1-10 to create a condition and action for when the ball leaves on
the left side.

12. Save and test your game.
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When you tested the game, you may have noticed that the two paddles can
disappear off the screen. Let’s fix that by setting up a condition so that Paddle 1
cannot leave the play area at the top or the bottom. This is just like the condition
for when the ball leaves the play area at the top or the bottom.

1. Create a new condition.

2. Right-click on the Paddle1 and then click Positions. Click Test position of
“Paddlel".

3. In the Test position dialog box, click on the top and bottom arrows, just like you
did for the ball. Make sure your image matches the picture.

4. On the same line, right-click in the box under Paddle 1. Click Movement and
then click Stop.

5. Set up the same condition and action for Paddle 2.

5 | ® I leaves the play area on the bottom or '/

6 | ® I leaves the play area on the bottom or /

The rest of this project will show you how to add a few more basic game elements,
like the score counter and a title screen and the sound effects. No game would be
complete without these elements.
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The score counter is special object in MMF2. Unlike other graphical objects you
won't find it in the library.

1. Go back to the Frame Editor.

2. On the main toolbar, click Insert and then click New Object. As you can see
from the long list on the left, there are lots of objects to choose from!

3. In the list on the left, click Games.

4. In the right-pane, click the Score object and then click OK. Your mouse pointer
has changed from an arrow to a cross. That means it is carrying the Score object.

Insert 7Arrange Text Run  Tools Window Help
€9 Create new object 3 ? X
7 [ Al objects | 4) 2 oK
Android n /
Audio % L™ s@ Lancel
Background X . ok : Help
control Advanced Hi-Score Lives Move Safely 2

Directio. .. Object
Data

Database From File(s)

Files
Fnshe— 3
| Games "’/I

T aphics"&d Animations

Refresh

5. Click near the top of the screen on the left side. This will be Player 1's score. You
should see the Score object in the frame.

6. Rename the score playerl_score.

7. Repeat this process and place the other score object on the other side.(Note:
Do NOT copy and paste, if you do it will put the same score on each player.)

8. Rename as player2_score.
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We need to change a few things in the properties window before we can
program the rest of the events.

1. Click on the Player 1 Score counter.

2. In the Settings tab, make sure that Player is set

Properties - playerl 4 o
to 1. ‘i}z L

B 3% AT ::: ]
3. Click in the box next to Type and change grﬂ'w 2_)1

. ayer 1 : 3

Numbers .’ro- Text in the drop—down Type | [ ot
menu. This is so we can easily change the font, [ Fixed numkei [Numbers
size, and color of the numbers. Images . e o e

4. Click the Text Options tab. Here you can change the way the number displays.

5. Double-click the box next to Typeface to open the Font dialog box. Make sure
you choose a font, size and color that show up on your background.

6. Click OK when you're done. If your numbers are too big you can resize the score
box.

If you test the game now, you'll see that the Score objects don't do anything yet.
You need to program them first. You need to add points to the score counter
every time the ball exits on the left or the right.
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1. Go back to the Event Editor.
2. Find the event for when the ball leaves the play area on the right.

3. Right-click the box under the Player 1 object. It looks like a joystick with a small
number one next to it.

4. Right-click in the empty box. On the right click menu, click Score and then Add
to Score.

All the events |gay | g | B o | o || 9| 97| & | ‘ | | | I | mrep | g |
_ All the objects % L5 E‘ Ol s || ®| ||| || |=E123
1 | » Colision bet'.'\-eenj #® and| I | \/ | /
2 | = Colision hetween. & and | I / | /
| # | leaves the play area on the bottom or |
3|° | ! [
top ‘/ o /
T T e 1 3 im-“g T i — i 1 |
4 | e * leaves the play area on the right | | ‘ | ‘ i w4 ; ! | |
LI i — - - : i Score ! 4 |_SetScore L
5 | « | |leaves the play area on the left ——j 7
| Ml = = = e = 5 I | | | | | | Mumber of Lives 4 Add to Score
s I I leaves the play area on the bottom or Player Control 7 SUntraCrTronT StoreTT |
top Set player name [ [

5. In the Add to Score window, replace the zero with 1. Click OK.

6. Now repeat these steps for Player 2 when the ball leaves the playing area on
the left. Be sure to click under the Player 2 object instead of the Player 1 object.

7. Now would be a great time to save your gamel!
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Great! Your game is keeping score! Let's make it so someone can win!

Your game is looking almost finished, but right now no one wins. The score just
keeps going up and up. Let's change it so that a player wins when they score 15
points. We'll also display some text that tells the players who won!

1. First, we'll set a condition that checks to see if the score is 15.

2. Create a new condition.

3. In the new €% New Condition

condition dialog box,

right-click on the i
Player 1 object. g

4. Click Compare to |
player's score.

5. Type 15in the Compare to player's
score box, and then click OK.

6. Repeat the same steps for Player 2.

7. We have the conditions, if either
score equals 15. Now you need the
event.

8. The easiest way to end the game
is fo destroy the ball. When an object is
destroyed in MMF2, it is gone and can't

be restored until a new game is started.

ey

" Compare to player's number of lives

2

1V
- --- 13 \/
) S & 4

lonestick 3

Compare to player's score

When number of lives reaches 0

pli——

p— T T T

9 Compare to player's score

Choose comparison method:
Equal

Enter expression to compare with:

|| LR | ey EllE =]
1|
B
456 | |+]|]|C[) Sin Ln Lefts val Random Random range

Minimum of two numbers

Maximum of two numbers

y=l | Ok Cancel Help

9. On the Score of Player 1 = 15 line, right-click in the box under the ball object.

10. Click Destroy.
11. Repeat for the Player 2.

12. Save and test your game.
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Let's add some text that will display who wins!
1. Go to the Frame Editor.

