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Chapter O

(Yes, we're programmers)

Getting to know (and love) AGS

Introduction
AGS, or Adventure Game Studio, is a feature-rigbliaption that allows you to
create point-and-click adventure games. If youenalmer games from the late
1980s and early 1990s likéng's QuestQuest for GloryMonkey Islandand
Maniac Mansion(just to name a few) then you know the types ofgmwe're
talking about. AGS provides you with an simpleuitive interface that you can
use to create games just like those, and, withgmaoteativity, you can use AGS
to make games that equal (if not surpass) thodegsional quality games!

AGS was created by Chris Jones in 1997 as “Adverfiueator.” Back then,
Adventure Creator was an MS-DOS-based progrannittchave mouse support
and it only allowed very primitive graphics. Stepstep, little by little,
Adventure Creator evolved from this initial, feal@ss program into Adventure
Game Studio, which now supports high-res grapliegiames can run on
multiple operating systems, it has fully integrasedind and video, and it can
support thousands of sprites, hundreds of roomsnited characters, and even
customized mouse cursors, GUIs, and other inteddmaents. Plus, AGS has an
extremely active user community, so help, critigiamd play testers are never
more than a forum post away. And Chris Jonessstpports AGS and provides
updates and patches to it on a regular basis.

How much does AGS cost? That's the best pastFREE! Isn't that the best
kind of hobby to get into? Even if you decide toteva commercial game for
profit, AGS is still free!

* AGS itself is 100% free, but some of the interpedces of AGS (like the MP3
decoder, the graphics and sound subsystems, sothe faints that AGS uses,
etc.) weren't written by Chris Jones, and thereff@anee their own license
agreements that you would need to consider if gteased your game for profit.
For more information you can visit the AGS licepsge at
http://adventuregamestudio.co.uk/aclegal)htm

Hundreds, if not thousands, of games have beetecrgath AGS over the years,
and they range from very amateur games on the talyte professional quality
commercial games on the high end. Here are jtesv@xamples of games that
were made using AGS:
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Trilby’s Notes

Trilby’s Notes attp://www.fullyramblomatic.com/notg¢svas created by Ben
Croshaw, aka Yahtzee, and is part of a series\a@rdadre games, collectively
known as “Chzo Mythos.” The series consists of fgames, with Trilby’s Notes
being the third installment. Unlike most games tentwith AGS, Trilby’s Notes

is unigue in that the player doesn’'t use a mous®tdrol the game. Instead, the
action is controlled much like the early Sierra ganwhere the player moves the
character with the arrow keys and types commandas Bbe wishes the character
to perform.

Reality on the Norm series

Easily the largest series of games written with AR&ality on the Norm (RoN)
(http://www.realityonthenorm.infois a collaborative collection of games where
anyone can create a game and add it to the s@resseries takes place in a
fictional place called Reality on the Norm, and seeies has several recurring
characters and themes. The first game was cdlladichtime of the Damned”
(created by none other than Ben Croshaw) and italvast a young kid named
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Davy Jones and his zombie. Since that first garodess than 90 games have
been created in the RoN universe, written and edely dozens of people, and
characters ranging from Death to Bill Cosby to Diadasselhoff to Commander
Keen have visited RoN.

AGDI Games

As you can imagine, the quality of games writtethvAGS varies widely from
game to game. Few, however, have the same fegbadessionally written
game (which is to be expected, since most AGS uk®1$ have the same
production budget as a professional game compa®@&mes from AGDI
(Anonymous Game Developers Interactive) breaktghpatal mold, however.
AGDI (http://www.agdinteractive.cojms a group of individuals who are
“determined to revive the adventure game genrdnéylmake beautifully crafted
adventure games, containing stunning artwork, ggmal quality music, and
talented voice acting. AGDI has released threeaka®s of classic Sierra games:
King’'s Quest | Kings Quest llandQuest for Glory II These games are truly
works of art and are just as much fun to play a# triginal counterparts were.
Each game stays true to the original classic, 8ds aew plot elements, puzzles,
and in some cases even new characters to meet.| &@D got Josh Mandel, the
voice of King Graham in the original King’s Quesinges from Sierra, to reprise
his role as King Graham in both of their remakA&DI also has made an
original game calleél Emmo and the Lost Dutchman’s Mingll these games
were created using AGS.

History of the Adventure Game

Video Games

Before there were adventure games, people entediiremselves by drawing on
cave walls and playing drums by the campfire. 8pafter this, someone
invented a computer and decided that it might loetéuplay games on it.

Computer Spacwas the first commercial video game, released®ifiLland boy
was it a doozy. It was a coin-operated machinehbased a 15-inch, black-and-
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white television and four input buttons. You dredpn a quarter, and then you
had 90 seconds of riveting gameplay where you obetr your spaceship around
the screen and tried to shoot as many UFOs asould,qaining a point for each
UFO you hit. After the 90 seconds was up, if yad la a bigger score than the
UFOs did, the game would give you an additionas&€onds and then you would
start again. Fun! Just make sure you didn’t laterthan 9 UFOs, because if you
did your score would reset back to 0 (counting@avhs HARD). Gameplay
would continue like this forever, or until you gotd and had to go back to
hunting and gathering.

Games got a bit more exciting in 1972 with theaséeof everyone’s favorite
computer tennis gamPpng This game was based on the Magnavox Odyssey
console, which, unlik€omputer Spacbkefore it, was a console game that people
could buy and play at home on their own T\Pongconnected to a television
and had two paddles for input. The graphics weaderup of a line drawn
vertically down the center of the screen, two seralkertical lines on the left and
right sides of the screen, and a dot which reptesea ball (graphics artists had it
easy back then). There were two sets of numbehedbp of the screen for the
players’ scores. The “ball” moved around and tlaggrs would bat it back and
forth and hope the other player missed it, in witake a point would be
awarded. Simple? Yes. Popular? Very!

l

This was basically the only choice of computer gaatethe time. These games
were considered “fun” at the time, although thessmit muchinteractionto

them. There were no characters to speak of, tittleo story, and certainly no
real challenge aside from being able to press dmuttens. But things were about
to change.

The First Adventure Game

Will Crowther, it could be argued, was the fathbthe Adventure Game. In
1975, while working as a computer programmer folt Beranek and Newman,
he decided he would write a computer game foniesdaughters. Crowther
called his gam€ollosal Caveand it was based on his adventures exploring
Mammoth Cave in Kentucky. The game, by today’addads, was very
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primitive and simple, consisting only of a textugkrface and input system,
where the player would type commands into the cdarpand read the result on
the screen. Since he desigr@allosal Caveor his young daughters, and also
wanted it to appeal to the general population jisstt computer geeks), he
programmed it to understand the commands enteréokbyser in a “natural
language” kind of way. The player could instruat game to do things by using
1- or 2-word commands. For example, if a playented to go north to the next
section of the cave, she could simply type “go moand the program would
understand and process the request (alternatstedycould type “walk north” or
“go up”). A player who wanted to look at the wediuld type “examine wall.”

The game was passed from person to person througteotiedgling Internet
(which at that time consisted of only a handfutomputers—nothing like the
gargantuan network we know and love today), unbeicame fairly ubiquitous
among computer geeks. After all, people were hufgra little computer
entertainment, since programs then usually corbisteryptic user interfaces
that were difficult to understand (NLS, anyone?) aomputer games were
practically unheard of.

The next year, in 1976, a guy by the name of Domdfgdound the game on one
of the computers at Stanford Unversity and, afterasponding with Crowther,
greatly expanded the game. Later that same yeaasiported from FORTRAN
to C and and distributed by DECUS (Digital Equipm€nrporation User Group)
asColossal Cave Adventuyrer simply,Adventure

Voila! TheAdventureGame was born!

A couple of years aftekdventurefour programmers at MIT took this idea of an
“interactive fiction” adventure game and developsgame similar in design
calledDungeon At least, that was what they had planned onngpit. The

game ended up being call&drk, a name which was used at the time to refer
generically to an unfinished program. The namel&istuck, and in 1979 they
founded a company called Infocom and publishedyme agork I: The Great
Underground Empirén 1980. Infocom later went on to publish manyrentext
adventure games throughout the 1980s, includinigswthan 10 additional
games in the Zork series.

Text adventures were all well and good, but evdiytgamputer processors got
faster and computer video got more advanced. d@xentures advanced a bit in
the early 80s to the point where the player waseeed with a static
“background” image, and some text that accompathiedmage. In 1980, the
newly-founded On-Line Systems (later to becomer&i@n-Line) released just
such a game callddystery Housgand later that same year they produced the
first color adventure gam#yizard and the PrincessThese games were still
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basically text adventure games, however. Evenghdiere were graphics, the
graphics didn’'t animate, and the player had noirgataction with the graphical
environment. It was more of a supplement to thg teot the other way around.

This changed in 1984 when Sierra On-Line releasedéry first trulygraphical
adventure gameing’s Quest: Quest for the Crowrtor the first time, a player
could control the character on the screen in aug®e3D environment (at least, it
was marketed that way, as a “3D Animated Advenjurdh King's Questthe
player takes the role of Sir Graham, who is serthieyKing of Daventry to
recover the kingdom’s three most precious magteats: the Magic Mirror that
forsees the future, the Magic Shield of invincigiliand the Magic Chest that is
always filled with gold. Along the way, Graham rtewith several characters
from fairy tales (Rumplestiltskin, a dragon, and thitch from Hansel and Gretel,
to name a few) and in the end, Sir Graham inh#résrown to become King
Graham, and ends up being the protagonist in twbheogeven subsequdfing’s
QuestadventuresKing’'s Questvas not an instant success; however, it did well
enough that Sierra released a sequel just a yeardad the graphical adventure
game genre took off. They subsequently createssicis likePolice QuestSpace
Quest Quest for GloryandLeisure Suit Larryamong others.

These text-based adventure games soon evolvethmise-controlled games,
where, for example, the player didn’t have to tgpeaxmands like “open the
door” but could instead use the mouse to clickiendoor to open it. Sierra
created games like this, as did Lucasfilm, Geongeaks’ movie production
company. Lucasfilm teamed up with Atari to prodgeenes under theucasfilm
Gamedabel, which eventually becamh@casArts They created very successful,
well-known adventure games likéaniac MansionThe Secret of Monkey Island
andIndiana Jones and the Fate of Atlantighich all used this more updated
mouse-based interface.

About This Book
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This book aims to teach you how to write an advengame using AGS, from
stem to stern, using a game that we designed aonie wpecifically for the
purpose of this book. The game you’ll be writinghis book is called “Foxy’s
Quest” and through it, we try to walk you througitle aspect of a typical
adventure game, using hands-on examples and shggrdong the way so you
won't get lost. The book is designed as a selégaotorial, which you should
read sequentially, starting at Chapter 1 and wagrkiour way all the way through.
After you've read the whole book and you’'ve dorldéled examples we present to
you, you'll be well-prepared to tackle your own adture game!

Much of the process of making an AGS game invotlesing with the graphical
user interface of the AGS Editor, with all of itenus, buttons, and panels.
However, a significant portion of the process iwesl writing script code to tell
AGS how to handle situations and events that comie your game. For this
reason, we'll teach you how to write code using A&Sripting language. If
you've never done any programming before, don’trwoiWe don’'t assume that
you have any programming experience. Howevemuf go have some
experience, especially with C, C++, or C#, themrlgay the AGS scripting syntax
will be a piece of cake.

With a little determination and motivation, you ke on your way to your own
adventure game in just a short time. So sit ba) a computer, and follow
along with us on your AGS journey!

Book Conventions
We will be using certain syntax and conventionstlghout this book to make it
easier to read.
» Anything that relates to AGS script (source code famction names) will be
printed in a fixed-width typeface similar to this:
/I Say hello to everyone.
Display(“Hello to everyone”);

* Anything that you should click on in the AGS editaill be in bold and will
look like the following:
Click theChange...button to change the background...

* Any folder names or file names will be italicizeslia the following two
examples::
click Create sub-folderand call this foldeFoxyMonk
There you will see a property call&tartingRoom
Or, ...find the file calledimple_bg.bmp...



Game Design with AGS

» Every once in a while we'll have some rather usdlgf®rmation that's not
good enough fodeopardy but could be useful to some of you. We'll pus th
information into a side note.

Side Note:This is what a side note would look likl .

* And finally, for things that we're not sure whatdo with, we'll italicize them.
Oh, and then we'll make them bold and underlinentteo. Oh, Oh, and we'll
put them in quotes and use fixed-width typefacéhdkof like:

If you've ever read the book that was later matteanmovie that is also a
keyword in a programming language and a newspageleacalled
“Main” , you'd understand what we mean.

About The Game We're Going to Make

Some of you (ok all of you) will think that our gandoesn't make sense. Well, it
all depends on what sense you want to make. Madenge is only important for
your nose. Otherwise it would be your hands osey®ut whatever you decide,
it should make sense to you, and that it does.

System Requirements
The version of AGS that we will be using throughtius book is 3.2.1 which is
the latest version while we’re writing this, so exteing here will work if you are
using that version of the editor. You may userteeest version available even if
it's newer than our version, and we’ll promise twhunt you down and pour hot
sauce in your eyes, but some of the features af famey new version might be
different from ours. So you’ve been warned. BeawgiWe might decide to use
Heinz 57 instead.)

AGS Editor will run on Windows 2000, XP, Vista, Wfindows 7 and requires the
.NET Framework 2.0 or later. If you don’t know &hNET Framework is, then
you most likely don’t need to worry about it, singai’re system probably has it
installed anyway (it comes preinstalled with WindoMista and Windows 7).

The games that you create using AGS have a diffsetrof requirements (which
makes sense when you think about it, since the gamdifferent program from
the editor that you used to create the game). A&Bes will run on Windows of
course (.NET Framwork is not required for the gathemselves), and they will
also run on other systems as well, like Linux aratNDS X with a little
tweaking. We'll get into that in more detail inrP2 of the book, so hang tight.

Installing AGS

Installing the AGS Editor is a simple matter of ddeading it from
http://lwww.adventuregamestudio.co.ukZlick on the download link (see Figure

10
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0.1) and get the latest installer. Double-click thstaller and follow the
instructions. If you have any problems then yoghhbe missing the .NET
Framework. If you don't have the .NET Framewonkdome reason, then run a
Windows Update on your computer by goindhttp://update.microsoft.com

There you should see an option to install .NET Enaork. If you don't see it
there, then you probably have it or you're runnivigdows ME or something
ridiculous. (UPGRADE NOW!) You can also check y@uld/Remove
Programs under Control Panel for .NET Framewofkioli're running Windows
Vista or Windows 7, then you should already hawe.NMET Framework installed.

File Edit View History Bookmarks Teols Help

i c ﬁ E:. 'Lig\http://www‘adventuregamestudio.co.uk.f & .1 [}

£ Most Visited # Getting Started 3, Latest Headlines

SWADVENTURE GAME!STUDIO

Current Version: 3.1.2 5P1

Menu

© Home
+ About

+ Features
+ Download AGS
Games

Page
+ Avard Winners

+ Picks of the menth
+ Short games

+ Full length games
+ In Production
+ Hints & Tips

© Community
+ Forums
* AGSers World Map
+ Member websites
+ Chat

@ Resources
+ Tutorials
* FAQ

+ Knovisdgs Bass

@ Links
+ AGS-related links

whal: i oga?

Recent News ...

+ Madium length games

Adventure Game Studio allows you to create your own point-and-click adventure
games, similar to the early 90's Sierra and Lucasarts adventures. It consists of an
easy-to-use editor to create your games, and a run-time engine to play them.

The game interface is fully customizable, with classic Sierra and Verb Caoin
templates provided by default. AGS manages most of the game so that you don't
have to - it does all the donkey work like load/save game functions, pathfinding
and scrolling rooms so that you can concentrate on the parts of your game that
make it unigue.

Set up your rooms, characters and sprites visually in the editor, then add some
script to handle game events and you're done! You can even create a standalone
EXE file containing your entire game, which you can then distribute to your
adoring fans worldwide.

So, how much does it cost? Nothing. That's right, AGS is free, and you can even
create commercial games with it (subject to license terms).

Want to play games made with AGS?

Head on over to the Games page and try some out, or check out the showcase
links on the right of this page.

Want to make games with AGS?

See the AGS feature list, check out the tutorial, and head over to the download
page. If that's not encugh, see the resources page for tips and tricks.

Befare you start, bear in mind that AGS is not for everyone. In order to make your
game respond to the player's input, you'll need to learn the scripting language.
Whilst we try to make this as easy as possible, some peop\g will always find

27 February 2009

Service Pack 1 for AGS
3.1.2 is now released!
This fixes a few issues
with the ariginal
release; upgrading is
stronaly recommended.
See the full list of
changes.

News archive...

Games Showcase

e

Tale of Two Kingdomns

Dene

Figure 0.1:

The AGS Website. The download link isircled in red.
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Creating Your First Game
After successfully installing the AGS Editor, yduosild be able to easily find it
in you Windows Start menu. Running the editoll sllow an AGS splash screen
and then the IDE appears as in Figure 0.2.

File Build Help

ALK

& Colours

Adventure Game Studio

Welcome

Welcome to AGS! What do you want to do?

G Saipts
@ Startanew game =1, GlobalScript.ash
Startmaking 2 new game, from scratch. Turn your ideas into reality! +0, GlobalScript. asc

*/ Continue an existing game 1 Rooms
Load one you made earler! i) Translations

Continue a recently edited game

Continue making 2 game that you were recently warking on:

Figure 0.2: AGS IDE

You should see three options in the wizard thaspgp More than likely you
don’t already have any games to open (otherwisenmmudn’t need this book).
Choose the default option to start a new game hekltbe Continue button. The
Start New Game wizard will now guide you (Figurd)0.After clickingNext,

you should see three templates to choose from (Eig4).

12



Start New Game

Welcome to the Start
New Game Wizard

new game.

This wizard will guide you through the process of area

=]

tng a

Figure 0.3: Start New Game wizard

Getting to know (and love) AGS

Start New Game

Start New Game

Select the template to base your new game on.

Select Template

Your new game is created based on a template. Please selec

e 8

verb Coin

t the one you'd like to use:

< Back | Next >

|

Figure 0.4: Start New Game wizard

New games created with AGS are always based ond&sp Templates are
basically skeletons for games. You choose youeske and build around it.

» Default Gameis the easiest one to get started with. Chodsiisg
template will create a game that provides you wiime default graphics,
such as an example character, as well as grapiitise default icons and
buttons. It will also include some actions |iave Restart, andQuit.
This is the template we’ll be using in this book.

* Empty Game will create a game that contains no graphics, G&fands,
rooms, scripts, etc. It basically gives you noghim case you just want to
create a brand new game entirely from scratchceSive want the
graphics and GUIs and extra goodies that are ib#fault Game
template, and since the process of creating grapémt the focus of this
book anyway, we won't be using this template at all

» Verb Coin allows you to create a game with a different ifisiee than the
one in the default template. Verb coin can ber@dtng to work with, but
we will not be talking about it in this book.

Side Note: If you'd like to know more about verb coin youncereate a game
with the Verb Coin template and try it out. TherW€oin template attempts to
emulate the interface style used by some of thesAids games, likeull

ThrottleandThe Curse of Monkey Islands opposed to the default icon-based
interface that AGS uses, which is based on the&@n-Line adventures like
King's Quest YPolice Quest 3andFreddy Pharkas, Frontier Pharmacjsb
name a few.

13
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Side Note: It's important to note that AGS doesn’t limit ytaicreating games
that only use the default interface or the VerbnQoterface, despite the fact tha

these are the only template you can choose froant dPwhat makes AGS so
compelling is the fact that you can customize alneesry aspect of the game,
including the interface, graphics, and sound. ifSmu want a game that has a
particular interface that's not in the templatest jgo ahead and create your gafhe
using the Default template, and then you can tweakd change it however yo
want. Just about every type of adventure gamefaae has been done with

AGS, from the LucasArts SCUMM interface used'ime Secret of Monkey Islanyl
andManiac Mansionto the text-based interface used in the earlg&ie

adventures; from the interfaceMystto the type of interface in games from thg
Adventure Company. It can all be done with AGS,ymu might have to
customize things a little using the know-how yoindgeom this book.

Choose th®efault Gametemplate and clicklext. Something like Figure 0.5
should appear. Here you should give your gamargena’ou can change this
later though if you don't like it. You'll also nddo give it a file name to use and
a folder to put your game in. Typically, your filame and the name of your
game will be the same. We're calling our game ‘®ingst Game” for now.

Start New Game x|

Start New Game
Decide what your game's name will be,

Mew game details

What do you want the game to be called? This name will be displayed in the title bar of the
window whilst playing. You can change this later in the Game Settings editor.

[y First Game

Please enter the file name of the game below. This will be the name of the game files that
are produced. You can't change this later on.

[y First Game

Create in folder:

|D: \Documents and Settings|User My Documents|My AGS Projects

Game will be created in: D:\Documents and Settings|JserMy Documents\My AGS Projects\My
First Game

< Back | Einish | Cancel

Figure 0.5: New game information

And now for the final click. Yes, clickinish. Congratulations, you've created
your first AGS game. It doesn’'t do much right ndwt believe it or not, your
first game is actually playable right now!

Running Your Game

14
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Let’'s see what this game can do. You should se@dow similar to the one in

Figure 0.6. We'll discuss the editor interfacaimoment, but for now let’s run

this game we just created. Click on the circléhwiite green arrow in it. It looks
like Figure 0.7.

B 11y First Game - AGS Editor il [_[o]x]
File Buid Help
EH#ODE O
" start Page 4 General Settngs =]
g Colours
= ,/} Sprites
Adventure Game Studio ) et s
-4 Lip sync
- GUTs
L't% Inventory items
Welcome to AGS! What's new in AGS 3.1? -39 Dialogs
(-3 Views
1f this is your first time with AGS 3.1 brings several new features to your game-raking experience!l 51§ Characters
AGS, be sure to read the i 2 A il
Tiitorial to get you started If you've come from AGS 2.72, read this page in the manual to getup B+ %% Mouse cursors
: to speed with the new AGS 3 editor. &-4° Fonts Wi
i =right i Global varizbl
e besdn th.e cop-right is the If you were using AGS 3.0.2, read this page which tells you the main g :e P NRRAAES
main way you'l be navigating hreald T in AGS 3.1 -5, Sripts =
around the editor. HEEA0 CRANIC - N o
Some of the new features in AGS 3.1 include: _'j

* Mative high-resolution co-ordinates

i ™ * 1024%768 resolution support
B youknov: * 0GG Theora video
You can right-click some * Use normal scripting commands in dialog scripts
selected sprites in the Sprita * Ability to run game loops while dizlog options are displayed
Manager, and use the Assign * Completely customizable dialog options display
to View option to quickly add * Integrated handling of scripting errors in the editor
them to a view. * Improvements to autocomplete

X * And loads more!
Show another &ip

Figure 0.6: The editor

B 1y First Game - AGS Editor

Figure 0.7: The Run button

You'll see some dialog boxes pop up and then, Voflau have your first
Adventure Game running. The game doesn’t do methoyt as you'll see, there
is already a lot of functionality built in for youyou will see the main character
wearing a white suit and the mouse cursor will Ilbké& a walking man (Figure
0.8). This walking man cursor is used to makentiaen character walk around
the screen. Try clicking around the screen nowthadctharacter will walk to
wherever you clicked. Move your mouse cursor ®ttp of the screen and an
in-game menu will pop up (Figure 0.9).

