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An Introduction to Multimedia Fusion 2

Have you ever wanted to create a computer game where you can let your creativity run wild and
make a game that others want to play? Maybe you have a unique idea for your game?

Welcome to the world of Multimedia Fusion 2 and two-dimensional game creation. Multimedia
Fusion 2 is an easy-to-use game authoring environment that will allow you to make wonderfully,
creative games. It is an authoring tool that allows you to create many types of computer games,
screensavers, educational programs, utilities or other applications, all quite easily.

The chapters in this book are specifically designed for students in a classroom situation using
Multimedia Fusion 2. The first nine chapters of instructions are designed to teach the basics of the
Multimedia Fusion 2 program as you create your first game. The remaining chapters continue
through different types of games with instruction in additional Multimedia Fusion 2 features.

Because Multimedia Fusion 2 is an object-oriented program, you do not need to learn a computer
programming language. You work in a completely visual environment. You are bound only by your
creativity!

These chapters will assist you in learning important features of MMF2, and if you are interested in
making other types of applications in MMF, you will find this guide invaluable for getting to know the
program and how it works. Many of the principles explored are common to all types of applications.
After completing the exercises in the book, you can combine the features in endless ways to create
new and exciting games for others to enjoy.

Do not skip chapters or sections in a chapter. These units build upon one another. Once you have
completed a chapter, the next chapter assumes you know the information. You can refer back to
specific chapters if you forget how to apply a specific feature in Multimedia Fusion 2.

Have fun creating your games!

Karen Hult Terry Byfield
Multimedia Technology Teacher Career and Tech Ed  Resource Specialist
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Playing Games in Multimedia Fusion 2

The best way to introduce you to Multimedia Fusion 2 is to have you play some games that were
created in Multimedia Fusion 2. The location of the games on your computer may differ slightly
depending on how the software was installed.

1. Locate the Multimedia Fusion 2 icon on your desktop and double click on it.

2. Select File > Open. Look in: Local Disk (C:) > MMFusion > Examples > GAMES . (The
MMFusion folder may be found under Program Files.) You should now see a number of
different folders. These folders represent the games that are provided with Multimedia

Fusion 2.

Look jn: | (23 GAMES ~“Q T = mE
[ [CIMaTHS C)Reversi (D) solitaire
| Gracillis v | Music Madness [JRomeo [CJuaF
|ZJHungry Hedgehogs  |[LZ)ORBIT [LIROMEQZ I)Zeb
| Lobatory |[CIRACINGZ |[ChRomeo IT
|Z)Magician |[J)Racing Line |2 5lok Machine
I_Math |[Z)Racing Line IT |[L)SOLITAIR
File name:
Files of type: | Application files [*.mia;" coa:® gam;” lib) v
Mame :
Description :

3. Double click on the Solitaire folder. Select the file “Solitaire.mfa ” and click on Open. This

action opens the application. The different panels and windows that you see will be
discussed later. For now, just play the Solitaire game! (The extension for a Multimedia
Fusion Application is .mfa).

4, To run the game, select Run > Application from the Menu Bar or press F8. The title screen
appears, but once you click, the game automatically goes to another screen.

i

Click on the instructions icon ‘) located in the top right corner. Once you have finished
reading the instructions on how to play the Solitaire game, play the game to discover how
well you can do!

5. When you have finished, select File > Close to close this game and select another to play. To
open a second game, select File > Open and locate another game that comes with
Multimedia Fusion 2. Some games are easier than others. Romeo is a platform game. Math
is a math game for younger students.

When you have free time, play all the games to find out what types of games have been created with
Multimedia Fusion 2. Have fun! Remember to read the instructions, because it truly helps to know
how to play the game!
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Chapter One: Getting Started with a Space Shooter  Game

Objectives:

In Chapter One, you will:

y Start a new application in Multimedia Fusion 2;

y Learn about features of the Workspace Toolbar and E  ditor Screens,
including the Storyboard Editor, Event Editor, Fra ~ me Editor, Animation Editor
and Picture Editor;

Learn features of the Holding Area and Object Window;
Insert objects from the Library to the Playfield;

Use the Toolbars;

Change Preferences;

Insert Comments in the Event Editor;

Establish New Conditions in the Event Editor; and

Test your Game.

A S I

Begin by opening Multimedia Fusion 2.

1.