2. Choose Insert>New Object.

3. Scroll down and choose Text.

4. In the right-pane, choose String and click OK. This object lets you
display multiple strings of text.

Insert JArrange Text Run  Tools Window Help

[N g,é new object T x
! o
7 [ tlobsects | A} LL o« | I
Android —
Audio @ [ ! B, il
::xsglound FurTmattEd Question &  Quiz object Rich Edit Help
ext Answer Object \
Data 4)
Database & From File(s)
Files
) | Fash Refresh
. Games
Graphics And Animations
Html5 Manager
Interface
Internet [uist
ios
Math
Netwark
Other Objects
Physics
Printer
f | Protection
Storage
_=t=Biyata 3/|
| Text =

5. Click in the gray off of the stage and a text box will appear.

6. Right click the text box and Properties - String il '1 .
. pa}rer _score
choose Properties. @___ N ®m O

[ Setti —
7. Click on the three dots and a | et . TﬁH 123
window will pop up where you can w Text .. |[pPlayer2_score
| Mew :

type in the text “Player 1 Wins”. |

€9 Edit text ; =
.F‘iayer 1 Wins|' -_‘jl ] —_DK
Cancel
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8. Click on the Text options button and format the text to be around 16 px, change
color and font if you want.

9. Click on the settings button and click the New p. 5 |

button. : 9 - ple
BE e Ak DB

10. Repeat steps 7 & 8 for the Player 2 Wins f_::’c‘t"f

paragraph WPE]'EH Wins plz

Paragraph 2 9;’) _
_- (I Mew

11. Close the window.

%7

12. Resize the text field so that all the text can be seen on one line.

1. Now that your winning text is set up, let's program it to appear.
2. Go back to the Event Editor.

3. On the last line, right-click the box under the String text object. It should be the
last object in the list.

8 | « Score ofiir:= 15 ‘ ‘ J| | ‘ l
| L § ! = Movement >
9 |« Score of| 1‘ =15 / 3_‘/' Position >
(10 | « New condition Direction A
Visibility >
Order >
Effect ¥
Launch an Object...
4—/-1 Text 2
. Display Text...
i ]
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4. Click Display Text...

5. You'll need to choose the location of your text. When Player 1 wins, the text
should show up on the Player 1 side.

6. Drag the small box with an X in the spot you'd like the text to
show up. Drag it to the bottom of the Player 1 side.

i | 1 "l i 1 |
& Display Text... ? X

/7. Choose which text paragraph you'd like to | “'””‘““-"P it dsnia-
-
display. Since this event is for Player 1 winning, =2 Flewes 2 ¥ive 7

click Paragraph 1 and then click OK.

8. Repeat steps 3-7 for Player 2. Find the line with
the condition where Player 2's score equals 13
and then add the action. Remember to select
Paragraph 2 when displaying the text.

Use a calculation

Cancel Help

One important aspect of the game is the Title screen and the game directions.

1. Go to the Storyboard Editor. )@ BEHEB
J)
2. Click the 2 to the left of the empty so. | Thurbes
thumbnail. _
) Title : Frame 1
1 || |

Password :
3. Since this will be our title frame we need to ' ' T
drag it above Frame 1. 2 )

2 |T More...

|E« F+ Bl 640 by 480

4. Add your background and text boxes
(look at previous directions for adding a
text box) one for the title and one for the playing directions.
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5. Format your text so that it is
easily read on your

background. Ping Pong FUI'I

Player 1:
Use the W key to move Up
Use the Z key to move Down

Player 2:
Use the Up arrow to move Up
Use the Down arrow to move Down

You need a way to move from the title screen to the game.
We will make a start button.

1. On the main toolbar, choose Insert >New Object.
2. Choose Interface in the list on the left.

3. Select Button from the objects on the right pane.

4. Click OK.

Insert ‘Arrange Text FRun  Tools Window Help

1
| @ (_.__zé new ohject ? > |
4 J
All Objects 3} ,9] OK | 1
:n:roid - ==l . aoccd = K = Eamoe)
L %’ I:\‘i“ ERESH £ ] =
Background a i 5 3 § Help
Soirtial Active System  Background Combo Box Cursar DataGrid DialogBox Edit Bax Explorer List
o Box System Box Object
Data
Database T o -3 (e o From File(s)
= 1 E @
Refresh
Flash List View Fopup Menu Rich Edit Static Text  Sub-Applica... ToolTip object Tree Control Window  Window Shape G
Games Object Control
Graphics Ar~ Animations
WALLE] Manager
1| mterface 7
| TLETiET DList

5. Click once in the frame to place the button at the bottom center of the stage.
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6. In the Properties window for the button, click EER L
the word Empty and type Start. 9% AR B8 L)
e &
Tune _TE'X‘t Push button 6
1. Go to the Event Editor for Frame 1. L e consicon SR :
() N:_%Zondition b O x
2. Click New Condition.
Q&P o oTY
3. Right-click the Button object, then
click Button clicked® e dhg | e Collisions
3) Movement

Position

4.In the empty box below the s
Storyboard controls object, right-click Alterable Values
and then click Next Frame. b

¥oow Y v v v

3)
J Button clicked 7
le yicikle 7 k
5.3ave All the events E& - o Ye: o L
. All the objects [| 8| 4'/1_ W || @ *
- ution | =) cicked Ty
! 1 [= Nextfi '
2 | « Mew condition _ %oonﬂ[

Your game is now finished and ready to play. Test it out with a friend.

In order to share a game with others you have one more step, you need to “build”
the game. Building the game saves the game as an exe file and includes all the
graphics and sound effects.

1. Choose File> Build>Application.
2. Name your game and save. If you make any changes to your game you will

need to build the game again.
to need to youwillneed to build the game again.
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