15



Game Design with AGS
|

Side Note:You might be wondering why the game is runningdesa tiny little
window instead of full screen. This is becauseavethe game iDebug Mode
(by clicking the green button in Figure 0.7) whighl always run in a window.
Debug Modeas the mode you'll be running in while you areigesg your game,
and the thought is, while you're creating your ggme don't need to see it in ful

screen all the time. Your users, though, will beedo run the game in all its full
screen glory when you distribute it. There areeBrwhen you might want to ru
your game in full screen mode even while you'regiesg it, and you can do this
at any time by clicking thBuild menu, then clickingRun without debugger (or
by pressindCtrl+F5).

D My First Game = | |ﬂ

Figure 0.8: Your first game

16
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Figure 0.9: In game menu

The first four icons on the left are used to chawgat action is to be done on an
object or character. From left to right, the acti@rewalk, look, touch or
interact, andtalk. Clicking one of these icons will change the neoagrsor to
match the action. Try each one of these actiorth@main character and you
can see how they work. Click tlegeballicon, for example, and your mouse
cursor will change into an eyeball. Then if yowckltheeyeballon the main
character you will see a message that says, “Ddmrnooking good!” Each of
the other two icons will display messages as wa#.an alternative to using this
menu bar to switch between actions, you can aledhesright mouse button
while playing to cycle through all the mouse actidinat are available.

Continuing from left to right, the next icon isaitcase Clicking this icon will
bring up a screen that shows the player’s inverwbitems. We haven't given
the character any items yet, so his inventory iptgrat the moment, so if you
opened the inventory, just click tlaK button to close it. The next icon in the
menu bar is délack box. This is there to show the most recently selected
inventory item. If no item is selected, or you @anothing, then it will remain a
black box. The next two icons are taveandrestore features of the game.
These actually work and you can try saving ancresg the game if you like
(you know, in case you made a lot of progress thinogour black screen and want
to save). If you cliclsave you can enter a file name and save the game. c¥ou
also delete previously saved games. Clickesgore will show a menu of
previous games that you can choose to load. Tkigigun is self explanatory:
Exit (I wonder what that does). And finally, the lastm brings up an in-game
control panel. | know it looks like a question asut no, it's not HELP. As

17
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you can see in Figure 0.10, you can save and laagkg, restart, quit and change
other options from that question mark.

@ My First Game - 0] %]

SAVE GAME Muszic Yalume
L I:I H ]:I G H M E I_:I [m BNy |:| I._.I [m] | LLmeE

—

RESTART
QUIT GAME
AECOLT
RESLMME

Defoult

Figure 0.10: In game control panel
Well ok then. That's how you make a game and tui hanks for buying our

book. Please be sure to check out our other wlnlgeoducts. For the rest of
the book, we will recite all the words to “3,890tBes of Beer on the Wall.”

18
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Long Beer Song
3,890 bottles of beer on the wallllll, 3,890 bestlof beeeeer.
You take one down. Pass it around. 3,889 botfié®er on the wall.
3,889 bottles of beer on the wallllll, 3,889 besttlof beeeeer.
You take one down. Pass it around. 3,888 botfi&é®er on the wall.
3,888 bottles of beer on the wallllll, 3,888 besttlof beeeeer.
You take one down. Pass it around. 3,887 botfié®er on the wall.
3,887 bottles of beer on the wallllll, 3,887 bettlof beeeeer.
You take one down. Pass it around. 3,886 botfié®er on the wall.
3,886 bottles of beer on the wallllll, 3,886 besttlof beeeeer.
You take one down. Pass it around. 3,885 botfié®er on the wall.
3,885 bottles of beer on the wallllll, 3,885 besttlof beeeeer.
You take one down. Pass it around. 3,884 botfié®er on the wall.
3,884 bottles of beer on the wallllll, 3,884 bettlof beeeeer.
You take one down. Pass it around. 3,883 botfi&é®er on the wall.
3,883 bottles of beer on the wallllll, 3,883 besttlof beeeeer.
You take one down. Pass it around. 3,882 botfi&é®er on the wall.
3,882 bottles of beer on the wallllll, 3,882 bettlof beeeeer.
You take one down. Pass it around. 3,881 batfi&ser on the wall.
3,881 bottles of beer on the wallllll, 3,881 bestlof beeeeer.
You take one down. Pass it around. 3,880 batfi&ser on the wall.
3,880 bottles of beer on the wallllll, 3,880 bestlof beeeeer.
You take one down. Pass it around. 3,879 batfi&ser on the wall.
3,879 bottles of beer on the wallllll, 3,879 bestlof beeeeer.
You take one down. Pass it around. 3,878 batfl&ser on the wall.
3,878 bottles of beer on the wallllll, 3,878 bestlof beeeeer.
You take one down. Pass it around. 3,877 batfi&ser on the wall.
3,877 bottles of beer on the wallllll, 3,877 bestlof beeeeer.
You take one down. Pass it around. 3,876 batfi&ser on the wall.
3,876 bottles of beer on the wallllll, 3,876 bestlof beeeeer.
You take one down. Pass it around. 3,875 batfi&ser on the wall.
3,875 bottles of beer on the wallllll, 3,875 bestlof beeeeer.
You take one down. Pass it around. 3,874 botfié®er on the wall.
3,874 bottles of beer on the wallllll, 3,874 bettlof beeeeer.
You take one down. Pass it around. 3,873 botfié®er on the wall.
3,873 bottles of beer on the wallllll, 3,873 bettlof beeeeer.
You take one down. Pass it around. 3,872 botfié®er on the wall.
3,872 bottles of beer on the wallllll, 3,872 bettlof beeeeer.
You take one down. Pass it around. 3,871 botfié®er on the wall.
3,871 bottles of beer on the wallllll, 3,871 bettlof beeeeer.
You take one down. Pass it around. 3,870 botfié®er on the wall.
3,870 bottles of beer on the wallllll, 3,870 bettlof beeeeer.
You take one down. Pass it around. 3,869 botfié®er on the wall.
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You didn’t think we were serious, did you?

20
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Summary
Let's review the important points we discussedhis thapter:

* Adventure Game History We discussed a little about what adventure
games are and where they came from.

* AGS is cool 'Nuff said.

» First Game We created our first game with AGS. AlthougHoesn't
do much yet, you'll be adding to it throughout test of the book. We
created the game using the Default template, wijivds us basic
functionality, like a main character, a simple rotmmwalk around in, a
mouse cursor with several different action modage&estore
functionality, and a basic GUI syste
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The AGS Editor

The Editor

Chapter 1

Just in case you missed the last screenshot @fdit@r, here it is again. (I know I
hate it when | have to flip back in a book!).

B 1y First Game - AGS Editor
File. Buld Help

EB #0060

" Start Page

Adventure Game Studio

Welcome to AGS!

1f this is your first time with
AGS, be sure to read the
TUtorial to get you started.

The tree in the top-right is the
main way you'l be navigating
around the editor.

Did you know?

You can right-click some
selected sprites in the Sprite
Manager, and use the Assign
to View option to guickly add
them to a view.

Show another tip

What's new in AGS 3.17

AGS 3.1 brings several new features to your game-making experiencel

If you've come from AGS 2.72, read this paae in the manual to getup
to speed with the new AGS 3 editor.

If you were using AGS 2.0.2, read this page which tells you the main
breaking changes in AGS 3.1.

Some of the new features in AGS 3.1 include:

* Natjve high-resolution co-ordinates

* 1024x%768 resolution support

* 066G Theora video

# Use normal scripting commands in dialog scripts

= Ability to run game loops while dialog options are displayed
* Completely customizable dialog options display

* Integrated handling of scripting errors in the editor

* Improvements to autocomplete

* And loads more!
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Figure 1.1: The editor

The editor consists of three main parts. The hbig im the middle, the Document

Pane, is where you do all of your, um..., editindne Bection on the top-right

shows a tree that looks much like Figure 1.2. Tieis, called the Project Tree,
allows you to open different editing panes. Goaaha&nd get familiar with it by
double-clicking the options. You'll be using itc.
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%" General Settings -
& Colours

£+ Sprites

|Akl] Text Parser

& Lip sync

B culs

%3 Inventory items
5 Dialogs

&3 Views

& Characters

v Mouse cursors
AF Fonts

@ Global variables
g, Scripts ﬂ
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Figure 1.2: The Project Tree

The bottom-right pane will show different thinggpdading on what you're
working on. ltis called the Properties Pane, alfmvs you to change detailed
attributes of whatever object you are currentlytiedi Sounds like fun? Well it
is! Figure 1.3 shows an example of what the PtaggePane looks like when
editing a character. If you'd like to see it fawself, expand th€haracters
item in the Project Tree and double-clakgao In fact, double-click everything
and look at the properties that come up. More atios later.

|cEgo (Character 0) ﬂ
il |8 #
El Appearance =
AdjustVolumewithSc False
BlinkingView 0
Idleview 0
Mormalview 1
Speechview 0
ThinkingView 0
UseRoomarealightin True
seRoomAreascaling True ]

E Design
Clickable True
Realame ROGER
Scriptilame cEgo
StartingRoom 1
Starty 160 |

AdjustspeedWithScaling
Adjusts the character's movement speed in line
with their scaling level

Figure 1.3: The Properties Pane
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Let’s talk a bit about the different types of eglgtipanes that you can use within
AGS. We won't go into too much detail here, bugtjenough so you get familiar
with what AGS can allow you to do within your game.

General Settings

In the Project Tree, scroll all the way to the & double-click on the item
labeledGeneral Settings This opens the General Settings editor in the
Document Pane, which allows you to specify somiefbasic settings for your
game like the resolution at which your game wili,rthe name of your game, the
maximum score the player can achieve, as welltasdeyou put information
about who created the game. There are lots cbaptiere and we’ll delve into
most of the options in Chapter 6.

Colors

The Colors editor lets you define colors within ygame. For the most part, you
won’t be using this editor too much if you selecteti6-bit or 32-bit color palette
in the General Settings, but it can be useful &ng colors within the AGS
scripting engine. (If that last sentence didn’keany sense to you, don’t worry
about it for now; more will become clear later wivea talk about colors in more
detail in Chapter xyz.)

Sprites

Sprites are simply images within the game. Theatiar you saw in the default
game, for example, is a sprite. In fact, sincenttaén character animates, it is
actually composed of several sprites that play nilkehithe frames of animation
in a cartoon. The Sprites editor is where youaymanage all of the sprites in
your game. Double-click o8pritesin the Project Tree, and you’ll see several
sprites appear in the Document Pane. This ishtfdhe sprites, however.
Notice that a new tree appears in the Document,Rdtiethe wordMain at the
top. Expand this tree and click on fefaults folder. This is where you'll see
the sprites that make up the character, as wéleasprites for all of the icons in
the menu bar that we mentioned earlier. The Speititor lets you import new
sprites into your game and organize them into fald&Ve’ll be using sprites
throughout the entire book, so you'll get very faamniwith the Sprite editor.

Text Parser

Do you remember the old games from Sierra Riedice QuesandKing’'s Quest
where you had to type commands that you wantedhhaeacter to do and the
computer would respond with ambiguous answers ikey’re not close
enough?” Well, if you want to recreate games tikese then the Text Parser is
your friend. Since the game we’re creating in tiosk is not a text-style game,
we will only briefly mention it in chapter xyz.
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Lip Sync

AGS syncs with the lips and the lip syncing is tiieg for AGS without lips. If
your adventure game shows a close-up portraiteothiaracters’ faces when they
are speaking, then you can use the Lip Sync etitoy to closely match the text
that the characters are saying to their mouth mewésn Although this is a fairly
rudimentary feature, it does the job quite nicelg & can really make a character
look like he is speaking.

GUIs

A GUI is a Graphical User Interface. GUIs allowsger to interact with the game
in some way. It can allow you, as the game cre&daget information from the
player of your game by asking questions (Figure, bdtting input from the
keyboard (Figure 1.5), or allowing the player taiecge game settings (Figure
1.6). AGS lets you make GUIs for all these purgaaed more. You can even
make GUIs to interact with characters. You’'ll havevait until you get to
Chapter xyz for more on this. (NOT KIDDING. NO PERG AHEAD!)

EENR NN

Figure 1.4: Question GUI

Figure 1.5: Input GUI
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SAVE GAME Muszic Malume
LOARD GAME Saund Yalume
RESTART
QUIT GAME
AECLUT
RESUME

Woice Valurme

Text only

BTt

Speed

Defoult

Figure 1.6: Settings GUI

Inventory Items

Inventory items are used extensively in most adwengames. Usually the main
character collects items during the game to useetific points in the game.
This is the editor to use to create all these itefs ahead a look at the default
items that are in there now. You’'ll soon get viamiliar with this editor.

Dialogs

The Dialogs editor allows you to create interactteaversations that can take
place between characters. You can develop questid@nswer interactions
between characters and have the game proceeckditfedepending on the
answers the player chooses. This is actually aflitn. We’ll see more of this
in Chapter xyz.

Views

A view is simply a collection of animations. Angimation that you use in your
game will be represented by a view. For example animation that you see
when your main character is walking comes fromeawias does the animation
that you see if a cup falls off of a table and dmeaon the ground. Go ahead and
double-click onVIEW1 and take a look at the editing pane. This isifault

view for the main character’s walking animatiorinc® animations are an

integral part of an adventure game, making viewgoiag to be one of the most
important parts of creating your game. We’'ll debxgensively into views in
Chapter 2.
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Characters

The Characters editor is where you create the cteasathat are in the game. Not
only is the main character created here, but aayacher that the main character
interacts with would be here as well. The Charastior allows you to specify
attributes of each character; including which rabecharacter starts in, which
views are used to represent the character, thel gteehich the character walks
around on the screen, and other such things.

Mouse Cursors

AGS allows you to make many differently shaped neaugsors to use
throughout the game. If you look at the first faursors in the Project Tree, you
will notice that they are the ones that appeahéndample game you created
earlier. The mouse cursors you create here carsbegle image, or they can be
associated with a view, which allows your mousesats to animate. You'll learn
more about cursors in Chapter xyz.

Fonts

AGS lets you use different fonts to represent ileyour game. However, you
cannot use a font without first importing it infeet Fonts editor. The Fonts editor
supports true type fonts (TTF) as well as SCI (@i€reative Interpreter) fonts,
which are fonts used in the old Sierra gamesHKikg's QuestandSpace Quest
More about this when we talk about GUIs later.

Global variables

Global variables are associated with scriptingy@i don't know what a script is,
look at the next section real quick and come bark)h Variables are objects that
you use in scripts that hold values. Normal (ntogl) variables can only be
used within a specific script file or room. A ghilvariable, however, can be used
in any script. This editor is a place to definaiyglobal variables for use within
your game. |If this is all foreign to you, don’t i about it now. You'll pick all
this up as we go along.

Scripts

Scripts are, more or less, instructions that yoe ¢iGS to tell it to do specific
tasks. It's basically the nuts and bolts of yoamg. There are certain things you
will want to do within your game that you just cadd with any of the other
editors in AGS, and scripting allows you to do #htisings. You will quickly

find out that scripting is a very important partopating adventure games. Go
ahead and double-click a few scripts and get aféeethat they look like, but
know that we will be including scripting all throligut this book and you’ll get
familiar with it soon enough, so don't let it scg@u right now.
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Plugins

Plugins are extensions to AGS that give it extracfionality. They can be
written by anyone and distributed to be used iningagames. Plugins are not
necessary to create a game and are beyond the @ittty book.

Rooms

Rooms are very, very important. Think of it thiayv There would be NO game
if there was not at least one room and one charagteoom is where the action
takes place in your game. Don't let the word “rd@monfuse you—a room is
anywhere action takes place in your game, regardieghether it's a typical
room with four walls, a floor, and a ceiling. Arést, for example, can be a room,
and a meadow could also be aroom. A room in A@Santain the background
graphic, any objects that are in the room, the rgoript, and other room goodies
like regions, hotspots, walkable areas, edgesyatkibehinds. There is one
room already created in the default game. OpeRtiwans item in the Project
Tree, then expand the item labeféd” This is the default room. Double-click
Edit room to see the graphics (just a black background hddelble-click

Room scriptto see the script file. There’s not much to sexe mow, but this will
grow as we add things to our room later on.

Translations

Je ne sais pas ce que c'est. Was? Verstehestld@ nihat's why you need
translations. If you're going to make your gamdéoplayed by people who
speak different languages, you'll want to use trenslations editor. This allows
the text in your game to be translated into diffiétanguages. Chapter xyz will
tell you more about this.

Summary
This chapter focused on the AGS Editor, a very irhpiece of AGS:
* AGS Editor Components The AGS Editor is made up of three main
parts: the Document Pane, the Project Tree, anBribygerties Window.
The Project Tree gives you access to all of thepmorants in your game.
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Chapter 2

Sprites, Views, and Characters

A quick revisit of what sprites, views, and chaeastare is in order here. Sprites
are simply images within the game. Because a cta@aranimates, it usually takes
several sprites to make up a character. Viewssargly put, collections of
sprites that make up animations. So basicallyachears are made up of views
which in turn are made up of sprites.

Sprites
The first step in creating a character is to drame sprites. Our character is
going to be a fox in a monk outfit with angel winggmm. SOMEONE was
drunk!) Find the file namefibxy _monk.bmpo follow along. Figure 2.1 shows a
quick snapshot of the file. |1 know you can't tisat it's a fox. So what!? If you
want to create your own sprites, then go for ite’NWvait...

Figure 2.1: Foxy Monk Sprites

As you can see, there are 12 sprites in this Tileey each take up the same
amount of space to make importing them easiertHaitis not necessary. Most
of the time, an artist will put many individual gps into one image file to reduce
the number of files needed to create the game,ngaach sprite the same width
and height. That way, the sprites can be alignetdtiled pattern, as in our
example above.

Once you have your sprites saved in a file, the s&p will be importing them
into your game. Open the Sprites editor by dowhtking Spritesin the Project
Tree. You will see two panes open up in the egiéirea (Figure 2.2). On the left
is a list of folders that contain sprites. Thisisply a way for you to organize
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the sprites within your editor. For example, yoigim want to have all of the
sprites associated with a character in a folden wié same name as that
character. Your final game could easily containdreds, if not thousands, of
sprites, and getting into this habit of organizyroyir sprites will make it easier to
find and manipulate sprites later.

B My First Game - AGS Editor I [= 3
He mid Hep
8 & e

sprites |

i Page

Figure 2.2: Sprites Editor

Let’s create a folder to contain all of our spritesFoxy Monk. First, right-click
on theMain folder on the left editing pane and cliCkeate sub-folderand call
this folderFoxyMonk The right editing pane will now be empty sinkere are
no sprites in this folder (duh!). Let’s fix thay bdding a few sprites.

To start importing your spritegght-click in the right editing pane and choose
Import new sprite from file... This will bring up the good ol’ Windows file
open dialog. Find your file ardbuble-clickit. You should then see the Import
Sprite window open as in Figure 2.3.
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™% Import Sprite x|
Import options
Image size: 73 x 129
Mouse location: 270, 100

Transparent colour:  [[ESENATRR NN
Right-drag to determine the size of the area you wish to Import Whole Image

™ Tiled sprite import import; or use the Import Whole Image button

Zoom: ¥ 1

Cancel

Figure 2.3: Import Sprites Window

As you can see, AGS loaded your file and is readynport the sprites. Let’s tell
it how we want the file divided up. Use the zodides to make the picture
bigger so you can see it easier. Hold the mouieeabp-left corner of the
picture. Click and hold theght mouse button. (notice rightOT left and it's
bold!). Drag the mouse down and to the right untilfir& image is highlighted
as in Figure 2.4. Note that in this case, the mdosation needs to end up at
position (24,32) because that'’s the size of eaduofprites (you can see your
mouse location by looking at the upper left sectbthe Import Sprite window).
Release the mouse button and the highlight rectamidfl remain at that size.
This tells AGS how big your sprite is. Notice ntivat as you move your mouse
around on the sprite, the highlight rectangle f@ojour movements. Move the
mouse pointer to the upper left-hand corner andhigjelight will cover the first
sprite. Click thdeft mouse button and your first sprite is importedels good on
the inside, doesn’t it? Well good. Now all we bdwg do is repeat the above steps
11 more times to import the rest of the spritesHaxy Monk. (sigh) If only
there was a better way...

Well there is! But first let’s delete the spritewyjust imported (it will be easier

this way, trust me). Click on the newly importeatite and hit theleletekey and
click Yeswhen asked to confirm.
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™% Import Sprite
— Import options
Image size: 73 x 129

Mouse location: 24, 32

Transparent colour; IT:::p-IEf't pixel j
Right-drag to d
™ Tiled sprite impart impart; or use t
-
Zoom: x 4

Figure 2.4: Highlighting a Sprite to Import

Let’s start the process again, and this time wes# the fact that the sprites are
tiled to our advantageRight-click the middle pane and choadew sprite using
last sprite.... This option will open up the last file so younddhave to hunt for

it again. Zoom in if you like, but make sure tha entire image stays visible
(this will be important in just a second). Hoveuy mouse over the picture.
Notice that AGS remembered the size of the highlighm your last import.
Click theTiled sprite import checkbox above the zoom slider. Tiled sprite
import allows you to select all the sprites that yeant to import at once, as long
as they are all the same size. Move the mousegudmthe top-left corner of the
image andeft click. You should see a blue outline around thst §prite. As

you move the mouse, AGS will draw a grid aroundgpetes in your image.
Move the mouse down to the lower-right corner aod should see the blue
outline encapsulate each sprite perfectly as inr€i@.5. Click the mouse again
and all your sprites should now be imported! Yay!
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Figure 2.5: Tiled Import

One other thing to note. Did you notice that quiites have a green background?
This green area won't be drawn when the game igedlahanks to something
calledtransparency The Import Sprite dialog has a drop-down boxechl
Transparent colour This allows you to tell AGS what the transparewibr is in
your sprite. Any pixel that is the same colorlastransparent color will be
invisible when you play your game. |If this wassét correctly in our sprite, Foxy
Monk would always have a green rectangle behindfigure 2.6).