Locate the Multimedia Fusion 2 icon on your desktop. Double click on the icon to open the
program. (If there is not an icon on your desktop, locate the Multimedia Fusion 2 program by
going to Start > All Programs > Multimedia Fusion 2 > Multime  dia Fusion 2 ).

When you first open the program, your screen should look similar to the one shown below:

° Fle Edt Mew Insert Run Tools MWindow Help

el
iw

SH PR v D00 EEEBE 4 R
=l |

‘Workspace Toolbar

Properties Toolbar ————— = x

Q0oL Adsagn - x

#- Local Library
(& CD-ROM

~ ', Objects

AR NLIM
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You can change various viewing options through Preferences . From the Menu Bar, locate
. The Preferences dialogue box appears. You can change preferences
for each screen mode to fit your needs. At this time, however, we will not make any changes
through Preferences. Click on Cancel at the bottom of the dialogue box or the Red X in the
upper corner of the dialogue box to close the panel.

| General |

Ewent Editar

General

Event List Editor ||
Wwiorkspace | Starpboard Editor

Expreﬂs

sion Editor
Frame Editor

[¥]E ave dialog boses size & positior

WWiork space
Dockable

Drouble-Click Application
Drouble-Click, Frame

Double-Click Object

Property wWindow

Open only one folder
Dockable

Show Info Box

[Displa_l,l Staryboard Editor

I-Displa_l,l Frame Editor

W

£ I

| Edit Object

Use tabs
Highlight attributes

0k ] [ Cancel

v

Your toolbars can also be placed according to your preference. The toolbars are “dockable”

and can be moved by clicking on the vertical bar to the left of a toolbar. Try to move the Run
toolbar. Locate the light-colored vertical bar to the left of the Run Toolbar. Click on it and
drag the toolbar to move it to the row above toward the right of the existing toolbar.

2 Multimedia Fusion 2

3.
Tools > Preferences
4.
Run Fil= Edit
Toolbar
W=
ez}

0[]

Insert  Run  Tools

@

Window  Help




An Introduction to Multimedia Fusion 2 Lessons to Create 2D Games

Now the Run Toolbar has been docked in a new location. RUN

Toolbar

3 Multimedia Fusion 2

File  Edit Wiew Insert Run  Tools  Window Help
O&d| ¥ w399 BEEBEE AN =
20 [w]

5. If you close a toolbar, you can locate it again from the Menu Bar by selecting View >
Toolbars . Use this method to learn the names of your toolbars. Select View > Toolbars >
Standard. See which toolbar disappears. Select View > Toolbar > Standard again. Watch a
Standard Toolbar reappear. The toolbars include: Standard, Workspace, Properties,
Navigate, Run and Editor.

Multimedia Fusion 2: Screen Layout

The Workspace Toolbar

One of the most important panels you will use when working on a game is the Workspace Toolbar .
The Workspace Toolbar allows you to select the frames with which to work. The frames appear in
the order that you entered them. From the Workspace Toolbar, you can rename frames, resize
frames, change the order of your frames, insert new frames, copy frames and delete frames. Some
prefer to use the Storyboard Editor panel as an option to the Workspace Toolbar panel.

In the Workspace Toolbar, you will define the levels that exist in your game and manage the levels by
copying, deleting, inserting and setting up default properties for each level. Multimedia Fusion 2
levels are also referred to as frames. A frame is one section of the game you are creating. It might
be a title screen, an instruction screen, a game level, a transition level, a bonus screen, a high score
screen, a game over screen, a winner screen or any other screen you need in your game. You can
create and use frames for any purpose.

Up to this point, you have opened the Multimedia Fusion 2 program, but you have not started a new

application. The information mentioned above will become clearer during the next few steps.
Remember — do not skip sections of the chapters.

It is time to start!
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6. Select File > New. Your Workspace Toolbar panel appears on the left side of the window
and your Storyboard Editor appears on the right side. Another panel, the Properties Toolbar,
appears below the Workspace Toolbar.

‘Workspace Toolbar
= @ Application 1 *

I3 Frame 1

Workspace
Toolbar

Properties Toolbar

/

Properties
Toolbar

= Application 1 |:| |E| le

Mo,

Thurmbnail Comments

Title : Frame 1
FPasgword :

= N i
%4-‘%4-‘&»‘ 640 by 480

Mare...