Figure 2.6: On the left, the Foxy Monk sprite
has proper transparency. On the right, transparenyg is not
correct and you can see a green box around the stwi

Views

Now that we have the sprites imported for our cti@rawe need to create a View
for the character. We told you earlier that a viswa collection of sprites that
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make up an animation. We lied (sorry!). A vievaitually a collection of loops,
and a loop is a collection of sprites. Put anotty, a loop is an animation, and
a view is a collection of animations. To underdt#ims, let's use our Foxy Monk
as an example. In our image, we had 12 spritée fifst 3 images show Foxy
Monk walking away from us, the second 3 show hdkiwg to the right, the next
3 show her walking towards us, and the last 3 shemwalking to the left. Each
of these directions (up, down, left, and rightaiseparate animation (loop), and
they will all be contained in a single view thapresents Foxy Monk walking
(Figure 2.7).

View

Figure 2.7: Foxy's View

In AGS, the 4 loops that are associated with Foonktwalking will all reside in
the same View. So later, when we assign this ¥@efoxy Monk, AGS will
automatically know to use loop 0 when she's walkiagin, loop 1 when she's
walking to the left, loop 2 when she's walkingte tight, and (you guessed it)
loop 3 when she's walking up. In case you're wandédow AGS knows that
those loop numbers go with those directions, dfeething that's built into AGS.
The first 8 loops have special purposes in AGSopL0 isalwaysthe loop for
down, loop 1 isalwaysthe loop for left, etc. The list of loops and #esociated
directions is listed in Figure 2.8. The first fdaops (loops 0 — 3) are required,; if
your view does not contain at least four loops, A@lScreate them for you
automatically. However, the rest of the loops@ytonal; that is, you don't have
to create loop 4 if you don't want to have a sdpaaaimation for your character
walking down and to the right. In this case, AGi8 make an educated guess as
to which of the four “cardinal” directions to apgly your character when he is
walking in a direction that is not explicitly upown, left, or right. None of the
loops after loop 7 have any special meaning in AGS.
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Loop Direction

0 Down
Left
Right
Up
Down-right (diagonal)

Up-right (diagonal)

Down-left (diagonal)

N oo~ WIN| P

Up-left (diagonal)
Figure 2.8: Loops and their directions

Let's create the view shown in Figure 2.7. Expdieivs under the Project Tree.
If you created the default game and have beenvigilg along, you will already
have two views listed there (VIEW1 and VIEW2). W@ld change one of those
views to suit our needs, but for purposes of dernatign let's go ahead and make
a new one. Right-click odiews in the Project Tree, seleldew View from the
popup menu, and name the viekMNormal. Whoa! That's a weird name.
What the heck does=MNormal mean, anyway? Well, as a general rule, you
can name things in AGS whatever you want, but if f@low some simple
nomenclature it will make your life much easier why@ur game gets larger. In
this case, our view name begins with a lowercase This stands for “view” and
is there just so that we immediately know just fiowking at the name that
vFMNormal is a view. TheFM” part of the name stands for Foxy Monk, and
“Normal” means that this is Foxy Monk's normal view. (Walk about what a
normal view is in the next section.)

Side Note:You might be wondering why we're making such adsgl about ho
things are named within AGS. After all, why naméew starting with a

lowercase “v” when it's obvious that the view igi@w, since it's in the Views
section of the Project Tree? This is a good gaesand if we always dealt with
our views and other things solely from the Projeete then we might not need
be picky about the names. But, as you'll findlatdr, we will be using many of
the names we create when we talk about scriptmdjwse won't want to have to
refer back to the Project Tree to remember whahaveed our stuff. If we're

always consistent with the way we name things, theame like vFMNormal
will actually be much easier to remember than ifdwvemed the view Banana o
something arbitrary!
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Ok, we've created a view, now what? If you've besying attention you should
be able to answer this question yourself. We ne&deate our four loops! Open
vFMNormal view if it isn't already and notice that there aceloops created yet
(Figure 2.9).

File  Build Help
H i+
=l « Bl C
view: vFMNormal | View: VIEWZ | View: ¥

[] show Preview

Create new loop |

Figure 2.9: Our new view with no loops or sprites

=y« Wi C]
view: vFMNormal | View: VIEW2 | View: YIEW1

[] show Preview

Loop O {down)

Create
Mew
Frarne

[ Create new loop l l Delete last loop

Figure 2.10: Our new view with one loop. It doest'’have any sprites assigned to it yet.

Let's fix that now. Click th€reate new loopbutton and Loop 0 will be created
as in Figure 2.10. There are three buttons l&meate New Frame Create new
loop, andDelete last loop These should be self-explanatory, but just Beca
we'll discuss each of them. Click tBeeate new loopbutton. A second loop
will appear called (Loop 1). Now clidRelete last loopto delete it. This is how
you would create and delete loops from within tleweditor. Go ahead and
click Create new loopthree times to get our four main loops. Now wasign
sprites to Loop 0. Click th€reate New Framebutton under Loop 0, and you'll
see a blue cup sprite appear (Figure 2.11). Tine dlip is the default sprite that
AGS uses when it knows a sprite should be thergdwhaven't told it which
sprite to use yet. Double-click the blue cup a@SAwill bring up a dialog box to
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let you choose a sprite to use. Click HuxyMonkfolder on the left, and choose
the first of the three sprites that shows Foxy Maraking down. ClickJse this
sprite (Figure 2.12). The blue cup has been replaced Ry Monk. Rock on!
Since we have three sprites for Foxy Monk walkiogvd, this loop will need to
have three frames. ClicBreate New Frameand watch closely at what happens.
Now, instead of a blue cup appearing, AGS is sianadltit automatically selected
thenext spritein the animation. ClickCreate New Frameagain and it will get

the third frame. How does AGS know which spriteise when you create a new
frame? Well, it doesn't really. AGS just seledieel next sprite in our list of
sprites. Since we imported all the Foxy Monk gwiat the same time, the next
sprite in our list was the next sprite in the artiora This is common enough that
AGS automatically selects the next sprite for ydiis is also why it's always a
good idea for your sprite file to have the imagethe right order and not strewn
about every which way.

Loop 0 (down)
Run the next loop after this to make a long animation

Create
Mew
Frame

DLY:0
Figure 2.11: The default Blue Cup appears when AG8oesn't know which sprite to use
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D Select a sprite to use
= & Main
i il Defautts
g FooyMonik
- [ Objects
B Inventory tems
- il Dork

lse this sprite Clont use any sprite Cancel |

Figure 2.12: Choose the first down facing sprite

Now that we have three frames of animation for |6pf would be nice to see
what the animation looks like. The view editoryides a nice way for you to
preview the animation without having to run the ganto see the loop animated,
click theShow Previewcheckbox above Loop 0, and then clikimate from
amongst the new checkboxes that appeared. Awwk, IBoxy Monk is walking,
ain't she just precious? Wittle Foxy-woxy Monky+vky is just da cutest wittle
thing! Errr.. ahem...

¥Yiew: yFMMNormal |/Start Page |

Shiot Presiew

Previ
revisn | Laop O {dawvn)
Laoop: Frame: Delay:
= = = v = [] run the next loop after this to make a long animation
P Bl P & F & —
[] character view {centre pivat) Mew
Frame

Anirnate
[ skip Frame 0 {standing Frame)

DLY:0 DLY:0 DLY:0

Loop 1 {left)
Figure 2.13: The Show Preview and Animate checkbosge
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What we just walked through was one way to credt®p and assign it to a view.
Let's look at another (easier) way to do the othexe. This time, choosgprites
from the Project Tree to bring up the Sprite editGtick theFoxyMonkfolder so
we can see Foxy Monk's sprites. Let's selechalkprites that will make up
Loop 1 (left). Find the three frames that showybonk walking to the left.
Click the first of those three sprites, hold dowe shift key, and click the last
one. This will highlight all three sprites of healking to the left. Nowight-

click on any of those three sprites and chdsign to View You will see the
Assign Sprites to View window, as shown in Figurg&42 Under View, choose
the view to which you want to assign this animafj@ew number 3 in our case).
(Alternatively, you can click the Choose button aetect the view that way, but
if you know the view number you can just type i ifror Loop, choose Loop 1
(left). The next question it asks is, “How woulouwylike to assign the new
frames?” Select Overwrite existing loop, since lowp is empty anyway. Leave
the default options for everything else and clK. A dialog box will appear
that says “The selected sprites were assigned ssfatlg.” Click OK. Now, go
back to your view, and you'll see Loop 1 populatéith Foxy Monk walking left!

Repeat the above steps to create Loops 2 andRiyr Monk walking right and
up, respectively. You view should end up lookitkg IFigure 2.15 when you
finish.

Assign Sprites to View ﬂ

Select destination

The selected sprites will be assigned to the view yvou
choose below;

View: |3 El: Choose. .,
1 | oop 1 (Jeft) -

How would you like to assign the new frames?

& Overwrite existing loop

" Add frames to existing loop
If there aren't enough frames available, then;

+ Stop assigning at the last frame

" Automatically overwrite the next loop as well
[ set &l new frames as Flipped

[ add frames in reverse order

0] | Cancel

Figure 2.14: Assign to View dialog
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B My First Game - AGS Editor
File  Buld Help
&8 & e

Sprites |/‘u|'iew: vFMNormal |/ Start Page

[T Show Preview

Loop 0 (down)
™ Run the next loop after this to make a long animation

DLY:0  DLY:0  DLY:0

Loop 1 {Jeft)
[T Run the next lnop after this to make a long animation

DLY:0 DLY:0 DLY:0

Loop 2 (right)
[T Run the next loop after this to make a long animation

DLY:0 DLY:0 DLY:0

Loop 3 (up)

I_ Fun the next loop after this to make a ang animaaon

DLY:0 DLY:0 DLY:0

Create new loop Delete last loop

Figure 2.15: Foxy Monk's Normal View

Characters
Now that we have a view for Foxy Monk, we shouldabée to easily create a
character of her. Start by right-clicking @maractersin the Project Tree and
selectingNew character. This will create a new item in the tree calléd “
cCharl .” Ick! What a horrible name. Let's give our cheter a proper name.
Click oncCharl in the tree to select it. Remember when we tatdsulit the
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Properties Pane? We'll get to use it now to seduwpnew character. Look at the
Properties Pane and find the section calledign . In this section you should
find two important propertieRRealName andScriptName . RealName is the
actual name you want to give to your character.ydscan see, the real name of
the character right now is “New character.” Doutliek on RealName and

Type inFoxy Monk , and then hit Enter. Now isn’t that better? &etirn our
attention to th&criptName field now. The script name is the name that you
will be using to refer to your character when vgfiscripts. In other words, this
is the name that AGS will use to refer to the cbra AGS assigned the name
cCharl to it by default. The lowercasdn this case stands for “character” and
is there to let you know that this is a script ndorea character when you're
scripting later. (Remember we did something simildh a view in the previous
section.) Double-click o&criptName and type ircFoxyMonk and then hit
Enter. Please note that this name shouldn’'t hpsees. And that’s all there is to
naming a character.

Side Note:For you programmers, the script name is the vagiahme,

Now that your character has a name, we need toitgaviace. Well, a view

actually. Find the section in the Properties ResaraedAppearance . Under

this section you should find 5 types of vieBéinkingView | IdleView

NormalView , SpeechView , andThinkingView . The names of these views

should give you a hint as to what they’re for.

» The blinking view is the animation that is displdyghen the character blinks.

» The idle view is the animation for the characteewlt’s just standing there
doing nothing. This view is activated after a agrtamount of time passes
without doing anything (we’ll talk about this lajer

* The normal view is, well, the normal view. Thigl& view that the character
will have when he’s standing or walking, and is thest used view. We
created this view earlier in this chapter.

* The speech view is the animation used when theacteris talking.

* The thinking view can be used to make the chardatérlike he’s thinking
about something.

AGS automatically uses the right view when the abtar is doing each of these

actions, so you don’t have to think about it. Ewample, if you have a view

assigned for the speech view, then AGS will autcsally switch the character’s

view to the speech view when he is talking, and@wveis back to the normal view

when he’s done.

What is most important for us is the normal viewe want Foxy Monk to look
like the view we just created when she’s standmd)\aalking. AGS assigned
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View 1 to Foxy Monk by default but that’s not theeowe want. Double-click
NormalView in the Properties Pane and typ&jmand then hit Enter (view 3
was the view we created in the last section, renee®)b Now if you look at the
Editing Pane you should see Foxy Monk appear &igure 2.16.

B My First Game - AGS Editor
Eile Build Help
ey
P o ®
View: vFMMNarmal |//Char: cEgo L,/Char: cFoxyMonk [///View: VIEW2 |//Vie1r.': WIEW1 [///

Selected character settings

This character is not the player character.

Make this the player character |

Mormal wiew Speech view
Loop: Frame: Delay: Loop: Frame: Delay:
o = |2 = [ = o = o =H |5 =
W Character view (centre pivot) IV Character view {centre pivot)
[ Animate r
™ skip frame 0 {standing frame) ™ skip frame 0 {standing frame)

‘fi‘.

Figure 2.16: Foxy Monk's Character

Let’s play around in the Editing Pane and watchyHgbonk in action. Start by
clicking theAnimate checkbox. You should see Foxy Monk start walkifgat
huh? Click theup ordown arrow under Loop and you should see Foxy Monk
change directions. There should be 4 loops thatcgm cycle through. Also,
note that the Frame box continuously changes ag Maxk walks. Let me
know when you're done playing with that...

Ok, so we have a character and she walks. I'dt'sagbout time to see this
character in action. Go ahead and run the game S®siously! Don’t read
anymore until you run the game.

Oh no! Where’s Foxy Monk? Don’t panic. Now, | kmave haven't talked about
rooms yet, but in order to see Foxy appear in #raeg we have to move her to
the first room in the game; the room that the défahite-suit character is
currently occupying. By the way, his name is Rogerou haven't already
figured that out. Go back to the Properties Pantkefimd theDesign section.
There you will see a property call&tartingRoom . Change this property to 1
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and run the game again. Voila! Foxy is here! Ands the default guy, errr, |
mean Roger. Now click somewhere to move her aro@td, wait wait wait.
She’s not moving. Roger is. Back to the drawiongri!

Let’s talk about a little more terminology. Rigiiw, since Roger is the main
character (that is, the character the player isrothimg), he is referred to as a PC
(or a player character). (I know, he looks notHikg John Hodgman but believe
me, he’s still a PC.) Player characters are aayatters that the player controls.
This is opposed to NPCs, or non-player charactdrgh are characters that are
entirely computer-controlled. At the moment Fogyn NPC, but we want her to
be the PC. Did you notice that large button lathéMake this the player
character” back in the editing pane (Figure 2.16)itk this button to make Foxy
Monk the main character. Now she will replace Ragethe character that you
play. So now, Foxy is a PC and Roger has turnedamNPC. While we're at it,
let's go ahead and take Roger out of the game caisipl Double-click ortEgo
(yes, that’s his script name) under CharacterkerProject Tree and change his
starting room to 0. Room 0 can always be usedakena character disappear, as
long as it's not the main character. Now run theg again. Foxy Monk should
appear all by herself and you should be able toeni@r around the whole screen.

Side Note:If you're wondering about all this business aboag®& and cEgo, an
why the default main character is named that, Beadittle back story. Chris
Jones, the creator of AGS, is (obviously) a bigesdiure game fan, and one of
favorite adventure games is Sierra On-Lirgfmce QuestThe main character i
that game was named Roger Wilco, who was a jaoitdyoard a space vessel

who eventually became captain of his own ship. wany Chris paid homage to
Space Quediy making the default character in AGS Roger WilcBo, why is
Roger’s script name cEgo? Well, EGO was the imstiesaript name that Sierra
used for the main characters in its early games sarthat tradition made its wa
into AGS in the form of cEgo.

Let’s explore a few other character options. I'tlknow about you, but to me,
Foxy was moving a bit too slowly around the screBouble-click on Foxy’s
character in the Project Tree and go back to tbpd?ties Pane. Find the
MovementSpeed option under thlovement setting and increase it from 3 to
6. Run the game now and see if you like her spe&@r. I'm not so happy with
the position she’s at when the game starts. kthihlike her to start in the upper
left-hand corner. Find thgtartX andStartY options under thBesign

section and change them to 30 and 50 respectiv&yn the game now and Foxy
will start her adventures at the top and to thie W&bohoo!

Summary
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In this chapter, we learned about how to create fimi character, and along the
way we learned about sprites and views.
» Sprites Sprites are the individual graphics that are iarygame; for

example, the animations that are associated ta@cter are each
made up of one or more sprites. Sprites arert'fgugnimations,
though. A button's image is a sprite, and soestiouse cursor image.
Sprites are imported and managed through the Sprd#or in the
Project Tree.

Views Views are collections of animations. An indivilaaimation is
called a Loop. Views are made up of one or morgpkso Loops that
contain grapes, apples, and oranges are calletLierops.

Characters Your game has to contain at least one charactdrirest
games will have many more than that. Charactetstiie player
controls are called Player Characters (PCs), aathcters that are
computer-controlled are called Non-Player CharagdPCs). We'll
be creating an NPC for our game in a later chapter.



Chapter 3

Rooms and Events

A game with no room is like a forest with no tre@&sow that we got the
philosophy out of the way, let’s give our friendXydvionk a better place to play
than a black screen. Like we said before, a raoAGS will contain the
background graphic, any objects that are in thentdbe room script, and many
other things.

Simple Backgrounds
The black background for room 1 was good enougjet®ur character walking
around. But let's add some color to the room amd §oxy Monk a place where
she can frolic in some grass. If you want to mgier own background, then go
ahead. Otherwise find the file callsimnple_bg.bmp This file will contain a nice
little tree and a small pond. The file is 320 pexeide and 200 pixels high.
“Hmmm...Where did they get those number from?” yogtmibe asking
yourself. Well, let’s take a little detour and &dp that. Do you remember the
General Settings option in the Project Tree? dlfshe way at the top. If you
double-click that, the General Settings editor sthaypen up and you should see
that the default game’s Resolution option is s&20x200. So we made our
background image that size in order to fit perfectlthe room. Now that you
understand that, let's go ahead and put that intragehe game as room 1's
background.

B My First Game - AGS Editor
File  Build Help

>
8 & e
General Settings |/Sprites |/Viev.':\.'FMNormaI |/StartPage

=4l

B (Setup)
Colour depth 16-bit (hi-colour)
Default graphics driver DirectDraw 5 (default)

Game name My First Game
Maximum possible score 0

Put sound and sprite files in source control False
Resalution 320 x 200

M Rackwards Comnatihilitv

Figure 3.1: General Settings and Game Resolution

Open the room editor and edit room 1 by expandiegRooms node in the
Project Tree and double-clicking &uit Room under thel: node Room 1's
editor should be in the Editing Pane now and yawukhbe looking at our famous
black background. Changing the background is sy tat you're going to laugh
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at me when I tell you. Click théhange...button at the top of the edit screen.
(Figure 3.2).

Side Note:This would be a good time to learn how to name yoams. Click
on1: under Rooms in the Project Tree. Now look atRhaperties Pane and

change the Description option to something desegptWe’re going to name
room 1 Pond.

B 1y First Game - AGS Editor
File  Buld Help

o [ e
= W ®
General Settings |/Rooml|/5|:|rites |/View:vFMNu:|rma| |/Char:cFD:q-'M|:|nk
Room details
Background to cepleyi [T ]  crence.. |
Show this room's: |r-J|:|thing ﬂ Mouse Position: 226, 22 Zoon

Figure 3.2: The Change... Button for Room 1

A File Chooser window should pop up. Navigateh® file simple_bg.bm@and
choose it, then clickOpen. You should see the black background turn intaryo
new Tree-Pond-Grass background. And yes, thatat Wvant to call it. Press
F5 now to run the game and have Foxy run amok aroundbeautiful scenery.
Click on different parts of the screen to have Faxgyk around. Ok, ok, so you
may have noticed that Foxy is walking on everythihghean, not only is she
walking on the grass where she’s supposed to waltkshe can walk on the
water, on the tree, even in the sky! Not only,thbat when you start the game,
she’s up in the tree. Well, we’ll fix that in dtle while. For now though, as an
exercise, why don’t you change Foxy'’s starting posiso she’s on the grass
somewhere. As a hint, go to the room editor andenywur mouse around the
background. You should notice that the Mouse Rwsitoordinates, which are
under theChangebutton you clicked earlier, are changing. Chaaséce place
to start Foxy (we're choosing 110,167) and setskemting coordinates. If you
don’t remember how to do it, look at the previohajter.
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Ele Buid Hep
8 |¥ @
“"Room 1* |~ General Settings |~ Sprites |, View: vFMNormal | Start Page |
—Room detais
Background to display:  [Main background = Ehange.. ]| Delete
Show this room's: Mothing x| Mouse Position: 228, 126 Zoom: — J—

[ —

[RAJER

|+

BottomEdgeY 198

RightEdgeX 317
TopEdgeY a0

BackgroundAnimationDelay B
i ciinont

prsr Mot i |

BackgroundAnimationDelay
The sneed at which the backarounds wil rotate (ony spplicable if you
have imported more than ane)

Figure 3.3: Tree-Pond-Grass background

Scrolling Backgrounds
Before we fix the problem of Foxy walking everywbahe’s not supposed to,
let’'s do a couple more things first. As we saidieg we imported a background
that was exactly the same size as game’s resol(820x200 in this case). This
is fine and dandy, and it means that the playdrheilable to see the entire
background all the time. What would happen, yoghthwonder, if we used an
image for the background that was bigger than #meejs resolution? That is,
instead of a background of 320x200, what if we useelthat was 721x200 for
example? We’'re glad you asked! We just happérate a file of that size.
Let's load it up and test it out!

Quit out of the game if it's still running, and fack to the room editor. We're
going to change the background that we just impaxiea bigger one so we can
see what happens. Click on fikangebutton again, and this time when the file
dialog opens, choose the fderolling_bg.bmp After you clickOpen, you'll get

a warning message like the one in Figure 3.4nigtyou know that this new
background image is a different size than the angrg currently using. If we'd
done a lot of work with our room, like adding reggoor hotspots or something,
then changing a background like this would clebofathose areas, which is
basically what this message box is telling youisTiew background does cause
us to have to redo the walkable area in this roshich we’ll do in just a minute.
Click Yeson the dialog box.
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Adventure Game Studio

\?/’ The new background is a different size to the old one. If you import it, all your regions, hotspots and walkable areas will be cleared, Do you want to
procesd?