Storyboard
Editor

You can resize the windows to your preference. To resize a window, click on the edge of the
window until arrows appear, and then click to drag inward or outward to resize as desired.
Try it now.

7. You can also rename an application. In the Workspace Toolbar, locate the default name
Applicationl. Right click on the name and select Rename. Rename it “Star Fighter “. This
will be the name of first game also!

™ Multimedia Fusion 2 - [Star Fighter]

BH Flz Edt Yew Insert Run Tools  Window  Help
OZ2d (2) B n
8
—0—
e Toolby * % Mo Thumbnail commen
/@@ Star Fighter
I Frame 1 TINE . Fl’amE 1
/ 1 Password :
= o |
(e |F o | [l 640 by 480
2 More...

Renaming your application will help you keep organized if you have more than one
application at a time.
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The Multimedia Fusion 2 Editor Screens

When creating games in Multimedia Fusion 2, you will work in four main editor screens. In these
editors, you will create and edit various components of your game. An editor is a self-contained
working area that allows you to work on a specific element in your application. The four main editors
are:

% The Storyboard Editor

% The Frame Editor

% The Event Editor

% The Animation/Picture Editor

The Storyboard Editor

The Storyboard Editor is the central location in which all frames can be organized and accessed.
This editor can be useful for looking at the frames in your game and viewing common settings for
each frame.

After you become familiar enough with creating games in Multimedia Fusion 2, you will notice that the
Workspace Toolbar and the Storyboard Editor provide similar information. Eventually it will become a
personal preference as to which window you want to use to accomplish the necessary tasks.

For these games, you will be using both the Storyboard Editor and the Workspace Toolbar, so you
become familiar with both. After you are comfortable with the features, you can select Tools >
Preferences to uncheck the Show Storyboard option on the Storyboard Editor tab.

The Storyboard Editor shows one frame with a thumbnail, the current title of the frame
(Frame 1), and the size of the frame. You can also set transitions to fade in or fade out.

= Application 1

Mo, | Thurmhbnail Comments

Title : Frame 1
1 Password

= B -
=) ) BAD by 480

2 Maore...

8. Name the first frame in your Storyboard Editor. Click on words “Frame 1.” Highlight the
words and press delete. Type in “Level 1”. This is the frame on which you will be creating
your first level of your Star Fighter game.
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Notice how both the Storyboard Editor and the Workspace Toolbar reflect the title change for
this level or frame. As you become more comfortable with Multimedia Fusion 2, you may find
more than one way to add or change parts of your game. You can also change the name of
a frame in the Workspace Toolbar by right clicking on the frame and selecting Rename.

e & B TG s Mo, | Thumbnail Com
= @ Star Fighter *
» O Level 1 Title : Level 1 <
—_— | Password :

= - .|
=l B40 by 480

2 More...

The Frame Editor

In the Frame Editor , you will place your game backgrounds and objects (background images and
character images, sprites, artwork, animations, buttons, and other types). You can build entire game
levels, place all your treasures to collect and position all the monsters that wait to get you! Also in the
Frame Editor you can change the properties of each object to define how it will behave. Everything is
done with a click of the mouse. You can insert pre-made objects supplied with the program or you
can create new objects.

It is time to create your game.

9. In the Storyboard Editor , click on the number 1.

= Star Fighter

Mo, | Thumhbnail Camrmet|

Title : Lewel 1
FPassword

= i s | [
Ce| el 640 by 480

2 Mare...
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10.

A new window appears. This is your Frame Editor . Your Layer Toolbar may also appear
when you select Frame Editor. You may close it for now and resize all of your windows to fit
in the screen as shown below.

Maximize the Frame Editor and then locate the Frame Editor Toolbar to make further
adjustments to the size (change to 50% or 100%).

Depending on the size of your monitors, you may have to adjust the Zoom level to 50% to
work comfortably with your Frame Editor.

@ Multimedia Fusion 2 - [Star Fighter - Level 1]

w1 File Edit  View Insert Arrange Text Run Tools ‘window Help _ &5 X
DSE P8 o @ OO0 BEOBS & [lon! 154] « 80
pov. | kB s U2 o

Warkspace Toolbal = x
= @ Star Fighter *

=3 =
o Layers Toc

v |

O Level 1
Frame ‘!
Editor
Toolbar
Layer
Toolbar
< *
Properties - %
worerreerl | RN
_Seltzct an item to see e
11. Before moving on, save the game. Select File > Save As > type in Star Fighter 1 .