Figure 3.4: Warning Message

Our new room’s background looks very similar to time we just loaded, but
with one important difference: there are scroll@nsund the image now! Scroll
to the right a bit and you can see more of the tparzknd. Now let’s fix that
walkable area issue. Our default room actuallydadhlkable area, which is
what allowed Foxy to walk around the screen, angbirting this new background
cleared that walkable area, which keeps Foxy fremdable to move! We'll get
to more about walkable areas later, but for nois letit back the walkable area in
this new background.

® My First Game - AGS Editor _[5[x]
He Buid tep
FA Feoe
4 - Genera [Settings |~ Sprites |/ View: vFMNormal |, Start Page | -]
~Rox
a
.....
Pond
1
198
[)
RightEdgex ar
TopEdgey a0 ||
El Messages
Messages
B Properties
Properti {Fropertes)
El Setting:
Backar dAnimationDelay 8
u S &
Backg: ionDelay
The soe backgrounds wil rotate (only applicable if you
have imported more than cne)

Figure 3.5: Scrolling Tree-Pond-Grass background

Look at the room editor, just above the backgrommage, where it sayShow

this room’s. Click the drop-down box next to that and seletkable areas
(Figure 3.6). Now, click on theill tool at the top of the screen (circled in red in
Figure 3.7) and then click anywhere on the backgglourhis will turn the
background blue. Don’t worry about what this i§, yee’ll talk about this more
later in this chapter.
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General Settings |/Ro-om 1 |/Sprites |/"u’iew:1.

—Room details
Background to display: IMain background j
Show this room's: Mothing j
Mothing
Edges
Ohbjects

Hotspots

Walk-behinds

Regions

Figure 3.6: Choose Walkable areas from the Dropdowhox

B My First Game - AGS Editor
File Build Help

s@Fgeoe s 2\ 2HBb B S%
/”'GeneraISEttings Vﬂouml* |//Sprites View: vFMNormal L,/

— Dimimrn Actzile

Figure 3.7: The Fill Tool

Ok, now that we’ve fixed the walkable area, rundlene again by pressihc.
Now click close to the right side of the screem&awe Foxy walk there. When she
gets about halfway across the screen, the backdneiinstart to scroll!

Animating Backgrounds
Let’'s do one more cool thing with backgrounds befee move on. As you
might have guessed for this section’s title, wgfoeng to add animation in the
background. And what better to animate than threlpdNormally, when one is
taking a long stroll by a water pond, with a windess shed and a tree in the
park, one would notice that the water ripples eseeslightly as the wind whispers
around it.

To make an animating background, you need to simgby your background
image for each frame of animation you want and ghdhe parts of each image
that should be animated (in our case, the pon@S Allows you to have up to 5
frames of animation that make up your animatingkgemund. We’ve already
created 5 background images for you that shownimating water (aren’'t we
nice?). In each image, the water in the pondgh#y different so, when they are
animated it will look like the water is rippling @raving.

Ok then! Let’s ripple us some water.
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Quit the game and go back to the room editor atd@aim 1 by double-clicking
it. If your room is still blue from the last semti, click the drop-down box next to
Show this room’s,and selecNothing (see Figure 3.6) to get rid of the blue-ness.
Click theChange...button to change the background and choose thedined
RipplePond1.bmpYou should see some white show up in the pdrds will be
the first image that we’re going to add to the lggokind to create the ripple
effect. To add the other 4 images, open the doyprdbox next tackground
to display: (this will say “Main background”) and choobaport new
background. SayYesto the popup and choose the RegplePond2.bmpDo
this 3 more times choosing the next RipplePond filethe series. Ta da! You
have an animating background.

Run the game by pressif®. When Foxy shows up to the tree-pond-
windowless-shed park now, she’ll be able to enjoyca ripply pond to stroll
next to (or even into!). But hang on a minute. ek the water is moving just
a bit too fast. With that speed, we’d have to mikeetree sway back and forth
too. We’'re too lazy for that, so let’s just slowetwater down. Look at the
properties pane and find tlsettings  section. You'll see a setting called
BackgroundAnimationDelay (Figure 3.8). Change this setting from 5 to 8.
(We played with it and thought 8 looked best. Yan do whatever delay you
like).

H settings
BadkgroundAnimationDelay |
MusicVolumeadjustment Mormal
FlayerCharacteryiew ]
PlayMusicOnRoomLoad ]

Figure 3.8: Background Animation Delay

Walkable Areas

52

That's right ladies and gentlemen; it's time to makire Foxy Monk doesn’t walk
on things that she shouldn’t walk on. Walkableaar® AGS are special areas
that are drawn onto the background where charaaterallowed to walk. AGS
allows you to have up to 15 different walkable arteat you can turn on and off
at will. As you should already know, there is avedkable area that was
automatically created for you when the game waatete We played a little bit
with this area before (when it disappeared on ygjutting it back to allow Foxy
to walk again. Now we're going to fine tune thialikable area so Foxy only
walks where she’s supposed to.

Now let’s see; people don’'t normally walk on thées of houses and on the sky,
right? We’ll go with that for now. Look at the nmoeditor, just above the
background image, where it s&Bow this room’s Click the drop-down box
next to that and sele@alkable areas(Figure 3.6). Now, click on the Fill tool at
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the top of the screen (circled in red in Figure &7d therRIGHT-CLICK
anywhere on the background. This will turn off tiiee color. Notice that
before, we LEFT-CLICKED to create the blue col&@o, you should right-click
to get rid of a walkable area, and left-click teate one. If you look between the
Properties Pane and the Project Tree, you wilkceda drop down box that says
“Walkable area ID 1.” This tells us that we’re rntly editing the first walkable
area, which happens to be the default one.

= ﬂ Rooms

i g 1: Pond
iy =,

i Ji EAE ronmn

I'-.-'-a'alkal:ule areaID 1 j

2= 4l |3

El Design
AreaSpecificView ]
Figure 3.9: Walkable area ID location

Now comes the fun part. We have to create a nelkelvie area that makes more
sense. Choose t@eehandtool from the toolbar (Highlighted in Figure 3.10)
Now we’re going to see how good you are at freedhaacing around the picture.
Start anywhere you like and trace around the shagtit, at the horizon, around
the bolder (we don’t want Foxy walking on that hesmshe’s a bit clumsy and
could trip and fall), and around the base of tke 8o that Foxy doesn’t trample
the flowers, and around the pond because Foxyas and not a duck.

File Build Help

B8 g e oa e 2'\“&*‘5@'{&

Room 1 * |/5tart Fage |
Figure 3.10: Freehand Tool

When you’re done, it should look something likgue 3.11.

Figure 3.11: Freehand Tracing (blue line)
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Choose thé&ill tool from the toolbar and click anywhere Foxy iSLOWED to
walk. You should have something that looks likgufe 3.12. The blue (not
including the water) is Walkable Area 1 and willthe only place that Foxy can
walk. If your blue covers more area, then undo @retk your edges. You might
not have closed your line somewhere. Notice theateft a bit of an edge around
everything so that Foxy doesn’t go right up to stimmg and smack right into it.
Also notice that | didn’t trace around the treelits This does mean that Foxy
will still be able to walk right onto it, but thatok for now (we have plans for that
tree). Ok now for the fun part:

Figure 3.12: Completed Walkable Area

Run the game and walk around. You'll find that yall not be able to walk
anywhere that is not blue (of course, you can’tteeeblue areas in the actual
game!). In fact, click on one side of the shactt asit for Foxy to get there.
Then click on the opposite side of the shack. Y@ee that Foxy is now smart
enough to go around the shack to her new destmatimw to take care of that
whole walk-on-the-tree-trunk business...

Walk-Behinds
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Foxy shouldn’t be able to watk the tree, but she should be able to wedkind

it. That's where walk-behind areas come in. Wadkind areas in AGS give
your game an illusion of depth by allowing charestnd objects to appear to
walk behind sections of your background. Sincemaat Foxy to be able to walk
behind the tree, we have to allow her to walk axtbat area (which is why we
kept the walkable area on top of the tree in teedaction), but we need to create
a walk-behind area so that Foxy will disappear wstem walks behind the tree.
Let’s do that now.

First, seleciWWalk-behinds from the drop down box that sagsow this room’s
Now, trace the tree just like you traced the wal&atvea in the last section.
You'll need to be a little more precise here soraap as far as you can to make
the outline of the tree follow as closely as pdssib the picture.
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Side Note:If you want more control over drawing the walkabteas or walk-
behind areas of your room than AGS editor alloves; gan always use a paint

program of your choice to create an image maskuardt instead. More
information on this can be found in Chapter xyz.

Once you have the tree outlined, your room’s wadkibd should look something
like Figure 3.13. Notice the very top of the prefyjust above the sky. Do you
see a blue dashed line going across the pictufe® lime is thebaselineof the
walk-behind area. The baseline is important, sogtiention here.

" Room 1 | Start Page |
—FRoom details
Backaround to display: [ ETaR e s ta ge s s

Shaw this roam’s: I';'u'alk-l:uehinds

Figure 3.13: Walk-behind on the Tree

Every walk-behind has a baseline, which is an imagyi line that gives AGS
information on when the character should be draahira the walk-behind area.
You can click and drag this baseline up and downtherever you want it to be.
Whenever a character’s baseline* is above the wahind's baseline, the
character will be drawn behind the walk-behind ar€anversely, whenever a
character’s baseline is below the walk-behind'&lras, the character will be
drawn in front of the walk-behind area. Occasibyndhe placement of the walk-
behind's baseline takes a little thought, but robsihe time the baseline should be
placed snug against the bottom of the walk-behred.aFigure 3.14 shows where
we put the baseline of the tree walk-behind area.
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Side Note:By default, the character's baseline is set tovéing bottom of the
sprite that is used to display the characterhdt sounds confusing, just think

about the character's baseline as being the sangeath the character's feet.
Unless your character is an inverted Squirkle wifieet from the planet Vexus,
this analogy should work pretty well for you.

“ Room 1 |,/ Start Page |
—Foom details
Backaround to display: IMain background

Show thiz room's! I'..-‘-.-'alk-l:.el-nnds

Figure 3.14: Baseline for the Walk-behind

Now that we’ve defined the walk-behind area, Faxgudd be able to walk
behind the tree. Run the game and see if it wovkben Foxy goes behind the
tree, she should really grehindthe tree (Figure 3.15)! If Foxy doesn’t walk
behind the tree for you, go back and make sure lpaseline is set correctly.

Side Note:By the way, remember how we outlined the flowerhethe base of
the tree when we were creating our walkable ar¢ladrast section? The reaso
we excluded the base of the tree from the walkatda was that it adds to the
illusion of depth by making it appear that Foxy kgahround the tree. If she
could walk directly up to the tree, it would make tree seem paper thin, whic

is obviously not what we want. If you want to sdeat we mean, go back to yoyr
walkable area and fill in the flower bed so thakyoan walk there, then run the

game and have Foxy walk around the tree. Thesgems kinda flat, huh?
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Figure 3.15: Foxy Hiding

Regions (not the bank (this was funny at the timefawriting))
A Region is basically a place that the charactdksvanto and something
happens. That makes no sense; let me try aganegidn can be a spot that
triggers an event and/or changes the environnitémt.example, you could
change the light level or color tint in that regioviou can also trigger events
when a player walks INTO the region, OUT OF thdargor is just STANDING
in the region. | believe this could best be expdiwith an example. So guess
what?

Nope, you guessed wrong! We’'re going to add anothen!!! And what better
place to add a new room than inside our shack? céaudraw your own room of
course, but, we did the hard work and you shouldie to find a file called
ShackRoom1.pngvhich will become the inside of our shack.

To start, right-click orRoomsin the Project Tree and choddew Room Keep
the default options and cli€cRK. Double-click orEdit room under2: in the
Project Tree and go ahead and give this room a gaoe by typing in a name in
the Description field of the Properties Pane. We're calling oMian

Hall .

Side Note:Maybe explain the options in the New Room diajhg

Now think way back to when you first added a baokgd to a room. Do you
remember how you did it? Good! Add a backgrounthi® room using the file
ShackRoom1.pn@r one that you made).

Great! Now we need a way for Foxy Monk to be ablevalk from outside the
shack to inside. That's what we’ll use a region fd/e’re going to put a region
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right in front of the door on the outside of thesk Basically, when Foxy Monk
steps onto the region it would be as if she watkedugh the door. Go back to
the Project Tree and double-cliEklit Room underl: Pondto edit room 1.
(Notice that AGS will only allow you to edit oneam at a time. Whenever you
start editing a room, it will close the previousiyened room.) Scroll the
background of the Pond room so you can see th&'shdmor on the right. Now,
selectRegionsfrom the drop down box that sagtow this room’s Look at the
space between the Project Tree and the Propegres PYou should see a drop-
down box withRegion ID O (or 1)in it. This is where you select which region
you want to work with. AGS allows you to have opl6 regions. Region O is an
eraser region and can’t be used for what we wamt ()se it to get rid of other
regions). ChoosRegion ID 1from the drop-down box so we can draw our first
region. (Figure 3.16).

E---g,_,—.: 2: Main Hall

-l Edit room

5L Daam o int ;I
Region ID 1 ~
Fz= A =
o 24 | B ¥ | =l
El Design

Figure 3.16: Choosing Region 1

Drawing a region is very much like drawing a walleehrea. Enclose the area for
the region with a drawing tool and fill it in. Toake our door-to-the-shack
region, we chose the Rectangle tool (The blue bhdxgure 3.10) and made a
small rectangle right in front of the door as iguiie 3.17. Don’t make this
rectangle too big, otherwise Foxy Monk will go idsithe shack when she’s far
away from the door and that would be just crazy.

Figure 3.17: Region in Front of the Door

That's all there is to making a region; Excepttfaat whole scripting thing. But
before we start scripting, we need to add an eteetitat region. You see that
thunderbolt symbol in Figure 3.16? Good. Go ateeaticlick that. Once you
click it, the Properties Pane will change to shodifferent events:

» Walks off region

* Walks onto region

* While standing on region
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This tells us that we can do something when theadhear walks off of the region,
do something else when the characters walks aonto o something repeatedly
as long as the character is standing on the redton.our purposes, we want to
use theNalks onto region event to make Foxy Monk change rooms when
she walks up to the door. To create the scrifatlk cnWalks onto region

and then click thellipsesthat will show up to the right of the input aresxnto
theWalks onto region option (Red circle in Figure 3.18). Doing thiglw
open the script editor for room 1. (The script@dcan also be opened by
double-clickingRoom scriptin the Project Tree, but that will not add eveirtts;
will just open the script editor.)

=2l (B8] #

EH Events
Walks off region
Walks onto region [
While standing on region

Figure 3.18: Click the Ellipses to Add a Script

Now for the fun stuff. Oh boy, we’re going to geto a bit of scripting now.
Don’'t worry; it's really not as hard as it soundSND it doesn’t sound hard.
Huh?

You should see a new function calledjion1_WalksOnto() . Afunction is
a set of instructions that are grouped togetheetform a certain task. Nifty
huh? Make the function look like Listing 2.1.

function region1l_WalksOnto()

{
cFoxyMonk.ChangeRoom(2, 155, 184);

}

Listing 3.1

Let’s dissect this line-by-line:
function regionl_WalksOnto()

This line declares the functioagionl_WalksOnto  that AGS created for us.
Notice that the woréunction is coloredblue—this tells you that it's a word
that has special meaning in AGS’s scripting langualg this case, the word
function  means that we are beginning to define a functiod,the name that
follows, regionl_WalksOnto , is the name of the function we’re defining.
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Following the name of the function we would defarey parameters that need to
be passed to the function to help it work. Fomegi®, there’s a function called
Say that is used to cause a character to say somethiad, if we were using
that function, we’d need to tell it what the chaesashould say. This text would
be passed to the function as a parameter. Fungéicaameters are included in
parentheses after the function name. (fHggonl_ WalksOnto  function
doesn’t require any parameters, so there’s nothitign the parentheses.)

{
cFoxyMonk.ChangeRoom(2, 155, 184);

}

These next lines are the body of the function. rigténg within the curly braces
is considered part of the function. In our cakerd’s only one instruction in our
function.

Remember when we were creating Foxy Monk, thereamaattribute in her
character properties call&tript Name and we set it taFoxyMonk ? Any
time we want to refer to Foxy in the script, we @&&w call her by her Script Name
(appropriate, eh?). So, you can see above thabwe
cFoxyMonk.ChangeRoom . This causes Foxy Monk to eat a jelly donut. No
wait! | mean it causes her to change rooms. fiilms we’recalling a function
instead ofdefiningone. But what are all those numbers for in thepheses?
Those are the parameters that@mangeRoomfunction needs. If you were
observant (and assuming you didn’t just copy argdeptine code above but
actually typed it) you would have noticed that wiyen typed that open
parenthesis after tt@hangeRoomfunction, there was a tool tip that popped up
(Figure 3.19). If you did happen to copy and p#stecode, or if you just didn’t
see this tool tip pop up before, you might wanryao re-type this line into AGS
by hand so that you can see it. This tool tijnese to help you remember what
parameters are required for the function that yewaing. The first parameter
for ChangeRoomis calledroom, and it's an integer (we know that because it
has an “int” in front of it, which stands for inleq. This is the room that we want
Foxy to change to. In our case, we want her tmga&o room #2 (the Main Hall)
so we type 2 for the room parameter. The secoddtard parameter are both
optional (hence the “optional” keyword in frontedch parameter) so we don't
have to supply these at all, but we will anywaye3e two parameters are the x
and y coordinates of where Foxy should be locatetie new room when she
shows up there. We chose coordinates 155 for XL84dor y.
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rooml.asc * [/F‘.ooml [/StartF‘age |

||'egicun 1 WalksOnto
1 room script file
2
3 function regionl WalksOnto()
4 .
5 cFoxyHMonk.ChangeRoom |
8 function Character. ChangeRoom(int room, optional int x, optional int v)

Moves the character to another room. If this is the player character, the game will also switch to that room.,

Figure 3.19: Tooltip Pop-up

Side Note:You MUST use AGS to create the function as we @icch You
CAN'T just open the script editor and type a whiolection in because AGS
won’'t know to connect the function to its eventhatl'is, the step that we did at
first, where we clicked the ellipses button to teehe regionl_ WalksOnto

function, was very important. Clicking that buttoot only created the function
for us, but it also told AGS to run that functiohenever that event (the player
walks onto the region) happens. If we had justegoto the room’s script file

and manually created this function without clickithe ellipse button first, then

AGS wouldn’t know to run the function when the eveappened.

X and Y Coordinates

The ChangeRoom function seems pretty simple, righy»u’re confused as to
what the x and y coordinates are that we talkediagiothe end there, we’'ll try to
shed some light on that here.

AGS uses x and y coordinates to specify the lonatfcsomething in your game.
The x coordinate is the distance the object is fthenleft edge of the room, and
the y coordinate is the distance the object is ftbetop edge of the room. These
distances are measuredoirels which are the tiny little dots that make up the
image on your computer screen. So, an objecigHatated at x coordinate 110
and y coordinate 167, or (110, 167) as it's somesimritten, is 110 pixels from
the left edge of the room, and 167 pixels fromttpeedge of the room, as in
Figure 3.20 below.
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B My First Game == =

Figure 3.20: Foxy is 110 pixels from the left edgef the room and 167 pixels from the top.

There’s one “gotcha” here to keep in mind. In A@&nd y coordinates are
relative to theoomand not to thecreen For most rooms, the size of the screen
and the size of the background will probably begsaee, but in the case of our
Pond room, which has a scrolling background, tloerds larger than the screen.
So, an x coordinate of 342, for example, refera kncation 342 pixels from the
left edge of the room, not 342 pixels from the &fge of the screen, since the
screen itself might be scrolled to the right.

Side Note:How do you know what x and y coordinates to use&ll\pen your

room in the room editor (double-click Edit room)damove your mouse around
on your room. Do you see at the top, where it 84g8se Position? This tells
you the x and y position of your mouse cursor. j&&t, put your mouse at the sgpt
in your room where you want Foxy’s feet to be, #meh look at the value of
Mouse Position. Plug those numbers into the sangtthat’s all you need to do

What happens if you don’t supply those optionabpaaters? Many functions i
AGS have optional parameters and each functionveshaifferently if you don’t
supply them. In the case of ChangeRoom, for exanifpyou didn’t supply the x
and y coordinates then Foxy'’s position wouldn’tregp@in the new room. In
other words, her x and y coordinates would remagnsame from one room to t
other. So if she were standing at x, y coordifafe 137) and you called
ChangeRoom but didn’t specify a new X, y locatitwven she would be at locatigh
(10, 137) in the new room as well. Other functitrat have optional parameterfy
have fixed default values that they will take iuydon’t supply them. When in

w

doubt, just hit F1 and refer to the manual. i véll you what the default values
are for each optional parameter in AGS.

Let's review and run!
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That'’s all there is to the function. Let’s reviegal quick:

» We created a region in front of the house that béllused to cause
Foxy to enter the shack.

* We created an Event that was associated to thainrsg that
whenever Foxy walks onto the region it calls ourdlion
regionl_WalksOnto

» Inside this function is the scripting command taetually causes Foxy
to change rooms.

Cool huh?

Now run your game and have Foxy walk just in frofithe door to the shack. If
everything worked correctly, Foxy will now be insithe shack! Yippee! Oh
hang on a second... She can’'t move around in thisroem at all (are her feet
stuck in cement?), and she can’t get back to tinel pet.

First things first: Foxy can’t walk around in thew room because we haven't
created a walkable area for her yet. Remembegthatkable area defines the
area on the screen where characters can walkirzcel\8e haven't created one
yet in our new room, Foxy can’'t walk around at allhat’s easily fixed. Go back
to the room editor by double-clicking &dit room under the Main Hall room in
the Project Tree. Open tishow this room’sdropdown box and select
Walkable areas You should be quite familiar with this now. €esaround the
floor area using the Line tool (Figure 3.21) aneitill that with the Fill area tool
(Figure 3.22). Make sure to add a little extrakahle area that goes up into the
top room (You'll see why later).

FAFeve e | 2N R OB
" Room 2 * |// room1l.asc [ " Start Page |
—Room details
Background to display: IMain background _'_'I Change.
Show this room's: I\'-a'alkable areas ;j Mouse Posi

Figure 3.21: Trace the Walkable Area in the Main H#l
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Figure 3.22: Complete Walkable Area in the Main Hall

Now if you run that game you should find that Faayn walk around in the
shack, but there’s still one problem: once shersritee shack, there’s no way for
her to leave! Don’t worry Foxy, we’ll fix that ia little bit. For now, though,
let’s take a small detour and talk about room exent

Room Events

64

When you’re writing your game, you’ll want the gatoebe able to react to
different actions that the player takes while siptésying. For example, you
might want to be cause the character to say songettien the player enters a
room for the first time (“Wow, this place looks gy!”), or you might want an
object to move somewhere if the player enters enrfsom the left side or
something. These things can be handled througtotima’s events. The events
for the room are different than the ones we’ve deeregions. If you don't
already have the room editor open, go ahead anolelalick Edit Room for one
of the rooms (it doesn’t matter which one). If ytake a look at the list of events
for the room we have open by clicking the lightnbadt icon in the Properties
Tree, you'll see 9 different events listed.

* Enters room after fade-in : When your room becomes active, it
fades in, or gradually becomes visible. Once tioer has faded in and
AGS is ready for the player to interact with themq this event is
triggered. This event is useful for doing thinggt when the player
comes into the room.

» Enters room before fade-in : Before your room has faded in,
but just before AGS is getting ready to fade ittins event is triggered.
General things like setting up objects in the rammmaking sure variables
are set right can be done in this event.

* First time enters room : This is just like thé&Enters room
after fade-in event, except it only occurs the very first tihe t
player enters this room, and never again.
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» Leaves room : When the player leaves the room, just before ASGS
getting ready to bring up the next room, this eweilitbe triggered.

* Repeatedly execute : This event is triggered over and over again
throughout the entire life-cycle of the room. Naily, this means that
this event is triggered 40 times per second whiéerbom is active.
Things that you want to check on a continuous baisbe put in this
event. For example, timers will use this eventi@iwe’ll discuss in
detail in Chapter xyz).

» Walks off bottom edge : When the player walks off the bottom
edge of the screen, this event is triggered. Mb#ite time, this event will
be used to move the character to another roont batld be used for
other things too, like if the bottom edge of thermoleads to a pit full of
snakes, then this function might cause the charaaetsetimely death!

* Walks off left edge : This is just likewalks off bottom
edge, but it’s triggered for when the player walks tifé left edge of the
room.

» Walks off right edge : Ditto, but right edge.

» Walks off top edge : Do | really have to explain this?

In the next section, we’ll discuss more about &t four events. Right now,
Foxy has no way of getting out of the Main Hall ershe’s in there, and we
promised her a minute ago that we’d fix that, sonward!

Room Edges
Regions are one way to change rooms, but it's matyes the best way. Most of
the time room changes will occur as the charactékswoff one of the room’s
edges.

The first thing we should do is allow Foxy to lediie shack and get back out that
door. We could create a region at the bottom efstilack floor and put some
code in place for that region to move Foxy outht® pond area, or, we could use
the room’s bottom edge for that. Since changirmgm® happens at the edges
most of the time, room edges cut down on someeWbrk of having to draw the
regions.

Start by going to th&how this room’sdrop down box at the top of the room
editor. (We’re assuming you know where this islow.) Choosé&dgesfrom
the drop down and you should see 4 yellow linese-for each edge (Figure
3.23).
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[ ]
Figure 3.23: Room Edges

Be aware that one or more of the edges might teealiy, right up along the
edge, so look hard to find them (The left edgeigufe 3.23 is flush against the
left side). Just like you can create a functicat tuins when a character enters a
region, you can also set up a function that runemdncharacter crosses one of
these edges. To leave the shack, we want toiigefunction when Foxy crosses
the bottom edge (where she came in). We neebdttem edge to be moved up
a little so that Foxy can actually cross it. Clarkd drag the bottom edge so that
the y coordinate (that's the second number in tloeidé Position) is set at about
188.

Now let’s write the function. Click the lightniraplt between the Project Tree
and the Properties Pane. You should see somesgvantup. One of these
events should b#/alks off bottom edge . Click on that event and then
click on the ellipses button on the far right thelt pop up. This is going to
create the function, link to the event, and plawe i the function (script) editor.
The code for this function is going to be very ¢anto the code for the region we
created earlier and looks like Listing 3.2.

Side Note:From now on, when we refer to the edges of a raeenwill be

talking about the edges that we can drag and N@Pphiysical edge of the
picture.

function room_LeaveBottom()

{
cFoxyMonk.ChangeRoom(1, 634, 108);

}
Listing 3.2

As you can see, the differences between this fon@nd the last one we wrote
are the name of the function, the room number &mgh to, and the x,y
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coordinates. We chose those coordinates by loakingom 1 (the Pond) and
placing the mouse where we want Foxy to be whercshees out. Oh, and make
sure not choose chose any x,y coordinates thatglriein the region we created

in room 1. Otherwise Foxy will never be able tave the shack because as soon
as she does, she’ll step on the region and corhebiagk in.

And that's all there is to edges. While we're hée€s go ahead and create the
two remaining rooms in the shack and create edggsttinto and out of them.
Find two files name&hackRoom2.pngndShackRoom3.pngCreate two new
rooms with those files as backgrounds. M8kackRoom2.pngom 3 and
ShackRoom3.pngom 4. Well ok, so the numbering can get comfgsiLive
with it. Name room 3 “Bathroom” and room 4 “Longra.” Hopefully you
remember how to do all that. Now create walkabéasin both rooms that look
something like Figure 3.24.

Figure 3.24: The Other 2 Room in the Shack

And yes, | know that the walkable area in the bmihr goes behind the wall, so
guess what you have to do with that. Yep, creatalk-behind for it so it looks
like Figure 3.25 (we created two). And remembesdbthe baseline for your
walk-behind all the way at the bottom so that Faxy always be behind that
wall when she walks there.
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Figure 3.25: Walk-behinds in the Bathroom

Great! Now we’re ready to add some functions fav tmore edges in our first
shack room. Let’s start with the bathroom. Gokitacediting room 2’s edges
and drag the top edge so that it's just at thetjonavhere the floor meets the
walls (Figure 3.26). Once the edge is in the atrspot, create a new function for
theWalks off top edge event (hint: click the ellipses button next to the
event) and make it so it looks like Listing 3.3.
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Figure 3.26: Set the Top Edge at the Bottom of thé/all

function room_LeaveTop()

{
cFoxyMonk.ChangeRoom(3, 160, 189);

}
Listing 3.3

Before running the game, go ahead and add theetge function to move Foxy
to room 4. I'll let you do that on your own. Rtive game and walk around.
Then, once you realize that your stuck either entibthroom or the longroom, go
ahead and write the functions to exit out of thassms using the bottom edge of
the bathroom and the left edge of the longroomr €@de for that is in Listing
3.4. The first function is in room three’s filecathe second function in room
four’s.

function room_LeaveBottom()

{
cFoxyMonk.ChangeRoom(2, 159, 118);

}

function room_Leaveleft()

{
cFoxyMonk.ChangeRoom(2, 310, 168);

}
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Listing 2.4

Lighting

Some of you may have noticed that there's a ligtthé Long Room. I'd say as
long as there's that light there, let's use itupazlvantage and create a lighting
effect for Foxy. Edit room 4 and create two regioight under the light and in
the cone of the light as in Figure 3.27.

Figure 3.27: The Two Lighting Regions

Now here's how easy it is to set the lighting. &@eRegion ID 1from the
dropdown between the Project Tree and the PropdP@e. Change the
lightLevel property from 100 to 150. ChooRegion ID 2and change that
light level from 100 to 120. Run the game andrgo that room. Walk around in
and out of the regions and watch how the lightindg-oxy changes.

You can cause a character to ignore light levelsdtiing the
IgnoreLighting attribute of the character Ealse within the script, or by
settinguseRoomArealLighting  toFalse in the Character editor.

Scaling
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Scaling in AGS is simply a way to make charact@ggear larger or smaller. For
example, when Foxy is walking around in the bathr@he looks like a little
child who can't reach anything. Foxy is not aditthild though. We have to
make sure she fits into her surroundings well, eisflg if she needs to use the
toilet. Let's scale her up a notch when she'serbathroom. Edit the bathroom
and show the room's walkable areas. In the PriegdPane, change the
ScalingLevel propery to 220. This means that Foxy will appsea220% of
her normal size while she’s in this walkable aréake Foxy into the bathroom
and check it out. She's HUMONGOUS.

Let's also add some scaling in the Long Room. oltild/ be nice if Foxy got
smaller as she walked towards the back wall sihe&ssvalking away from us.
We can’t set a certain scaling level for this, jlousince we want Foxy to get
progressively smaller as she walks towards the batke room. There's another
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property just for that and it's callédseContinuousScaling , Which is set to
False Dby default. Turn this option on (by setting ifftaue ). You will notice
that AGS has replaced tisealingLevel property with two new ones called
MinScalingLevel andMaxScalingLevel . TheMinScalingLevel
property is the scaling level that Foxy will appeawhen she is at the top of the
walkable area, and tiaxScalingLevel s the scaling level that she’ll appear
at when she’s at the bottom of the walkable aksaytime Foxy is in the
walkable area, her scaling level will be set to stiing between these maximum
and minimum levels (depending on how far she imfthe top or bottom of the
walkable area), which will cause her to get lamgshe walks down and smaller
as she walks up. Edit the Long Room and view #kable areas. If you haven’t
already, change tHgseContinuousScaling property toTrue and set the
MinScalingLevel to 100 and th&laxScalingLevel  to 200. This will
cause Foxy to get smaller as she moves to thedfdbke room. When she’s at
the bottom of the walkable area, she will appe&086 of her normal size, at
when she’s at the top she’ll appear at 100%. Rargame and make Foxy walk
next to the green table on the right of the roofou should notice that she get
smaller and her head stays mostly in the samei@osélative to the table.

Room Transitions
Now that Foxy can go to the different rooms inshack, we need to talk about
something called Room Transitions. This isn't siing that's really a feature of
AGS but it's something to keep in mind to give ygame a little bit of a
professional touch. Right now, when Foxy walksrfraom to room, as soon as
she passes the room edge, the game immediatelysnmiee next room and
Foxy instantly jumps to the correct (x, y) coordagin the new room.

Let's pretend like we're a player of your game."W¥/g@ist entered the shack for
the first time and we're exploring a bit and watkaround. We walk Foxy over
near the right side of the screen because we weas®d something over there, and
BOOM! We cross the right edge of the room andeveirddenly in another

room. If we didn't know that we just crossed tightredge of the screen, we
might be a little confused as to why we're suddsniyewhere else.

A much more elegant alternative would be, as sedfoxy crosses the right edge
of the screen, she continues to walk off the schedare the room changes and
then, when the new room appears, we see Foxy wadkhe screen from the left
side. This kind of attention to detail is whatlwilake your game stand out and
will give it a bit more of a polished look and feel

So, how would we go about doing this? Well, wekaly already outlined what
we need to do; we just need to write it into thepsc
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There are two things we need to accomplish henet, e said that when Foxy
crosses the edge of the screen we want her toncentd walk off the screen
before the room changes. And the second thing arg i8, when Foxy enters the
new room, she should walk in from the left sidehaf screen.

Walking off the screen

Open the room script for the Main Hall room. Fthd function we created in the
last section callectbom_LeaveRight . Change that function so it looks like
this:

function room_LeaveRight()
{
cFoxyMonk.Walk(335, cFoxyMonk.y, eBlock, eAnywher e);
cFoxyMonk.ChangeRoom(4, -15, cFoxyMonk.y);
}

You can probably figure out what that Walk statehdmes. This is where we tell
Foxy to walk off the right edge of the screen beftire room changes. The first
two parameters are tlxeandy location that we want her to walk to. We're doing
something a little strange with each of these patars (so pay attention!).
Remember back to our background image of this rotiendimensions are 320
pixels wide by 200 pixels high. Why, then, did @le@ose an x location of 335 to
pass to the Walk function? That's not even withenbounds of the background!
But wait, we want Foxy to wal&ff the screemefore she changes rooms so this is
ok. An x location of 335 will give us this effecBut what about that y location?
What the heck isFoxyMonk.y ? This simply refers to the current y location of
Foxy. By using this value instead of hard-codinguenber, she will walk in a
horizontal direction as she walks off the edgehefdcreen.

The next parameter to the Walk function is the kilog style. This tells AGS
whether or not to wait for this command to finiggfdre moving on to the next
line of scripting. There are two possible values gan use hereBlock , which
causes the script to stop at this command andumtiltit finishes before moving
on, andeNoBlock , which immediately continues with the rest of fveipt
without waiting for this command to finish. WelrsingeBlock in this case,
because we don't want Foxy to switch rooms untdraghe has finished walking.

Finally, the last parameter tells Foxy whether lsag to obey the walkable areas
we've defined in the room in order to reach hetidason. The two values you
can use here amWValkableAreas andeAnywhere . If we use
eWalkableAreas then Foxy will only walk on the Walkable areashisTisn't
what we want, since we're explicitly telling hentalk off the edge of the screen
where there's no walkable area defined. So, wedlthe other option for this
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parametereAnywhere , which allows Foxy to walk anywhere on the scrésn
even off the screen!).

So that takes care of the walking part. But we alsanged th€hangeRoom
line as well. As we learned in a previous sectibeChangeRoomfunction
takes 3 parameters—namely, a room number, andaad ¥ location of where
she will be in the new room. The room number didmange but we did change
the x and y location. We're using an x locatiorld for the same reason we
used 335 for x earlier: we want Foxy to walk irtte hew room from off the
screen so we need to set her x location to béneffeft edge of the screen. This
will be her starting location in the new room. Thication doesn't need to
change from room to room, so we can justasexyMonk.y forit. Soto
reiterate: To walk Fox®FF the screen, tell her to walk completely off thged
of the screen and then set her new (x,y) coordin@be the new room) also off
the screen so that she can start there and watktloathew screen. Confused?
Don't worry. You just need to see it in action god'll get it soon enough.

So that takes care of walking off the screen. N@@wneed to handle the situation
where Foxy walks back onto the screen in the nemroDouble clickedit

Room under Room 4: Longroom to bring up the room ingteor. Now, click

on theEventsbutton (the one with the lightning bolt) to bring the events tab,
and look for the everiEnters room after fade-in . This event is
triggered after the room fades in, so we’ll use ihave Foxy walk in from the
bottom of the screen. Click the ellipses buttoxt ne the event which will create

a new script calledoom_AfterFadeln . Edit that function so it looks like
this:
function room_AfterFadeln()
{

if(cFoxyMonk.PreviousRoom == 2)

{

cFoxyMonk.Walk(23, cFoxyMonk.y, eBlock,
eAnywhere);

}

}

Here, we're doing two things. First, we're chegkim make sure that the room
that Foxy was just in was the Main Hall. If it wélsen we're going to have her
walk from her current position to somewhere juside the room.

if (cFoxyMonk.PreviousRoom == 2)

This line does the checking part. We're using arstatement to look at Foxy's
PreviousRoom attribute to see if she was just in the Main Hiedbm 2). Note
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the use of the double equals signs. Double egigtis are used for testing
equality, so don't let that throw you.

Next we have an open curly brace, followed by:
cFoxyMonk.Walk(23, cFoxyMonk.y, eBlock, eAnywhere);

This is our good friend the Walk function againhigshould be familiar now, but
just for clarity's sake, I'll explain it brieflWWe're telling Foxy to walk to x
location 23, but ensuring that her y location ddegmange so she walks in a
straight horizontal line. We don't want anythirgeeto happen until she gets
there so we useBlock for the blocking style. And finally, since wetmalking
outside of our normal walkable areas, we have éeBdsiywhere as the last
parameter.

That should do it. Run the game and try it outalk\Foxy into the shack then
walk to the right to see our transitions in actidwbtice how she walks off the
screen to the right, then the screen changes, argkaher walk onto the screen
from the left. Man! How | wish we could do videcreenshots!!!

A Little Scripting Detour...

So far our functions have been simple. You hamarae for the function
preceded by the worfdinction, you follow the name with parentheses, and then
you put the statements within curly braces like:thi

function myFunction()

{

do something here;

}

In the preceding sub-section we introduced somgthew: thaf statement.
This statement examines a condition and only doestatements under it if the
condition is true. So to do something only if Fagyn room 1 we say
if(cFoxyMonk.Room == 1) . If we want her to do something if she's in any
roomexceptroom 1 we sayf(cFoxyMonk.Room !=1) .

Just like a function, aifi statement can be a block. All the statementsiif a
block will execute if thef statement is true. Use curly braces to distifgais
if  block just like you do with a function, like this:

function myFunction()

{
if(cFoxyMonk.Room == 1)

{

do something here;
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do some more;

}
if(cFoxyMonk.Room != 1)
{
do something else;
}

}

In this example we do two statements if Foxy isaom 1 and we do one other
statement if she's not in room 1. This would lg@ad time to introduce the

else clause. Anf statement can have alse clause that happens only if the
if statement is false, like this:

function myFunction()

if(cFoxyMonk.Room == 1)
{
do something here;
do some more;
}

else

{

}
}

This gives us the same function but we don't haweheck the room twice. If
Foxy is in room 1 do the first block, otherwisettie second. We can further
reduce this code by taking out the second setry buaces like this:

do something else;

function myFunction()

{
if(cFoxyMonk.Room == 1)

{
do something here;
do some more;
}

else

}

do something else;

Ifanif orelse clause only has one statement in it, then the/dureces are
optional.

Another important feature aboifit statements is thedse/if block. You can
have one or more of these to test for differenesad et's say you want to do one
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thing if Foxy is in room 1, something else if sha'soom 2, and something
completely different if she's in any other rooniwould look like this:

function myFunction()

{
if(cFoxyMonk.Room == 1)
{
do something here...
do some more...

else if(cFoxyMonk.Room == 2)
do something else;
else {
do something completely different;
sing Monty Python songs;
}
}

One last thing to cover aboifit statements is checking for multiple cases all at
once. Let's say we want to do something if Foxn ioom 1 AND her x
coordinate is 35:

if(cFoxyMonk.Room == 1 && cFoxyMonk.x == 1)
The double ampersané&&) makes thef statement true ONLY if Foxy is in
room 1 AND at the x coordinate 35. If we want tosbmething if EITHER she’s

in room 1 OR she’s in room 2 it would look likeghi

if(cFoxyMonk.Room == 1 || cFoxyMonk.Room == 2)

The double pipe|[ ) symbol is an OR. Thié statement will be true if Foxy is
either in room 1 or room 2.

And finally, here's a table of the tests you canrdanif statement:

Test What

== Left term is equal to right term

I= Left term is not equal to right term

< Left term is less than right term
> Left term is greater than right term
<= Left term is less than or equal to right term
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> = Left term is less than or equal to right terﬂn

HOMEWORK:

Make 3 more screen transitions: One for going theobathroom, one for coming
back to the main hall from the bathroom, and omedmning back to the main
hall from the longroom. You can also add the saod®e to the region in room 1
andafterFadeln  of room 2 to walk Foxy in from the outside. Jasta bit of
help, here’s the final code for théerFadeln  function of room 2.

function room_AfterFadeln()

if (cFoxyMonk.PreviousRoom == 1)

{
cFoxyMonk.Walk(cFoxyMonk.x, 184, eBlock,
eAnywhere);
}
else if (cFoxyMonk.PreviousRoom == 3)
{
cFoxyMonk.Walk(cFoxyMonk.x, 120, eBlock,
eAnywhere);
}
else if(cFoxyMonk.PreviousRoom == 4)
{
cFoxyMonk.Walk(300, cFoxyMonk.y, eBlock,
eAnywhere);
}
}
Summary

Rooms are an integral part of any game in AGShigichapter we talked about
the main elements of rooms:

 Rooms The Room editor in AGS is actually one of the enoomplex
editors, but it's important to understand how te i.s Rooms are where
the game action happens. Rooms in AGS aren't s&algs‘rooms” in the
traditional sense, in that they might not have fealis, a floor, and a
ceiling. A room can be an outdoor area just a$ ageé traditional room
inside.

» Backgrounds The room's image is called the background. Agemund
that is larger than the game's native resolutidhantomatically scroll
when the character moves around the room. Albaciground can have
up to 5 animated frames and AGS will cycle throtlggm all, creating an
animated background.
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Walkable Areas The areas of the screen where the charactdpiseal

to walk are called Walkable Areas.

Walk-behinds Walk-behinds give the room a 3-D effect by allogvihe
character to appear to walk behind areas of the'obackground. This
is useful, for example, if you have a tree, a tableall, or any other
object that is part of the room background thatatizrs should be able to
walk behind.

Regions A player might decide to interact with the rooiméskground.
Using regions, you can distinguish between diffepants of the
background and have each part of the room redeteliftly to player
interactions.

Room Events You can respond to the various events that happan
room, like the first time a player enters a roomyalking off the edges of
the room.

Room Edges Walking off the edge of the screen can triggengs to
happen, like changing to another room, for examplee Room Edges
define where the player must walk to for those &vémoccur.

Lighting AGS gives you the illusion of lighting by settitige light level
of regions in each room. When a character is wighregion, its
brightness is affected by the light level of thedion.

Scaling Things in your game can grow and shrink withatse by using
scaling. This is a feature of walkable areas.

Transitions When your characters leave and enter roomsiid#sto give
the player feedback of this happening by, instdadggering a new room
as soon as the player crosses the room's edgetheukaracter continue
to walk off the edge of the screen before trigggtime new room.



Chapter 4

Interacting with Your World

Our game is coming along quite nicely at this poMte have a main character
that is fully animated, and she can walk around\asitl4 different rooms. But
we're far from finished yet. After all, even thduge've accomplished a lot, Foxy
still can't reallydo anything yet. All she can do is walk. There seeeral more
actions that the player can do, and we'll stafbtois on them in this chapter in
the section about Hotspots. Also, Foxy shouldlide & pick up things to put in
her inventory and interact with objects in her eawment (after all, thigs an
adventure game!). Well don't worry; we'll covertthrathis chapter as well when
we talk about Objects and Inventory Items.