The extension Multimedia Fusion 2 uses is .mfa. You do not need to type the extension.
The application will automatically save your file as “Star Fighter 1.mfa ”.

As you progress through the chapters, you will be saving the files as a different name in each
chapter. For instance, in Chapter 2, you will save your game as Star Fighter 2 ; in Chapter 3,
you will save your game as Star Fighter 3 , etc.

By saving each revision of the game as a hew name (changing the number at the end), you
will always be able to go back to a previous chapter version if necessary. You are currently
working on Chapter 1, so you saved the application as Star Fighter 1 .
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Playfield

One of the most important parts of the Frame Editor is the Playfield . This is the white box that
occupies the majority of the window.

Any objects placed in the Playfield area, such as characters, scores, lives or counters will be visible
on screen when running the game. It is possible to change the properties of the objects so they are
not visible when your game is playing. It is also possible to create scrolling games that have many

objects not visible until the player scrolls to that point. The scrolling game will be covered in a later

chapter.

Again, it is helpful to size the Playfield to 50%, especially when adding a Backdrop. From your Frame
Editor Toolbar, change from 100% to 50%.

Now for the fun!

The Multimedia Fusion 2 Library -- Adding a Backdro p

The Library for Multimedia Fusion 2 contains many options for backdrops, object sprites for
characters or props, tiles for landscaping and platforms, and much more.

12. From the Library Toolbar (located at the bottom of your screen), you can add objects to your
game from Library. Click on the [+] plus sign to the left of Local Library to expand the
Library options. If necessary, resize your Library Toolbar so you can see the expanded

options.
x x =
+-Local Library = Local Library
+- Backgrounds
[ C0-ROM % Buttons and poinkers
ET- = +- Games
= o Miscellaneaus
(=]
— = Qccasions
g g
=1 +- Templates
3 - Tutorials
0 CO-ROM
[ ]
13. In the Library, you can access many objects to use in your games. Click on the [+] plus sign

to the left of Games to expand the category. You can resize the dialogue box to make it
easier to see your options.

= Games
alpha
Arriy
Backgrounds
Characters
Chess
Miscellaneous
Miscellaneous 2
Other
Planes
PlakFarm
Spacecraft
Yehicles
Miscellaneous
QCcasions

-10 -
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14.

15.

16.

17.

Under the Games category, click on Backgrounds to access the available background
options in the Library.

= Games T IEJ Animated landscapes @ Tiles - Grey wall tiles
L Alpha IEJ Animated tunnels @ Tiles - Mauve wall tiles
3 Army @ Backdrops - Hi-Score kables @ Tiles - Purple floor tiles
| Backgrounds IEJ zames - High Scores @ Tiles - Purple wall tiles
{ Characters i8] Space - Backdrops i) Tiles - Red wall ties
] Cl.ness @ Tiles - 30 Raceway @ Tiles - Space & alien Skies
m::zz:::;zzz: 5 @ Tiles - Blue Floor tiles @ Tiles - Space 1
Other N!:l Tiles - Complete Floor tiles h!) Tiles - Space 2
Planes @ Tiles - Dirk tracks hg) Tiles - Space 3
Flatform N:g.] Tiles - Floor pieces h:g) Tiles - Space 4
Spacerraft @ Tiles - Grass Flaor tiles t}gj Tiles - Space landscape
vehicles @ Tiles - Green Floor tiles @ Tiles - walls
Miscellaneaus @ Tiles - Grey Floor tiles @ Tiles - Water & Ground
QCcasions

Double click on Games > Space — Backdrops . Locate Backdrop Object 7 and drag it to
the Playfield in the Frame Editor.

Position the space backdrop over the Playfield area (white canvas) so it fits nicely. If you
have not already done so, you might change the viewing size of the Playfield to 50%, so you
can be sure you are covering the entire Playfield area. Note: when you double click on an
object in the Library, it will display a larger view of the object.

Save your file again (File > Save).

Notice now that you see the backdrop to the left of the Playfield. Any object you include in
your game will appear in this area. This area is referred to as your Object Window. You
have easy access to all objects on each level from the Object Window. That topic will be
covered more soon. Notice also in the Workspace Toolbar under Level 1 that your backdrop
appears.

Adding an Object: A Spaceship

Now you are going to add a spaceship to your game — a ship that you will be able to control.