Interaction
So far, we've had Foxy walk around each room lokirig the little mouse icon
(which looks like a stick figure) on different psudf the screen. But have you
tried right-clicking? We briefly mentioned thisfbee, but let's try it again. Load
up the game and try it now. You'll notice that yowuse cursor changes from a
stick figure to an eyeball (Figure 4.1). If yoght-click again, it will change to a
hand, and if you right-click yet again it will chgeto a person's head. If you
continue to right-click, it will simply cycle badkrough these four mouse
cursors. (We know, this is all basic stuff but aeeryone read the first chapter.)
Each of these mouse cursors represents a diffaction that the player can take.
The stick figure, as we've seen, is used for watkihe eyeball is used for looking
around; the hand is for interacting with thingsgl &ine head is used to talk to
someone or something. When you left-click youggdorming that action on
whatever you left-clicked on. Rocket science, tfgh
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Figure 4.1: The Eyeball Cursor

Notice, though, that none of the mouse modes doghiag except the walk
mode. That's because we haven't told AGS to dthamywith those modes yet!
That's all about to change.

otspots
Let's just say that we want Foxy to be able to labthe big tree next to the pond.
What we'd really like is for the game to say sonmghwitty and clever when the
player clicks the eyeball cursor on the tree, likdat's a big tree next to the
pond.” (Figure 4.2)

B My First Game. =B &

That's a b tree next to the pond.

L]

Figure 4.2: Foxy Looks at the Tree

We'll do that using a hotspot. To get started;, thdi Pond room and select
Hotspotsfrom theShow this room'sdropdown box. Since we don't have any
hotspots yet, all you see is the pond, but letisvdx hotspot on the tree. Select
hHotspotl from the dropdown list of Hotspots under the Rebjeree. Using the
drawing tools at the top of the window, outline thee, and then flood fill the
area inside your outline. This should color tleetblue, as in Figure 4.3.



Figure 4.3: A Hostspot on the Tree

Interacting with Your World

Before we start to use the hotspot, let's renantesbmething that makes a little
more sense than “hHotspotl.” Make sure ttddtspotlis still selected, and
look in the Properties Window for an attribute ediIName Change the value of

that attribute fronhHotspotl

tohTree (the “h” stands for “hotspot”). While

we're at it, let's go ahead and change the demeript the tree to something
descriptive like, “The tree by the pond.” When yeuwone, the Properties
Window should look like Figure 4.4.

|hTree (Hotspot; ID 1)

22 |[E] #
B Appearance
Description

|E Design

Mame
B wWalkToPaint
E Properties
Properties

The tree by the pond.

hTree
0,0

{Properties)

Figure 4.4: The Properties Window for Our First Hotspot
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Now we need to tell AGS to display our message whenthe player clicks the
eyeball mouse cursor on the tree. Bring up thenBvi®or the hotspot by clicking
the lightning bolt icon in the Properties Windowdire 4.5).

|hTree (Hotspot; ID 1) -

Bl | &[F)

B Events
Any dlick on hotspot (&

Interact hotspot

Look at hotspot

Mouse moves over hots

Pick up hotspot

Stands on hotspot

Talk to hotspot

Use inventory on hotsp

Usermode 1 hotspot

Usermade2 hotspot

Any dick on hotspot

Figure 4.5: Events for the Tree Hotspot

Here we have all the events that can occur witbtadot. There's one for each
mouse mode (Interact [Hand], Look at [Eye], Stam$Walk], and Talk to
[Head]), as well as some other events that canrptke when the mouse moves
over the hotspot, when the player uses an inveiitony on the hotspot, and also
a couple of “Usermode” events which can be usgdufto create your own
custom mouse modes (we'll go over each of thes#g) lat

At the moment we're interested in the eyeball auismclick on the evertook

at hotspot, and then click the ellipses button next to theng¢vo create the
function in the room script. The function that AGi®ates for you is called
hTree_Look . All that's left to do now is to add one simpleelto that function:

Display(“That's a big tree next to the pond.”);

That line causes AGS to display a message on thersavith the text “That's a
big tree next to the pond.”

Run the game and right-click to change to the d{ebesor, then left-click on the
tree. If you did everything right, the messagd ajplpear just like in Figure 4.2
above. Cool!
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Objects
Objects are exactly what their name implies they arhey're objects; things in
the game that can move. They can disappear and baok. They can move up
and down the screen. Or even side to side ifghatur fancy. A good example
of an object is a door, or a tree branch. Or magysn a light switch.

Let’s add a door to the bathroom. Most peopleetije ability to do their
business in private. In addition, most people likeing huge garage-door-like
doors in their house that lead to the bathroont'sld® that now. Use your
favorite painting program to draw a door that it the opening to the
bathroom. Or, you can use the one we provide@aBhthroomDoor.bmp

Let’s begin by creating a new folder under SpritBguble-click onSpritesin

the Project Tree to open the sprites editor. Rajjok on theMain folder on the
left and choose t@reate a sub-folder and name it Objects. Of course,danit
have to do this, but it will keep all your sprimganized. Now open that folder
and import the door sprite from the file. You slibknow how to do this by now.
The final result is in Figure 4.6.

B My First Game - AGS Editor
File  Buld Help
A
N - B C)

Sprites |/F‘.|:u:um1 |/5tart Page |

-1 & Main
I Defaults
3 FoxyMonk

=gl Objects
@ Inventory Items i

Great! Now let’s add that door as an object toMdaim Hall. Edit the Main Hall
room and choose Objects from tBkeow this room’sdrop down box. Now right-
click on the background and chodsew object here As you can see, that
created a new object in the room and made it lid@kd little blue cup (Figure
4.7).
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Figure 4.7: Our Little Blue Cup Object

The blue cup, which is AGS’s logo, is the defaatid of all objects. The blue
cup is nice, but we’d really like our object to kolike a door, not a cup. There
are two ways to change the sprite of our objedte flrst method involves going
back to the sprite editor and getting the spriteber for the sprite we want to
use, and then plugging that number in tolthage property of the door object,
as in Figure 4.8. You can also choose the spniv¢her way, by clicking the
Image property, and then clicking the ellipses buttortrie it. This will bring
up a Sprite Chooser dialog, where you can brows$@addhe sprite for the door.
Whichever method you choose, the end result shtaude your object to look
like a door.

While we’re changing the object’s properties, geahgive the object a name, by
changing itdfNameproperty. We’'re calling oursDoor (the “0” stands for
“object”).
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IoDoor (Object; 1D ) ﬂ
4 [E 7 |
[ Appearance
Description
Image 18
UseRoomAreaLighting False
|seRoomAreascaling False
E Design
BaselineCOverridden False
j(n] o]
oDoor
Startx 116
StartY 114
Visible True
E Properties
Properties {Properties)
Name
The script name of the object

Figure 4.8: Changing the Object's Image

You should see the blue cup change into the dose the mouse to drag the door

to its proper position. Ta da! We now have prixaBut how do we open this
door?

Figure 4.9: Our Bathroom Door

To open the door we need to create an event fonwbay interacts with the
door. This is going to be much like the event ddor the hotspot on the tree.
Click the lightning bolt to open the event in th@perties Pane and add a
function to thdnteract object event. Now we want to tell the door to slide up
when Foxy interacts with it (Yes, we’re making @isig door). For this function
we need to move the object up when it’s clickedamd down when it’s clicked
on again. Look at the Properties Pane for the dadrfind theStartY  value.
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Figure 4.10: See the StartY Value?

This is the y coordinate of the bottom left pixébo object. We want to move
this pixel up and down as necessary.

The Move Function

As you can see from Figure 4.10, StartY value for our door is 114. Moving
it up to about 55 should accomplish what we want féel free to play with the
value once you get the thing moving. So, to move dbject up, we will use the
Move function. Put the following line of code inteeoDoor_Interact

function that AGS created:

oDoor.Move(oDoor.X, 55, 3, eBlock, eAnywhere);

This function will keep the door’s x coordinatethe same spot and move the y
coordinate up to 55. TreBlock andeAnywhere are nothing new, but what
does that 3 do? Well that's the speed of movemaAgain, feel free to play with
that as needed. If you run the game now and @skahd mouse icon on the
bathroom door, you should see it move up.

Now we need a way to move the door back down tgtbend when we click on
it again. We're going to use the Move functioniaghut this time, instead of
moving to y coordinate 55, we’ll move the door b&ekts original y coordinate
of 114. But we need to tell AGS to toggle these movements; that is, when the
player clicks on the door when it's at y coordinalel, move it up to 55, and
when the player clicks on the door when it's atf6ye it down to 114.

So, our finished function should look like this:
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function oDoor_Interact()

{
if (oDoor.Y == 114)

oDoor.Move(oDoor.X, 55, 3, eBlock, eAnywhere);
}

else

{
oDoor.Move(oDoor.X, 114, 3, eBlock, eAnywhere);
}
}

First, we check to see where the door is. Ifr#'sting in the down position, we
move it to the up position. Ifit's in the up pten, we move it to the down
position. Go ahead and run the game now and chdke door using the hand
mouse icon. You should see it toggle between ngpumand down with each
click.

Walk-behinds are for Objects, too!

I’'m sure you've noticed something about the ddojust looks very weird
moving up and down the way it does (see Figure)4.ltldoesn’'t make sense for
it to just hover up and down in front of the walldathe ceiling like that. Maybe,
just maybe, if we make it go behind the wall, titemould look a lot more
natural. Let's do just that. For this exercise,rn& going to use our good friend
the walk-behind. Create a walk behind that lodke Figure 4.12.

B My First Game (=] & &

Figure 4.11: That door should go behind the wall nioin front of it!
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Figure 4.12: Walk-behind for the Bathroom Door

Set the baseline at the bottom of it. Run the gaave and see how the door
looks. As you can see, characters aren’t the thihgs that are affected by walk-
behinds—objects in your game can use them, to@t Neh?

Foxy is a ghost?

Run the game and tell Foxy to walk into the bathrawith the door closed. She
can walk right through the door! Either she’s agjlor we’ve got more work to
do. Let’s prevent Foxy from going into the bathrowithout opening the door
first.

Open the script editor for the Main Hall and fitng function that gets called
when Foxy moves beyond the top edge (probablydetiem LeaveTop ).
Change that function to look like this:

function room_LeaveTop()

{
if (oDoor.Y == 114)
{
cFoxyMonk.y = cFoxyMonk.y + 1,
}
else

cFoxyMonk.ChangeRoom(3, cFoxyMonk.x, 220);

}
}

As you can see, we added a check to see if theisldown (i.e., the door's y
coordinate is 114), and if it is, move Foxy backvdmne pixel and don’t change
her room. Moving down one pixel puts her back uride top edge of the room
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so that she can attempt to move past it again. tHewdoor has to be opened
before Foxy can go into the bathroom.

We're almost done. There are only two small protddeft. One problem is that
Foxy can open the door from anywhere in the ro@ficking the hand icon on it
will open the door even if Foxy is all the way ¢ tother side of the room. That
just won't do at all because (unlike the rest af game) it’s just not realistic!
This is easy to fix. Change the function for iatmg with the door
(oDoor_Interact ) to first move Foxy to it before opening or clagih Al

we have to do is add one line to the function. Augfollowing line as the first
line in the function:

cFoxyMonk.Walk(oDoor.X + 20, Room.TopEdge, eBlock,
eAnywhere);

Before the door is moved, Foxy will walk to the deox position plus 20 pixels.
That will put her somewhere in the vicinity of timéddle of the door. And, she’ll
walk to the top edge of the room. Remember thatisithe edge at which she
will actually walk into the next room. So now whEaxy interacts with the door,
she will walk up to it, open it, and proceed irtte bathroom. If you don’t want
her going into the bathroom after opening the dtbem just add 1 to
Room.TopEdge and she won't pass the edge andusilbpen the door and stand
there. But why open the door if you're not goihgough.

Side Note:Here’s a question. When we move Foxy to the rodopsedge
before the door opens, shouldn't this immediatélgnge her to the bathroom,

without giving the door a chance to open first? lIWermally this would be the
case, but AGS treats room changes a little diffetteem other functions. Any
function that causes the main character to chamg®s (as our Walk function
does here) will be completed before the actual robange takes place. So, evjin
though it's the Walk function that causes Foxyltarege rooms, the rest of the

function will execute before the game actually n®okier to the next room.

And now for the final little problem: When Foxyes to walk into the bathroom
with the door closed, she’ll stop but will appeaflicker there for a bit. This is
actually because she’s passing through the dair firen ouroom_LeaveTop
function is called which changes her y coordintdtegwing her back out. Let’s
fix this by splitting our walkable area into two lkable areas. We'll put one in
the bathroom and one outside it and only activageone inside the bathroom
when the door is opened.

Go back to editing the room and view its walkabkas. It should look
something like Figure 4.13.
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Figure 4.13: The Main Hall Walkable Area

Remember how we added that extra lip that goedlr@dathroom so that Foxy
will pass the room’s edge? Well that lip shouldhede into its own walkable
area. To do this, use the eraser to get rid ofipheYou’ll find the eraser by
choosingWalkable area ID 0from the dropdown box between the Project Tree
and Properties Pane (Figure 4.14). Use the eoasttre lip and remove it. Now
chooseéWNalkable area ID 2from the dropdown to draw a second walkable area
and redraw the lip. It should end up looking Ikgure 4.15.

I'u-'-s'alkable areaID 0 j

B =

El Design
AreaspecificView ]

El Scaling
Scalinglevel 100
seContinuousScaling False

Figure 4.14: Choosing the Eraser
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Figure 4.15: Adding the Second Walkable Area

The only thing we have to do now is turn our neeaaoff when the door is closed
and on when it's opened. We should do this in pleces: whenever Foxy first
enters the room and whenever she interacts witdabe Put the following

block of code in theoom_AfterFadeln function:

if (oDoor.Y == 114)
{
RemoveWalkableArea(2);

}

else

RestoreWalkableArea(2);
}

What this says is, if the door is down, removewiadkable area we just created.
Now Foxy can’t go up there at all. If the dooujs, then we restore the area so
Foxy can move into the bathroom.

TheRemoveWalkableArea andRestoreWalkableArea functions should
also be placed in th@Door_Interact function. Make that function look like
the following:

function oDoor_Interact()

{
cFoxyMonk.Walk(oDoor.X + 20, Room.TopEdge, eBlock ,

eAnywhere);
if (oDoor.Y == 114)
{
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oDoor.Move(oDoor.X, 55, 3, eBlock, eAnywhere);
Rest or eVl kabl eArea( 2);
}

else

{
oDoor.Move(oDoor.X, 114, 3, eBlock, eAnywhere);

RenoveWal kabl eArea(2);
cFoxyMonk. Pl aceOnWal kabl eArea() ;

}
}

Notice we also added the functioRoxyMonk.PlaceOnWalkableArea

This makes sure that Foxy is placed on walkabla &rgince we’re turning off
walkable area 2 by moving her to the closest pwsitn walkable area 1.
Otherwise, Foxy might get stuck in a non-walkalveEazand not be able to move.

Inventory ltems
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Now we're really getting some interaction goinge @éan look at things, and we
can manipulate objects within the game. But, afrse, an adventure game just
isn't an adventure game unless the player cantipicgs up and carry them
around, and that's where the inventory system cameBvery adventure game
from King's Questo Monkey Islanduses an inventory system; after all, without
an inventory, how can you do really obscure thiilgsin Monkey Islandvhere
Guybrush used a wad of spit from Largo to makeadwo doll? Adventure
Games Need Inventory Items.

By default, AGS uses a Sierra-style inventory syst@here the player's
inventory is managed through a separate “inverdorgen” which displays all the
items the player is currently carrying. Figuregishows an example of an
inventory screen frorKing's Quest VI (King's Quest Vivasn't written using
AGS, of course, but it shows the type of Invent8cyeen you get by default with
AGS.) Just like about everything else in AGS, ithentory system you use is
entirely configurable and you can use any othde sif/inventory system you
wish. For now, though, we'll use this Sierra-stote.



Interacting with Your World

3 s @ o :

Figure 4.16: Sample Inventory Screen

In the Inventory Screen, the player is presented thie inventory items that he or
she has collected throughout the game. Noticesthett inventory item is
represented by its own sprite image. This spmitge is usually different than
the sprite that was used when the character pickdate item. For example, in
the image above, the sprite for the black feathmrldvbe much too large if it was
actually placed in a room in the game (compare ihé size of the fawn in the
foreground to see what we mean). So, each inverntan that is in your game
will most likely need two sprites to representate for the object when it's in the
game, and one for the inventory item that appeaithe® inventory screen once
the player picks it up.

Enough talk about that. Let's create an invenitem!

We're going to put a stick on the ground in frofthe big tree and allow Foxy to
pick up the stick to use later in the game. REhstg we need is a sprite of the
stick so that we can import it into AGS. Once agaie've done the hard work
for you and provided you with a stick sprite you cese.

Double-click onSpritesin the Project Tree. Let's create a new foldairagist

like we did for the Door sprite in the last sectibnt this time let's call it

Inventory Items So, right-click on the Main folder and sel€skate sub-folder
and name the new foldérventory Items Right-click on the right pane and select
Quick import sprites from the context menu. Find the fllé@tleStick.bmpand
open it. This will import the sprite into AGS. ¢loig the Quick Import option is
quicker and easier than the way we imported spoéésre, but doing it this way
doesn't let us import multiple sprites from the samage as we did earlier.)

Great! Now we have our sprite imported that walbresent the stick. This is the
stick that will be placed near the tree. Now lgtiport the sprite for that same
stick that will be used in the inventory screengh®-click again in the right pane
and selecQuick import sprites but this time, seledhventoryStick.bmp
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That's our sprites taken care of. The next stép e¢seate the inventory item. In
the Project Tree, expatdventory Items, where you'll see two items listed:
iKey andiPoster . These are just examples that are built in tadgfault
game, so you can delete them if you want by rigjtdng them and selecting
Delete this item(just say Yes to the confirmation dialog that papsdeleting
these items won't be a problem for us). Createvainventory item by right-
clicking Inventory Items and selectingew Inventory Item. This will create a
new inventory item callednvitem1l . That's a really dumb name, so let's
rename it to something more descriptive iBeck . Double-click the

inventory item, and change idameattribute taiStick . While you're

changing attributes, we need to set the imageeostilck to the sprite we just
imported. Click on the Image property, then clic& ellipses button next to it.
This will bring up the Sprites browser, where yaun drowse to the image of the
inventory stick, select it, and clidkse this sprite (Make sure you choose the
big stick and not the small one, since we're angdtie inventory item and not the
object.) Each inventory item has an associateddd@ursor Image, which is the
image used for the mouse cursor when the playectsathe inventory item. We
need to set the sprite of the mouse cursor imaggiss change this property
(calledCursorlmage ) to the same number as tineage property.

Now comes the part where we will add the stickun game under the tree. This
is just like when you added the door to the Maiti Barlier. Edit the Pond room,
and selecObjects from theShow this room'sdropdown. Right-click in the
room somewhere near the base of the tree, and Bidecobject here Change
thelmage attribute of the new object to the sprite for littée stick, change the
Name tooStick , and change the Description to “Stick”. Once yeuone that,
your room should look something like Figure 4.17.
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Figure 4.17: Our Stick Under the Tree

Since we want the player to be able to pick upstiek, we need to create an
event for the stick object. With the stick selégtelick the lightning bolt icon to
bring up the events, and, just like with the deetect thdnteract object and
click the ellipses icon next to it.

Side Note:So why didn't we use the Pick up object eventherdtick, since we'r
wanting to pick it up? Well, the Pick up eventged when the player uses the

Pick Up mode of the mouse on the object. By déf#utre is no Pick Up mouse

mode enabled, so this event really doesn't do arytltSome adventure games

use different mouse modes for the different actliesPick Up, Open, Move,
Operate, etc., and you can do this too if you vpaetll talk about adding more
mouse modes later), but in our game all of thotiersare represented with th
Interact mouse mode.

This brings up the room script and creates a fandtr us called
oStick_Interact . Put the following code in the function.

cFoxyMonk.Walk(oStick.X, oStick.Y, eBlock,
eWalkableAreas);

oStick.Visible = false;

cFoxyMonk.AddInventory(iStick);

Display("You stick the stick in your pocket and hop e
it's not a sticky stick that will stick you.");

Let's talk about what each line does:
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cFoxyMonk.Walk(oStick.X, oStick.Y, eBlock,
eWalkableAreas);

The first statement should be all-too-familiar oy It causes Foxy to walk over
to where the stick is.

oStick.Visible = false;

This line sets th¥isible  property of theoStick object tofalse , which
(surprise!) makes the stick invisible. Once areobjs invisible, the player can no
longer interact with it at all, so this effectivelyrns the object off.

cFoxyMonk.AddInventory(iStick);

This is where the item is added to the player'smory. Notice that we used
iStick  here, and natStick . TheiStick is the inventory item, whereas the
oStick is the object in the room. (See? We told youl¢tters at the beginning
of those names would be helpful later on!)

And finally, we display a message to the user lidliem they picked up the stick:

Display("You stick the stick in your pocket and hop e
it's not a sticky stick that will stick you.");

That's it. Run the game now and click the hand mo the stick. You should see

Foxy walk over, the stick will disappear, and owssage will be displayed on the
screen. Click to dismiss the message and thendbgéur inventory. You can

do this either by pressing tiab key, or by moving your mouse to the top of the
screen and clicking thguitcaseicon.) You should see the stick in your inventory
now! Yay! Mission accomplished!

B My First Game

Figure 4.18: Our First Inventory Item
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Using Inventory ltems
That was so awesome. Let's add another invertemymow, but this time we'll
make Foxy work a little harder to get it. If thavas an apple way up high in the
tree, maybe Foxy could use her newly-acquired stickrow at the apple and
knock it down. (Yeah, we know, Foxy has wings aadld just fly up there to
get an apple, but let's forget about that andglast along.)

This would accomplish a couple of things. Firstyould let us get more practice
adding inventory items. But more importantly, reog that Foxy uses the stick
on the apple in the tree lets us see how to usntowy items on other objects in
the game. We'll have to figure out a way to makaething happen when the
stick is used on the apple... hmm...

Before we get too far ahead of ourselves, we nedidst put the apple in the tree
and create an inventory item for it. Go to youmg&Sprites and import two
new spritesLittleApple.bompandinventoryAppleWithWorm.bmplust like with
the stick before, these sprites will be used toasgnt the apple in the game and
in the inventory, respectively. Ewww, the appleKs like it has a worm! That's
ok, we'll let Foxy get the worm out as another ebger later.

Putting the apple in the tree is very similar taewhwe put the stick on the
ground, except for one very important differen@pen the Pond room and select
Objects from theShow this room'sdropdown. Right-click somewhere in the
tree and seledtew object herefrom the context menu. Find thmage

attribute in the new object's Properties Window ehnange this to the sprite of
the Little Apple you just imported (you can clidietellipses button to browse for
the right sprite, just make sure to select thkelapple and not the big one). Now,
change th®escription to “Apple”, and theNameto oApple . When you're
done, your Pond should look something like Figud®4
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Figure 4.19: The Apple of My Tree

Here's the part that's different from when we adtiedstick. If you run your
game you'll see a problem. Actually, ywon'tsee a problem, because you won't
see the apple at alll What happened? Where'dgple go? The apple really is
there, but it's hidden by the walk-behind areahanttee we created back in
Chapter 3. Let's think about what's happening.h&teere's a walk-behind area
on our tree, which we put there so that Foxy coudtk behind the tree. The
problem is, objects obey walk-behind areas as arll, so the apple we put in the
tree is being drawn behind the tree, since it ®/alihe baseline of the tree's
walk-behind area. Well great, how do we fix thad& need the apple to ignore
the tree's walk-behind area so it's always drawfroimt of the tree. It just so
happens that AGS allows you to do that relativelsilg. You might think there's
an attribute on the apple object callgdoreWalkBehinds or something like
that, but there's not. There is, however, somgtthiat will work just as well.

Find the attribut@aselineOverridden in the apple's Properties Window.
This value is set tBalse by default, and that means that the object's Beesed
set to the very bottom of the object. This is famio how the character's baseline
is at the very bottom of the character, like we tieered when we create the
walk-behind way back in Chapter 3. ChangeBhselineOverridden value
from True . You should see a new attribute appear, clestline . This lets
us set a new location for the object's baseline. If we sethhseline t®00,

which is the very bottom of the screen, this wifeetively create a situation such
that the apple's baseline is alwdndowthe walk-behind's baseline, causing the
apple to be drawn in front of the tree. After y@uithanged the apple's Baseline
attribute, run the game again and you'll be abkemthe apple up in the tree.
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Eventually, Foxy will be able to pick up the ap@e,we'll need an inventory item
for it also. Right-click oninventory Items and selecNew Inventory Item.

Under the Properties, change escription to “Apple” and change the
NametoiApple (please don't sue us, Steve!). Browse folnege and this
time, select the big apple with the worm in it. ath all there is to that, so let's go
back to the Pond room and put all this together!

When Foxy uses the stick on the apple in the treevant the apple to fall out of
the tree onto the ground. When the apple is ogtbend, Foxy should be able to
interact with the apple to pick it up. We havédw®sure that we don't let Foxy
pick up the apple while it's still in the tree.

Click on the apple in the tree, and create a neanEforUse Inventory on
object. This should create a function for you in thermoscript called
oApple_Uselnv . Edit this function so it looks like the functitelow, then
we'll discuss it.

function oApple_Uselnv()

{
if (cFoxyMonk.Activelnventory == iStick)

{
if (Game.DoOnceOnly("SticklsInTree") == true)

{
oApple.Move(oApple.X, 170, 4, eBlock,

eAnywhere);
0Apple.Baseline = 0;
Display("Good shot! The apple falls out of th e
tree and lands on the ground with a thud.");
}

}
}

TheoApple_Uselnv  function will be called by AGS any time the playses
an inventory item on the apple object. Since thggr might have several
inventory items throughout the game, we have toensake that it was the stick
that was used and not some other item the playghtrhave. We use the
Activelnventory property of the character to do this:

if (cFoxyMonk.Activelnventory == iStick)
Here, we're checking that the active inventory item

(cFoxyMonk.Activelnventory ) is the stickiStick ). Ifitis, the code
inside thef block's curly braces will run.

99



Game Design with AGS

100

The first instruction in that block is anotheif statement:
if (Game.DoOnceOnly("SticklsInTree") == true)

The functionGame.DoOnceOnly does just what it sounds like it might do: it
ensures that something happens only one time.furfedion will return arue
value the first time AGS encounters this statenaentafalse value every time
after that. The string that we passed as a paeairttethe function,

SticklsinTree , can be anything you want, and this is how AGSAsd this
particularDoOnceOnly statement has been done before. For examplepsepp
you have two events in your game and you want egeht to happen only once.
You can us®o0OnceOnly for each event, but each one needs to have aatiffe
string passed to it.

The next statement causes the apple to fall doviimetground.
oApple.Move(oApple.X, 170, 4, eBlock, eAnywhere);

We're using thélove function here, but it's similar to thWgalk function we've
seen before. Both functions are used to move shangund on the screen, but
objects can't walk, so you can only useMwe function with objects.
Characters, however, can move and walk, so botttims are available with
them. WhileWalk causes the character to animMeye doesn't animate at all.

We changed the appl&aseline property earlier so that the apple would
always appear in front of the tree's walk-behirgharWell, now that the apple is
on the ground, that Baseline property will also mélkalways appear on top of
Foxy whenever she walks over to it. That's nottwyawant! So, just after we
make the apple fall on the ground, let's seBaseline property of the apple
back to0, which effectively turns the Baseline back todésault behavior.

oApple.Baseline = 0;
Finally, we display a message to the player téhiein know what just happened.

Display("Good shot! The apple falls out of the tree
and lands on the ground with a thud.");

To try this out, run the game and pick up the sighnteracting with it. Then,
open the inventory by rolling the mouse all the waythe screen and clicking on
the suitcase icon. You should see the stick th€tek on the stick and your
mouse cursor will change into it. Then cliokK. Now click the stick on the
apple to use it. The apple should fall from tleetr
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That was the hard part; now's the easy part.elplayer interacts with the apple
while it's on the ground, we want Foxy to walk oteeit and pick it up. Create a
new Event for the apple object fimteract object. AGS will create a function
for you calledoApple_Interact . Editit so it looks like this:

function oApple_Interact()
if (0Apple.Y ==170)

cFoxyMonk.Walk(oApple.X, oApple.Y, eBlock,
eWalkableAreas);
o0Apple.Visible = false;
cFoxyMonk.AddInventory(iApple);
Display("Foxy puts the apple away. Maybe she ca n
eat it as a snack later.");
}

else

Display("The apple is too high for Foxy to reac h
it!");
}

}

This looks very similar to when we picked up theksearlier. The difference
here is, we added that initiél statement to make sure that the apple is on the
ground first before Foxy walks over to it (if thepde's Y location is 170, we
know it's on the ground because that's what wéheeY location to in the
oApple_Uselnv  function). Ifitisn't on the ground, then we ey the
message telling the player that the apple is tgh for Foxy to reach.

HOMEWORK : Add code to this function so that you see thekdty from
Foxy's position to hit the apple before it fallBon't forget to make Foxy lose the
stick from the inventory when she throws it. (Hiase

cFoxyMonk.Loselnventory(iStick) .) Also, have Foxy turn to face the
apple before she throws the stick at it. (Hint: use
cFoxyMonk.FaceObject(oApple) )

Using Inventory Items on Each Other

Let's get Foxy to take the worm out of the applernd don't think Foxy wants to
actually touch the worm with her hand, so let'seher dig the worm out with the
stick. This will be a good exercise on how to aee inventory item on another.
We'll need a few more sprites for this. We're gdmneed a sprite of the apple
without a worm in it, and a sprite of a stick wétworm on it. That way the
worm can crawl out of the apple and onto the stickport the files
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InventoryApple.bmpandinventoryStickWithWorm.bnmgnd create two new
inventory items using those sprites callédpleNoWorm and
iStickWithWorm . Now it's just a matter of adding some eventsle&
iApple from the Inventory Items section of the Projead and click the
Events lightning bolt. You should see an eventedse inventory item on
this item. Create an event function for that event (it wél called
iApple_Uselnv ) and make it look like this:

function iApple_Uselnv()

{

if(cFoxyMonk.Activelnventory == iStick)

{
cFoxyMonk.Loselnventory(iStick);
cFoxyMonk.Loselnventory(iApple);
cFoxyMonk.AddInventory(iStickWithWorm);
cFoxyMonk.AddInventory(iAppleNoWorm);
Display("Oh goody! You got the worm out of the
apple and onto the stick.");
}

}

Basically what we did is make Foxy lose the stiok ¢he apple with the worm in
it, then we gave her the stick with the worm areldbple without the worm.
Then we displayed a message to the user to teWhat just happened. The
inventory window should now show the new items.

Non-Player Characters (NPC)
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Even though there are games out there that only bag character, | don't think
our game would be complete without at least oneerobaracter. We figure that
since we have a pond, then we should have a dlickrefore, we created a duck
name Dork. Dork the Duck is a happy sort of ducht tikes to play around the
pond, splashing in the water, and happily waddtirsgway around the tree.

The first part of introducing a new character icoéirse drawing the character’s
sprites. We've already done that and put theespiit a file calledork.bmp If
you look at those sprites you'll notice that Dodsha swimming view. Also,
notice that he has walk and swim right views, butvalk or swim left views.

Even though you're now an expert at importing gsréind creating views, let's
import Dork and create his views together. Stgrbjpening the Sprites editor and
creating a new folder for Dork. Choose to impavrsprites from a file and
import the sprites any way you wish. When you'wigshed, you should have 24
sprites in all. They should be walk right, swirght, walk up, walk down, swim
up, and swim down.
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Figure 4.20: The Sprites of Dork

We need to create two views for Dork: one of hintkivg and one of him
swimming. Let’s start with the walking view. Ctea new view and call it
vDNormal . Select the 4 walk right sprites for Dork, rigtick, and choose to
assign them to a view. Put in your new view nunfpesbably 4), choose Loop 2
(right), and clickOK. Remember how we don’t have a walk left view?rete
how to make it. Select tH®AME 4 walk right sprites, right-click, and choose to
assign them to a view. Put in view 4 again, chdax® 1 (left), and check the
box at the bottom that saySet all new frames as Flipped Click OK and check
your view. Neat huh? This way our walk right amalk left will look the same.
Now go ahead and create the walk up and walk doapd on your own.

For the swimming view, create a new view caN&bwim. Add the loops just as
above but choosing the swimming sprites. Be suflythe walk left loop.

Now that we have the views for Dork, we need toialty create the character.
Right-click theCharacters node in the Project Tree and chobkv Character.
Make sure the character is selected and chandectifgName property to
cDork and theRealName property taDork . Set theStartingRoom

property tol to make him show up at the pond. SetNloemalView property
to 4 (or whatever your normal Dork view was) and setStartX andStartY

to 250 and60 to put him near the pond when the game startadiun the pond.
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Set theMovementSpeed property to6 to match that of Foxy’s. Run the game
and check him out. He won't do anything, but ité fun to see him standing
there.

Figure 4.21: Hey Look! Dork is Standing There!

When you’re done staring in awe at your new charactose the game and go on
with this lesson. We know exactly what you wantitonow: you want to see that
duck swim! But why would he swim? Let's take tbise step at a time. First,
let's make Dork walk over to the middle of the pamden Foxy interacts with
him. Double-click Dork to edit him and click onetlightning bolt to bring up his
events. Notice that characters have the same kinelgents as objects and
hotspots do. Create a new eventlfaeract character , Which will create

a function namedDork_Interact in the script. In this function tell Dork to
walk to position (334, 95), which is the middletbé island. Remember to tell
him to walk anywhere because there is no walkatela aver the pond. You'll
need to make Foxy walk over in that direction toiherwise Dork will walk off
the screen and you won’t see him, so we’ll makeyRealk up to him and he run
away from her when she gets close, and we only thanto happen if Dork is

not already on the island. The function shouldehdne following:

if(cDork.x = 334)

{
cFoxyMonk.Walk(230, 60, eBlock, eWalkableAreas) ;

cDork.Walk(334, 95, eNoBlock, eAnywhere);
}

First we check Dork's coordinate and if it's not on the island, we kaky to
walk over to Dork. We also tell her to make swrenly walk on walkable areas.
The second line of thé block tells Dork to run away from Foxy and to igao
walkable areas while NOT blocking. The reason we'tdvant him to block will
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become apparent in a few minutes. Run the ganeghashand icon on Dork, and
watch the fun.

Animations

Let’s make him swim now. This is what we’ve alebewaiting for. In order to
make Dork swim, we have to change his view to thiensview when he’s on
water, and the best way to do that is to creassgyen.

Open the editor for room one and view the room{gars. You'll notice we
already created a region in front of the shacksrdso we’ll need to change the
region ID to 2. Find that in the dropdown box beén the Project Tree and
Properties Pane (Figure 4.22). Once you choos®R#] 2, use the pen to trace
all around the pond enclosing all the water. Be $o leave out the island
though. Then, use the flood tool to fill in thete'a When finished, it should
look like Figure 4.23.

Elﬂ Rooms
El!,,,‘.: 1: Pond

i Edit room
t'l2L, Room script
B 2: Main Hall

Tl 881 3 Babermmm ;I
Region ID 1 j
Region ID 1 N
F'..EﬂiDr‘I ID 2
Region ID 3
Region ID 4
Region ID &
Region ID &
Region ID 7
Region ID 8 ;l

Figure 4.22: Choosing Region 2

Figure 4.23: Region 2 is the Pond

Repeatedly Execute
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If Dork was the main character then at this poiatwwould add two event
handlers for this region, one for walking onto tagion and one for walking off
of it. We would change the view to the swimmingwiwhen he walks onto the
region and back to normal when he walks off ofBut, since these events are
only called when the main character walks onto@fhdf the region, and since
Dork is not the main character, we have to do sbimgtspecial. There is an
event in every room calledepeatedly Execute . This event fires every
game cyclewhich equates to 40 times per second, or onagy @zemilliseconds.
So, anything that we put in this event will hapgéntimes every second that the
room is on the screen (See side note). We neadd@ome code to this function
that constantly checks where Dork is, and chang@ibiv accordingly.

Side Note:Remember the eBlock parameter we've been usingafasus
function calls? Anytime a function runs with eBlkod's called @locking
function Script instructions, including those in the Ratedly Execute event,
will not fire while a blocking function is runningThere is a special Repeatedl|

Execute event that does get called even througtkiolg routines, called
repeatedly_execute alway# you put a function with this name in your mo
script (or in the global script), it will get catleeven when a blocking function is
running.

Choose to show this roomi$othing and then click the lightning bolt to bring up
the room’s events. You’ve done this before whem gdded the after fade in and
leave right/leave left events in other rooms. ‘$hould see an event called
Repeatedly execute . Add a handler to this event by clicking thepsbs.
This will create a function calleom_RepExec . Edit the function to make it
looks as follows:

function room_RepExec()

if(Region.GetAtRoomXY(cDork.x, cDork.y) ==
region[2])

if(cDork.View != VDSWIM)
cDork.ChangeView(VDSWIM);

}
else if(cDork.View = VDNORMAL)

cDork.ChangeView(4);

}
}
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This function consists of twid blocks. The first block checks Dork's position in
the room to see if he's in the pond region. Timetion

Region.GetAtRoomXY takes an x and a y and gives you the region number
that the (x,y) coordinates is in. If the coordesare not in any region, then you'll
get a zero back. So we compare the return frotrfiination to see if it equals
region 2, which is our pond region. If so, we dhexrsee if Dork's view is
already the swim view and, if not, change it to siaém view. So now Dork will
have the swim view activated whenever he's in trep Notice that we used
VDSWIMnstead of the actual number of the view. We ddave used the
number 5, which is our swim view, but this is mogadable . AGS will always
create an all-caps version of the view names thaby create to make it easier

to refer to them in scripts.

The secondf block in the function is actually aeise/if block. This will
only happen if the first block felse and Dork's view is not the normal view
(i.e. it's the swimming view). In that case, wabe the view back to normal.
Notice this time we used the number so you caritssehey really are
interchangeable. One thing to note: We couldavehwritten the function like
this:

function room_RepExec()
if(Region.GetAtRoomXY(cDork.x, cDork.y) == region [2])

cDork.ChangeView(VDSWIM);
}

else

cDork.ChangeView(VDNORMAL);

}
}

This way, the view is always changed. We don'ttwamlo this because of a
couple of reasons: first, it's not very efficientchange Dork's view 40 times per
second even when it doesn't need to be changedeaodd, every time Dork's
view is changed, his position changes as well, whitually has a peculiar side
effect of making him walk really fast (try it oudrfyourself). Oh, and now for the
reason we didn't let Dork block while moving: Srtbe Repeatedly Execute
event doesn't fire when a blocking function is nagnthis would mean that the
view would not change. Try that out too and see/émrself.

More Animation

Now let's do a bit of animating with Foxy. Earliarthe chapter, we gave you a
homework assignment to show the stick fly out ofy® hands and hit the apple.
We're going to do that here and add a little biterwzzazz to it. Foxy is going
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to first walk to a good position to better seedpele and turn to face the apple.
Then you'll see her hand go up and throw the sticke apple.

To start this, we'll need to create a whole newnwaé Foxy throwing the stick.
There's a sprites file calléebxyThrowingAnimation.bmihat contains the proper
sprites. Import those sprites into thexyMonkfolder of the Sprites editor (or
create a new folder if you wish). You should ncavé 6 new sprites of Foxy
(We actually don't need all 6 here, so just usditee4. The other two are there
for you to play with if you want to extend the auition). Create a new view for
Foxy calledvFMThrow using the new sprites. We'll just need one loaso it
will be loop zero by default. That's it for thesggart. The rest is the code in the
function. Find the@Apple_Uselnv  function in the Pond room's script and
change it to the following: (The comments in thdeshould explain what's
going on.)

function oApple_Uselnv()

if (cFoxyMonk.Activelnventory == iStick)

{
if (Game.DoOnceOnly("SticklsInTree") == true)

{
/l Have Foxy walk to a prime throwing positio n
cFoxyMonk.Walk(116, 164, eBlock,
eWalkableAreas);

/I Turn Foxy to face the apple
cFoxyMonk.FaceObject(oApple);

/I Since she's going to throw the stick, it
needs to disappear from her inventory.
cFoxyMonk.Loselnventory(iStick);

/I Change her view to the new throwing view a nd
lock it

cFoxyMonk.LockView(VFMTHROW);

/I Animate the new view

cFoxyMonk.Animate(0, 5, eOnce, eBlock,
eForwards);

I/l ' Unlock the view

cFoxyMonk.UnlockView();

/I Lock frame 2 of the view so her arm stays up
in throwing position

cFoxyMonk.LockViewFrame(VFMTHROW, 0, 2);
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/I Set the x and y location of the stick obje ct
to be wherever Foxy is, and then make it visible.

oStick.X = cFoxyMonk.x;

oStick.Y = cFoxyMonk.y - 10;

oStick.Visible = true;

/I Override the baseline of the stick so it
doesn't appear behind the tree.
oStick.Baseline = 200;

/I Move the stick to where the apple is.
oStick.Move(oApple.X, oApple.Y, 6, eBlock,
eAnywhere);

/I Now move the stick down to the ground.
Notice the use of eNoBlock here, since we want
the apple to fall at the same time.

oStick.Move(oApple.X, 160, 5, eNoBlock,
eAnywhere);

oApple.Move(oApple.X, 170, 4, eBlock,
eAnywhere);

I/l Reset the baselines for both the apple and
the stick back to the default.

oApple.Baseline = 0;

oStick.Baseline = 0;

/I 'Unlock the view
cFoxyMonk.UnlockView();

Display("Good shot! The apple falls out of th e
tree and lands on the ground with a thud.");
}

}
}

The things to note here are the view locking andaking functions. Locking a
view will keep it from changing until you call thanlock function. This way, if
you change a view and then ask a character to Wedkyalking view will not
come back unless you unlock the view first. Alwegember that for every
lock view call you need an unlock view cdllO EXCEPTIONS.

cFoxyMonk.LockView(VFMTHROW);

cFoxyMonk.Animate(0, 5, eOnce, eBlock, eForwards);
cFoxyMonk.UnlockView();
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cFoxyMonk.LockViewFrame(VFMTHROW, 0, 2);

The code snippet above demonstrates this. Heteckd-oxy's view to the
throwing view and animate. Theimate function says to animate using loop O
with a delay of 5 (game cycles). Teé®nce parameter says to do the animation
only one time. We want to block while animatinglame want to animate
forward. After that we unlock the view then wekdbe view again using only
one frame with théockViewFrame function. This will hold the view at frame
2, which is the frame of Foxy's arm being in the aipextended, position. We
keep the lock while the stick flies and the applésf then we unlock her view
with theUnlockView function so that she can go back to her normatvie

Summary
An adventure game becomes a lot more enjoyableagissing when it has
some interaction. Here are some of the ways aplegn interact with your
game:

* Objects Objects are things in your game that are moveallepposed to
items that are part of a room's background. O$jeave their own
attributes and events and can be manipulated thrtheggame's script
files.

* Hotspots Items that the player can interact with thatrasemoveable and
are part of the room's background are called Hagspbhese behave
similarly to objects, but objects are more versatil

* Inventory Items We discussed how to give your character inventory
items, and how they are used in conjunction witfects to let the player
interact with them on the screen.

* NPCs Characters that are not controlled by the playercalled Non-
player Characters, or NPCs. All of the actiong #raNPC does are
controlled through the game script. In this chapte created an NPC
named Dork the Duck that Foxy could interact with.

» Custom Animations If something in your game should animate, you
have two options: either use the built-in viewd tr@ associated with
every character (Normal View, Speech View, Idlewietc.), or, if these
don't suit your needs, you can create custom aiansat
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Chapter 5

Sounds and Music (Make Some Noise!)

We know what you're thinking: our game is greataspbut what about sounds
and music? (Or if you weren't thinking that themuyare now, because we're Jedi
and we make you think what we want you to thinRgunds and music are a very
important part of any game, and AGS makes it sirtgplsdd them to your game.

In this chapter, we'll take a look at the differkimds of audio you can use in your
game. We'll show you how you can use standarddsetfacts when things
happen in your game. But AGS offers more thanthest You can use ambient
sounds like crickets chirping in the backgroun@mamusic, and you can even
give a voice to your characters and have them siesiklines.

Sound effects
Creating sound effects is one of those thingsslzaldt of fun to do, but you'll
quickly realize that you can easily get carried wwé&h making a sound effect
for every action in your game. That's definitett a bad thing necessarily, but
having too many sound effects—or, | should sayjrigatoo manyobnoxious
sound effects—can drive your player bonkers, soaoeful with them. We're
only going to put in a couple of sound effects iatw game, just to show you an
example of the different types of sound effects &@S supports.