18.

19.

In the Library, double click on Spacecraft and then double click on Space crafts .

Miscellaneous -~ @ 3D - Alpha Fighter Top @ 3D - Space Crusader Top
Miscellaneous 2 @ 30 - Bulk Transparter @ Shaat'em Up - Aliens
Cther @ 3D - Cresta Cruiser Top @ shoot'em Up - Curiosities
Plares @ 3D - Deadly Ship Top @ Shoot'ern Up - Manster Baddies
T FlatForm @ 3D - Enemy Ships @ Shoot'em Up - Space Game
Spacecraft = & —
{8) 30 - Goodships Sides i) Space crafts <4 |
Yehicles
Miscellaneous =

Locate the space craft named Star Fighter All Direc (stands for Star Fighter All Directions)
and drag it to the upper-left part of the Playfield.

-11 -
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Holding Area

The gray around surrounding the Playfield is called the Holding Area . When creating your game, it

becomes as important as the Playfield. When you play your game, you will never be able to see the

objects that are in the Holding Area unless they move into the Playfield. The Holding Area is used for
just that — holding objects that you use in your game but that are not always viewable.

Inserting an Object: A Weapon

20. Your ship will need an object to shoot. Look in the Library to find a weapon —find a comet.

In the Local Library, double click on Games, double click on Miscellaneous , select Space —
Asteroids & Comets and select Comet 2 by dragging it to the Holding Area (the gray area
around the Playfield).

Now, do a screen check to see if you have everything that you should have. Compare your
frame editor to the one below:

Backdrop
ohject 7

——

CometZ

-

Star Fighter all
Direc

-12 -
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Object Window

All objects that are added to the frame will be listed in the Object Window . Duplicates will not
appear. For example, if you have ten identical Comet2 objects in your frame, it will only show one
Comet2 object in the Object Window.

Backdrop
object 7
>
The |
(@] b] ect Comet2
Window
Skar Fighter Al

Direc

/

The Holding
Area

If you cannot find an object on the Playfield or in the Holding Area, you should be able to locate it in
the Object Window.

You can add a duplicate of an object to the Playfield, by dragging it from the Object Window and
dropping it in position.

To make the Object Window easier to view, you can click on the divider line between it and the
Holding Area and drag the divider line to make the Object Window larger.

You can also right click in the Object Window to change the size of the object icons from small to
large and to specify the arrangement of objects on the Object Window. This will be helpful as you
add more objects to your game.

21. Save your file again. Remember, it is always best to save often.

Before moving on, there are several navigational items to mention.

-13-
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Toolbar Options

Located under the Menu Bar are some Toolbars that contain icons that you may be able to use
frequently.

Main Toolbar Navigate Toolbar

Main Toolbar Mavigate Toolbar

D2 d ok [3) BEOBEB n |levwl v

Frame Editor Toolbar Run Toolbar
Run Toolbar [X

Frame Editor Toolbar

o

When you hold your mouse over an icon, the name will pop up to remind you of the function.

The Main Toolbar contains basic Windows-based functions: New, Open, Save, Cut, Copy, Paste,
Undo, Redo, and Content Help.

The Navigate Toolbar contains shortcuts to go back and forward between frames, shortcuts to the
Storyboard Editor, Frame Editor, Event Editor, Event List Editor, and Data Elements. Some of the
icons are only available when you are editing in the Frame Editor.

The Frame Editor Toolbar contains Zoom, Grid Information, Font and attribute options (Bold, Italics,
Underline, Color) as well as Alignment options (left, center, right).

The Run Toolbar contains shortcuts to Run Project, Run Application, Run Frame, and a Stop control
for playing your game.

You can customize the toolbars to access the features used most. It is best to do this later when you
feel more comfortable with the program. As you hold your mouse over an icon, the keyboard shortcut
will be noted to the right of the icon name. Sometimes it is much quicker to create your game if you
remember the keyboard shortcuts that are available.

Become very familiar with the Navigate Toolbar! You will use it a lot.

-14 -
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The Event Editor

Objects are an element that you add to your game. Each object can have any number of events,
conditions, actions, and functions associated with it. In the Event Editor you can define what should
happen when a particular condition is present. A condition is a test within your game that triggers
actions. When the condition is true, an action will execute. When a condition is false, the action will
not execute.