AGS supports several file formats when it comesudio files. All the major
sound formats are supported: OGG, MP3*, WAV, ando/O o use sounds in
your game, you have to name your sound files aifspaay for AGS to be able

to find them. First, all sound files must be ie thound folder under your game's
main folder (e.g., C:\Documents and Settings\Usgridcuments\My First
Game\Sound). Second, each sound file must bedcadlendX.zzz where X is a
number, and zzz is the file extension* that coroesis to the format of the sound
file (e.g., ogg, mp3, wav, voc). So, for examffiepy game has 5 sounds—a wav
file, two ogg files, and two voc files—the filenaswould be: Soundl.wav,
Sound2.0gg, Sound3.0gg, Sound4.voc, and Sound5.voc.
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Side Note:MP3 is supported, but there are licensing consiaersito consider if
you use MP3 sounds in your game. If you plan kease your game
commercially you will need to obtain an MP3 licenstich you can get from
Faunhofer and Thomson Multimedia, the owners oMIR3 decoding patent.
There is a flat fee to obtain a license, but yoousth check out the MP3 licensing
website ahttp://www.mp3licensing.com/royalty/game3o avoid the licensing
issue entirely, the easiest solution is to go &odbwnloads page of AGS, scroll
the bottom of the page, and download the “Windomgiree without MP3
support.” This will let you make games that dausé® MP3 and you can use OQG
instead. OGG is a digital audio format similar t&8lbut without the licensing
restrictions (plus, OGG supports better compresamhhigher quality).

Side Note Two:Windows hides file extensions by default. You magd to set
your properties to show file extensions. Look pelif you don't know how
because we don't want to waste all this space itejghbu something that you c3
just as easily find online by using Google. | meater all, what's the point of
explaining something here in the book that's docueteonline in about a
gazillion places? That would not only waste yoonetto have to read it, but it
would also waste our time by having to type it oispecially when this book is
about AGS and not about Windows. Do you see oint @re? Should we also
go into how to disable the display of file extemsion Linux and Mac as well?
Well, come to think of it, AGS doesn't even runtbase platforms so that woulg
be an even BIGGER waste of time and space. Segosee why we didn't warfy.
to waste the time and space to explain a simpleeqarike showing or hiding
file extensions.

Footsteps — no more sneaking up on people

I've got an idea. It would be nice if the playeuld hear Foxy's footsteps when
she walks around. AGS makes this really easy (délcause it lets you assign a
sound effect to any frame of a view. In Foxy'secage want to assign two
footstep sounds to two different frames of her wajkview. Here's how to do
that.

Once again we've done the hard work for you andtedkethe files you'll need.
Look for the files calledGoundl.waandSound2.wawand copy them to your
game'sSoundfolder (This is the Windows folder that your gaisén and not a
folder in AGS itself). Next, open Foxy's norma¢wi by expandiniews in the
Project Tree, and double-clicking gRMNormal . Each loop of this view
contains three frames. What we're going to dessga a sound to two of the
three frames in each loop, and AGS will play tlaatrel when it displays that
frame of animation in the game. Click on the selcivame of loop 0. If you look
at the Properties window, you'll see a propertiedébound (Figure 5.1).

Change this from 0 to 1, which is the number of¢bend that represents the first
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footstep Soundl.way Now click on the third frame of loop 0, and oga its
Sound property from 0 to 2, to pl&pund2.wav Repeat this for the second and
third frames of each of the other three loops is tiew.

Now run the game! As Foxy walks around you shdwddr her footsteps. (If you
don't hear anything, you might need to turn yodune up; the footstep sounds
we created are fairly quiet—remember, we don't wanbtally annoy our
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Figure 5.1: Properties for the Second Frame of Loop

HOMEWORK:
Create splish splash sounds for Dork and add tbhemstswimming view.

Ambient Sounds

Most of the time you won't need ambient sounds Afe$ provides the

possibility just in case you want to use it. Ammtisounds are simply sounds that
can be heard in the background, like crickets amgrpwater running, etc.

To play ambient sounds, you have to use the Stmation

PlayAmbientSound . This function takes 5 parametecthannel , sound ,
volume , x, andy.
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» Channel is the sound channel to play the ambient souraigir. AGS
supports 8 sound channels, which are numberedOrtn¥. Basically you
can think of a sound channel as a tunnel whichiesaone sound at a time.
So, if you have 2 sounds that you want to playpatstame time, you have to
play them through 2 different sound channels. v8ity 8 channels, AGS
allows you to play up to 8 sounds at the same tidust as a convention,
ambient sounds typically use channel 1, althoughare free to use whatever
sound channel you want.

* Sound is the sound number you wish to play.

* Volume is a number from 1 to 255, and represents thenvelof your
ambient sound. The higher the number, the lodgesbund will be played.

» XandyY are the coordinates of the source of the soureesd parameters let
you use ambient sounds that appear to be emariedinga certain spot in
your game. If a sound is coming from a waterfalltloe right side of your
screen, for example, you can specify the x andoydinates of the sound to
match the location of the waterfall and the souiitiget louder as the player
approaches the waterfall and quieter as the plagts away from it. This
gives the illusion of a location to the soundydii don't want this effect, you
can simply use 0 for both x and y and the sounthbeiplayed at the same
volume throughout the room.

Background Music
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Background music can give a nice ambiance to aomroJust like in the movies,
proper background music can convey different fegsliand change a player's
mood. Let's add some background music to the ldaid, hall to make it seem a
bit scary. Find the file nanmausicl.midand copy it to you gameidusicfolder.
Just like with sounds, the music files need to @@@&dmusicl.xxx, music2.xxXx,
etc. Edit the Longroom and look for the properayned
PlayMusicOnRoomLoad . Change this to 1. Run the game, go into thato
and be afraid...

Did you try leaving the room? If you do, you'lltreg that the music doesn't stop.
That room property starts music but it will notsio This is useful if you want
the same music to play throughout your game, régssaf the room the player is
in. We want the creepy music we selected to pidy im the Longroom,

however. To stop the music, you'll need to useéStiopMusic()  function
somewhere. A good place for this would bertbh@m_LeavelLeft function of
the Longroom. You also don't have to use the rpooperty to start the music.

In fact, if you're going to start the music whee ttharacter enters a room and
stop it when the character leaves, then it mightemaore sense to do it all in
scripting instead of using the room propertieser€mare numerous functions to
manipulate music.
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Go back and change tRéayMusicOnRoomLoad property to zero and let's
start the music with scripting. Go to the Longra®script and find the
room_AfterFadeln function. Add the following 2 lines to the toptbie
function:

SetMusicVolume(-2);
PlayMusic(1);

The first line will set the volume down a bit. $Hunction will take a number
between -3 and 3. -3 is the quietest, 0 is noxokaime, and 3 is loudest. The
second line will actually start the music. Witkese two lines and the
StopMusic() call intheroom_LeaveLeft function, you'll have your scary,
yet soft, music in that room.

Some other functions you should be aware ofSatdusicMasterVolume
SetMusicRepeat , andPlayMusicQueued . SetMusicMasterVolume
takes a number from 0 to 100 and sets the overalawolume of the game.
This volume is somewhat overridden by the volumerseach room though.
SetMusicRepeat takes either a 1 or a 0 and tells AGS whethdraull repeat
the background music. 1 means keep looping ite@ma play it once and stop.
By default, this is set to keep looping the mugttayMusicQueued creates a
gueue of different music to play one right afteotta@r. You can have up to 10
music files in the queue and AGS will play themfatlyou. It's like having a
juke box.

Speech
Unless you're creating a game ligst, you'll probably want your characters to
be able to say stuff throughout your game. Thezdvao paradigms when it
comes to speech in AGS: there's basic, script&ohtaleither in response to
events that happen in the game (like when Foxydatkhings or when she
breaks the fourth wall by talking to the player)adinear sequence of
conversation between characters (“Hi, Fred!”, “Hgv&gllly, how's the
weather?”); and then there's the interactive di#thad) can occur between
characters, where the player is given a choiceon¥ersation topics and can
choose which one(s) to talk about and in which ord&e'll be talking about the
first kind of speech here; the second kind is dadiienply “Dialogs” in AGS
parlance, and we'll cover that later in Part 2.

Speech Views

The first thing we need to do to make Foxy and Datk is to create a Speech
View for them. The Speech View is the animatiaat ils displayed for the
character when that character is speaking. AG&atically uses the character's
Speech View anytime the character is saying somgtiso we don't have to think
about it.
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We'll do Foxy's view first, so create a new view lier by right-clickingviews in
the Project Tree and clidkew View. Name this viewFMSpeech. Go to the
Sprites section of the Project Tree and importva st of sprites by opening the
Foxy sprites folder, right clicking in the spriistland selectingmport new

sprite from file.... Find the file calledoxy_monk_speech.brapd import the
twelve sprites in that file (if you need a refreshiefer back to Chapter 2 where
we imported our sprites earlier). Once those eptiiave been imported, assign
them in groups of three to each of the four loopthe new view you just created.
(Again, if you need help remembering how to do,the$er back to Chapter 2.)
Finally, open theFoxyMonk character from the Characters list in the Project
Tree, and assign this new view for the Speech Vietie Properties.

-4 Characters

4@ 0: cEao
4 1: cFoxyMonk
4% 2: cDork
al.. vr  Monea morenre ﬂ
||:F|:ux*r'rv1u:|nk (Character 1) ﬂ
s 21 |E #
SpeechAnimationDelay 5 ﬂ
SpeechColor 12
speechVien | s
ThinkingView 0
|z=RoomArealighting True
|JzeRoomareascaling True

Figure 5.2: Setting the SpeechView

Now do the same thing for Dork the duck, usinggpete sheet file
DorkSpeech.bmp

The Say Function

So let's make Foxy and Dork say something alreaffglre going to have a short,
scripted conversation between Foxy and Dork. Wherplayer clicks the “Talk
to” mouse cursor on Dork, Foxy will walk over tavhiand the following
conversation will take place:

Foxy: Hi' My name is Foxy.

Dork: Quack, quack, quack.

Foxy: Oh, | thought you could talk.
Dork: Quaaaaaack!

Foxy: | feel silly talking to a duck.
Dork: Thanks a lot!

Yeabh, it's not great, but it will do for our purgss
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Create a “Talk to” event for Dork (double-clicbork in the Project Tree, click
the Eventsthunderbolt icon, click the “Talk to character’est, and click the
ellipses button). This creates a new functionecadDork_Talk in the global
script file. The function we'll be using to actydiave the characters say stuff is
theSay function. You'll use it like this:

function cDork_Talk()
{
cFoxyMonk.Walk(cDork.x - 20, cDork.y, eBlock,
eWalkableAreas);
cFoxyMonk.FaceCharacter(cDork);
cFoxyMonk.Say("Hi! My name is Foxy.");
cDork.Say("Quack, quack, quack.");
cFoxyMonk.Say("Oh, | thought you could talk.");
cDork.Say("Quaaaaaack!");
cFoxyMonk.Say("l feel silly talking to a duck.");
cDork.Say("Thanks a lot!");
cDork.Say("&1 Quack-quack-quack-quack quack-
guack-quack-quack!");

}

You've seen the first two lines before—they causeyfo walk over to where
Dork is and then turn to face him.

The next 7 lines use ti&ay function, and we put the text we want the characte
to say in double quotation marks. AGS will animidte character with the
Speech View while the text is on the screen, aogd ahimating the character
when the text goes away. By default, the text goesy either with a mouse click
or after a certain time has passed proportiontiéamount of text that is being
displayed. This behavior can be changed, howavénge General Settings, by
changing the value of thlow speech to be skipped by which

events property.

One thing to note is the last line. Notice thatréhis a&1 and a space right
before “Quack-quack-quack-quack quack-quack-quaack]” This tells AGS
to play the file calledorkl.wavin theSpeecHolder of your file system. Look
back at the sounds section at the beginning ofctepter. Speech recordings
work the same way with the following two differescé) Instead of placing your
recordings in th&oundfolder, you place them in tigpeecHolder. 2) Instead of
naming the recordingSoundl.wayvSound2.wayetc., they are named after the
character that speaks them. So, for Dork’s soyrtldelfile name would be
Dorkl.wav This way, you can have actual speech in youregand tell AGS
which recording to play just by using the ampersamdl a number. How simple
is that?
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Now to try it out! Run the game and click the Sgemouse cursor on Dork.
You should the conversation take place, and youldrsee both characters
animate while they are speaking.

NOTE TO GEORGE AND DAVE: note that foxy and dorkilhdave the same
text color. Let’s change it to 9 which is a nigght blue color.

Summary
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In this chapter, we saw how AGS allows us to ussmde and music in our game
through the use of sound effects, background masit,speech.

* Sound Effects Sound effects <BANG!> are a cool way to <POPNegi
your game some realism <WHIZZZ!> and help to engnasur player
<CLAP! CLAP! CLAP!> into your game. But just
<SSSREEEEEEEEEEEEEEEK!> make sure you don't gadriaoying
with <SNARF!> the sound effects or it could <BEEEERause your
players to walk away <CRUNCH CRUNCH CRUNCH CRUNCIH>
frustration!

» Background Music Every good game should have background music
and with AGS it's a simple matter to play ambienisio either on a room-
by-room basis, or play music throughout your whydene.

» Speechlf you have voice actors that can act out thespén your game,
then you can add those voices by just prependiagpkech lines in your
script with an ampersand (&) followed by the numbgthe speech file
which contains the recorded audio for that lin¢eat.



Chapter 6

Some other stuff

If you've made it here then you should know endiegmake a few games for
yourself from scratch. So, we're going to takét atba detour and explore a few
things that can help with the way the game plays.

General Settings
We briefly touched the General Settings editohatlieginning of this book and
promised you that we'll get to it in Chapter 6. IMee like to keep our promises,
and according to the 24 point, bold Arial fontlze top right-hand corner of this
page, this is Chapter 6. The General Settingsredhin be accessed by double-
clicking it from the Project Tree just like anytbie other editors. This editor
allows you to specify some of the basic settings/éur game, like the resolution,
the name, the maximum score the player can acheenkesome other interesting
things. There are lots of options but we're ording to talk about some of them.
We'll talk about other ones as we get to themter lehapters.

(Setup) Section

This section of the General Settings editor setganeric things about the game

itself.

» Color depth — The color depth setting tells AGS hownterpret your images.
The higher the color depth the more colors youlware. If you set your
game to 16-bit color depth then you shouldn't meake 32-bit drawings to
import.

* Game name — This is the name that will appearamtimdow title bar
(assuming you run the game in a window). It's adgoea to make sure this
is actually the name of your game, and it shoulthyodefault.

* Maximum possible score — This will basically setauglobally accessible
variable that you can use to display the maximussiixe score on the
screen. For example, you can have something avphieft of the screen that
says “0 of 500 points”. That 500 can be placethewariable and accessed
anywhere. The variable's namey&mne.total_score . The current score
can be stored igame.score using theGiveScore()  function.

* Resolution — This is the width and height of yoamg. Whatever you decide
to set this to is what your backgrounds shouldragvd with.

Character movement Section
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This section sets up how the character reactotement.

» Characters turn before walking — Setting this te twill make the characters
look like they're actually turning to face a newedtion and then start
walking. For example, if the main character igrigadown and you click
above him using the walk icon, he'll change todide loop then theaip loop
before starting to walk. If the setting was fakbes character will immediately
go from thedown loop to theup loop before starting to walk.

» Characters turn to face direction — This settingss like the one above
except it's used with the functiéiaceLocation() . If this is true, the
whenFaceLocation() is called, the character will go through the prope
loops in the view to turn to face the new locatidhit's false, then the
character will simply change to the new loop imnagelyy.

Compiler Section

This section sets up how the game executable &exte The executable is the

main file that you double-click to start the garaed ends in a&xeextension

(usually). Compiling is the process by which AGH read the game data that

you've input and the scripts that you've writted paot them together (compile

them) into a file that is the game itself, whiclthe game executable. Dave wrote
the game executable, and it's the best damn exXdewaer written, because Dave
is such an awesome programmer. He's a much Ipetigrammer than George,
that's for sure. Wait! What? That's odd sincer@eas writing this section.

Hmmm.

» Compress the sprite file — If you have a large nendb sprites in your game,
you could end up with a quite large executablernThis option on and your
executable will shrink. Be forewarned though, glaene will run a bit slower
because it has to uncompress the sprites wheedsriteem. At least | think
that's what this option does!

» Enable Debug Mode — This option (true by defagltyery helpful while
you're developing your game. It turns on certhiorguts to help you see
some things or move around. Here's a list of wiren do:

o Presscontrol-S to give the main character all inventory itemsisTis
good for testing so you don't have to walk around pick up everything.

o Presscontrol-V to see the game engine's version information.

o Presscontrol-A to see all walkable areas in the room. You canlte
around or do anything but it's helpful sometimes.

o Presscontrol-X and a dialog box will pop up listing all the roomghe
game. Chose a room and you will immediately benakere. Good for
testing changes in rooms without actually having/&tk there.

> Presscontrol-W to move to the closest walkable area. If you dome
get stuck in a non-walkable area (like maybe if wea control-X and end
up inside a wall) then this will move you to thests walkable area so
you can perform your tests.
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It would be wise to turn this option off before tdisuting your game.
Otherwise I'll totally cheat when | play your gangevil laugh here>.

Split resource files into X MB-sized chunks — Notlimavhen you compile
your game all the resources (like the spritesristance) are placed into the
executable. Therefore, the whole game fits inte fie. If that file is too
large then you can split the resources out ofdtmake them into their own
files. This way, users can download small fileg@ad of one large file. The
files will be split into MB (Megabyte) sections dgsated by the number you
put here.

Inventory Section
This section has a few settings that change thetiainventory looks and feels.

Display multiple icons for multiple items — Settitigs option to true will
show multiple icons in the inventory window if ybave more than one of a
certain item. So, if there are three strawberaes|, you pick up all three
strawberries, you will see three pictures of tmavgberries in the inventory
window. If this is false, then you'll only see guieture of a strawberry and
you'll have to keep track of how many the charaattually has in the code.
If you want to show some items as multiples andesaot, then you'll need to
set this to false and create multiple objects iarygame that represent the
same thing. Assign those objects the same sjmitiegive them different
variable names (likeStrawberryl  andoStrawberry2  for example).
Then you can show both objects in the inventorydeim whereas others will
appear only once.

Handle inventory clicks in script — When you click an item from the
inventory window, AGS handles the click by changing mouse cursor to
that item and making that item the current invepttem. Cycling through
the different mouse pointers by right-clicking, i{bsee that there's an extra
one that is the current inventory item. Then yan ase that item on
something else in the game. So, after all thdilbfey...if you don't want
AGS to do any of that and you want to handle tiekglourself, then set the
option to true. AGS will then call a function ioyr script called
on_mouse_click() and you can do whatever with it.

Inventory item cursor hotspot marker — This optdiows you to place a
crosshair or other image on inventory items. Tiosghair will appear at the
point on the item that you use as the clicking polviou can have AGS draw
a crosshair for you, or you can draw your own asgiga it to it.

Use selected inventory graphic for cursor — If keep this true, then the
cursor will change to the item that you chose. éwjing of course on what
you set as your cursor image in the inventory editbyou set it to false then
the cursor will always look a little bag no matégnat inventory item you
choose.

Saved Games Section
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This section deals with how games are saved andm@womputer will treat
them.

Save games folder name — When a player saves aigaitigyo into a folder.
Normally this folder will be called the same nanselae game, but you can
change it here if you like.

Save screenshots in save games — Turning thislbtakke a snapshot of were
the player is and save it into the saved game Tileat way, if using Windows
Vista+, a screen shot will appear in the game exrplof the current position
in the game.

Sound Section
A few things to manipulate sounds of music.

Crossfade music tracks — AGS will crossfade traaten it switches from
one to the other.

Play sound when the player gets points — Givedpi®on a sound and it will
play it whenever you use tli@veScore()  function to add to the player's
score.

Text output Section
This section deals with how text and speech ave/shn the game.

Always display text as speech — If this optionnstieen anything displayed
with theDisplay()  function will appear as speech said by the main
character. If it's off, then the text will just aggy in the middle of the screen.
Anti-alias TTF fonts — Anti-aliasing makes cornsmsoother and fonts look
better. Turning this option on will give you betteoking true type fonts but
will slow the game up slightly. It's a matter @rformance, but it's probably
negligible.

Custom text-window GUI — We've already said thallMealk about GUIs
later, and we will. Be patient. In the meantimfigou, for some reason,
looked ahead and know how to make a GUI, you carthis option to change
the default GUI for normal text in the game. Aexttthat is spoken or
displayed normally will use this GUI. Leaving tt@will leave it up to AGS,
and it will always choose its own GUI, of course.

Custom thought bubble GUI — Just like the optioave) this option will set a
GUI to use for thinking. Using th@haracter.Think (for example:
cFoxyMonk.Think(“Man I'm hot in this robe!”) ) function
will show the thought text using this GUIL.

Fonts designed for 640x480 — Set this option te tiyou created (or are
using) fonts that look better in 640x480 resolutidxGS will use this setting
to know how to scale them right.

Write game text Right-to-left — If you translateuyagame to a right-to-left
language, set this to True to make the text apipear right to left instead of
left to right.
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Visual Section

Default transition when changing rooms — Transgiare fun to play with.
AGS can change what transitions are used to go fomm to room. By
default it fades out the old room and then faddb@mnew one. That’s ok for
most people. However, it also has the followingays:
o Instant — Don't transition; just instantly show tieav room.
o Dissolve — The old room will dwindle out and diseppand the new room
will dwindle in.
o BlackBoxOut — The old room will be engulfed by adk box, and then
the new room will appear taking out the black bdust go try it.
o CrossFade — The new room will fade in as the oklfades out.
Enable letterbox mode — Make this True to showealbtibbon across the top
and bottom of the screen. Why? Because you want to
Pixel-perfect click detection — This is True by adt and enables AGS to
figure out exactly where the player clicks using torrect point on the mouse
cursor. Setting this to False will cause AGS tawda rectangle in the area
where the mouse was clicked and choosing the ¢ltseg there as the
clicked item. This is good if you want your garnebe less exact for some
reason. Like maybe if the mouse cursor was a shdty example, and you
want the click to be in the general vicinity of anch of stuff you want to
destroy.
When player interface is disabled, GUIs should m&ames the player has to
wait for an event to happen and all controls asaloled (like during a cut
scene). In this case, AGS will cause all contoolany GUIs showing to go
gray and become un-clickable. This behavior cachamged, though, to any
of the following:
o Grey out all their controls — This is the default.
o Hide all their controls — Buttons and other corgroh the GUIs will
simply disappear.
o Display normally — Do nothing. Just leave them be.
o Be hidden — GUIs will run away and hide from thaygr.

Summary
AGS has a whole section of the Project Tree deviat¢kde general settings of
your game. The settings you set here are appladzhiyy to the whole game, and
can affect things like the resolution, the naméhefgame, the developer name
and website, as well as a host of other settings.
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