All events depend upon detecting a specific condition and executing an action. Collisions, movement,
and visibility are all examples of conditions. If something is true, then something else happens. For
example, if two objects collide, then one object might begin to bounce.

There are several ways to get to the Event Editor:
To move to the Event Editor from the Menu Bar, you select View > Event Editor.

You can right click on a frame name in the Workspace Toolbar and select
Event Editor.

y You can use the keyboard shortcut CTRL+E. %
y Click the Event Editor icon on the Navigation Bar.
You will find it beneficial to learn the keyboard shortcuts to help you work faster. Use CTRL+E on

the keyboard to go to the Event Editor and CTRL+M to go back to the Frame Editor. Additional
keyboard shortcuts appear in the Resource Section at the end of the booklet.

OKAY - It is time to get back to working on the gam  e!

22. The Event Editor is where you make everything happen. This is the heart of your game.
This is where you create all your actions. Let us say that you want your Star Fighter ship to
shoot the comet. Go to the Event Editor by clicking on the icon located on the Navigate
Toolbar.

QO BHOEABA Y.

Across the top of the Event Editor are a number of boxes which contain different icons. The
rows that appear in the Event Editor are the comments or conditions that you will specify as
you create your game. Clicking on New Condition will open up a dialogue box containing
objects that you will use to input conditions without needing to know a programming
language.

All the events i e oo | o 1
L7 : T @ o
Al the ohjects g ‘[-J]’- E_. i3 | ) ffl =

1 | = Hew condition

-15-
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Inserting Comments in Your Event Editor

One of the most important tasks you can do as you enter information in your Event Editor is to include
comments. Comments will assist you and others in finding information more quickly about what is
occurring in your game and where it is happening. This will speed up the problem-solving process
later as well.

23. In the Event Editor, right click on the 1 to the left of the words New Condition .
All the events a | sl I 1 .|
All the objects g}i’, ik, B 0 @ &=

1 | = Mew condition ‘

24, Select Insert > A comment .

25. A new dialogue box appears.

Alignment
@) Lett Choosze font ] [ Set font color ] [Set back calar
) Centerad
) Right aAbBoCdDeEfFgGhH
[ Ok, ] [ Cancel ] [ Help ]
26. Set the back color to dark green and set the font color to white. Leave the default alignment

of left and change your font size to a 12-point Arial. Type the following text in the box:
Star Fighter to Shoot Comet

27. Select OK. The comment now appears on Line 1. Line 2 is ready to accept a new comment
or a new condition.

Al the events A % oA | e 1 o |
Allthe ohjects g_‘l’; i} L, B G @ & =

W Star Fighter to Shoot Comet

2 | = PMNew condition

-16 -
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Establishing a Condition in Your Event Editor: Upo n Pressing a Key
28. On Line 2 in the Event Editor, click on the dot next to the words New Condition

29. The New Condition dialogue box pops up and indicates that you need to right click on the
object to test. Right click on the mouse and keyboard symbol to start your condition.

=

3 New Condition

Right-click on the object to test

B RO

30. Select Keyboard > Upon pressing a key

[=T-0=1
El=l=1=0=1)

= }::E':,-'tu:lElr'lj

Ipon pressing a key
The mouse » Repeat while key is pressed
pon pressing any key

31. When prompted to press a key, press the Spacebar. You are setting up a condition for an
action to happen when you press the Spacebar. This is your key in the game that will make
the Star Fighter fire the comet.

rﬁ Upon pressing a key E]D__(r

Pleaze press a key

32. You will now see a new condition on Line 2 that reads: Upon pressing “Space bar”. This
condition is followed by several boxes to the right. A condition such as “Upon pressing
Space bar” must be present before an action will take place.

Allthe events = T i -
Al the objects E‘I&‘, RN % -

W Star Fighter to Shoot Comet

2 | = Uponpressing "Space har”

3 = Mew condition

-17 -
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33. Now that you have told the game that you want something to happen (Upon Pressing Space
Bar), you must define the action that will occur.

On Line 2, place your cursor in the square under the space ship and right click.

G L s ER- -

The following dialogue box appears:

Mowvement
Position
Direction
Animation
Yisibility

Crder

shoot an Object,..
Alterable Values
Alterable Strings
Flags

Scale [ Aangle
Debugger

* ¥ ¥ v v ¥

* v ¥ rv w

Destroy

34. Select Shoot an Object .

35. In the Shoot an Object dialogue box, make sure Level 1 is highlighted and in the box to the
right of Level 1, select Comet2 and click on OK.

{2 Shoot an Object...

From a loaded application
% Default Objects

= Star Fighter =

D Level 1 Star Fighter &4l [REYE
Direc

From another application Erowse

-18 -



An Introduction to Multimedia Fusion 2 Lessons to Create 2D Games

36. Another dialogue box appears asking for the desired speed of the object and the direction
desired. For now, leave the speed set at 100, choose “Shoot in selected directions” and click
OK.

™ Shoot an Object... EIF‘S_TI

Speed of object: (100 s

4

Direction

() Use the direction of ""Star Fighter &l D
(%) S hoot in zelected directions..
() Shoot in direction of...

[ (] 8 H Cancel ][ Help

37. Another new dialogue box appears. Since you specified to “Shoot in selected directions,” you
need to specify those directions now. The default direction is up.

==l

[ Ok H Cancel ][ Help

38. Locate the button that erases all directions and click on it to erase current directions.
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39.

40.

To set a new direction, click on the black square located in the direction you want the comet

to be shot (as shown below).

2 Please select direction ['1][3|

Chooge one or more direchions

Click OK twice.

8

@..;.. .

[ Ok, H Cancel ][ Help

You now have a checkmark showing in your Event Editor in the box underneath the ship.
Move your mouse over the checkmark and you should see the following:

w

Shoat ~—~ tnward@atspeedmﬂ

Testing Your Game

41.

42.

To test your game, locate the Run Frame on the Run Toolbar or from the Menu Bar, select

Run > Frame. You could use F7 to Run Frame as well. Press the spacebar and watch your
ship fire comets. Cool, huh? The comets may appear to be coming from the middle of your
ship, but that will be fixed soon.

Save your game again. You are almost done with the first chapter of your Star Fighter shoot
‘em game. There are a few additional items that need to be addressed.

Adding an Object to Take the Comet Hits

It is great to have a Star Fighter shooting a comet, but now your game needs a target at which to

shoot.

43.

To switch to your Frame Editor, locate the Frame Editor icon on your Menu Bar or press

CTRL-M.
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44. From your Library, locate the Games > Characters > Games 3D — Beast Enemies >
Mother Bee . Drag the Mother Bee character to your Playfield so it is directly across from
your ship.

Properties Toolbar

Each object has pre-assigned properties. Several of the assigned properties can be changed by the
game creator. For instance, if Mother Bee was too small or too large, you can use the Properties
Toolbar to resize the character. For much of your game, the Properties Toolbar has been empty.
When you have an object selected, however, the properties for that object appear in your Properties
Toolbar.

Properties - MOTHER BEEE - X
T R B L
Display Options
Properties .= [+ visible at start
Background options
[v Sawe background
r |
Ink Effect
[+ Transparent
Ink Effect None
[ anti-aliasing
Transitions
Fade In None
No Item Selected
Select an item to see its description n Fade Cut None
|
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A little closer look at the Properties Toolbar will show additional tabs with more property
information about an object.

45. Click one time on Mother Bee. (You should get a solid blue box with a little number at the top
left of the box.) Look at your Properties Panel. It should be similar to the panel information
shown above.

Now click on the second tab (the Size/Position tab). From this panel, you can set a specific
position for your object, a specific width and height, and even angle your object. It is good to
know that you can do this, but recall that you can do most things in more than one way.

46. Sometimes you do not know the exact size that you want your object. You want to be able to
size it by eyeing it.

Click one more time on Mother Bee. This time you get
nodes placed around the box.

You can click on a single node and drag it to resize your
object. If you select a corner node, your object will resize
proportionately. If you select a node other than a corner
node, your object will skew in proportion.

Resize your Mother Bee to a size you prefer.

47. Save your file again .

Insert a New Comment
48. Return to the Event Editor to insert a Comment on Line 3 that reads:
Comet collides with Mother Bee and destroys both.

(Remember, to insert a comment, right click on the line number.) Make the new comment to
match the first comment (same back color, font color and font size).

Establish a Condition for Collision
49. Add a new condition on Line 4. (Right click on the dot to the left of New Condition.)
50. Right click on Comet2. Select Collision —Another object .

51. Choose the Mother Bee and click OK.
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52. On this condition line, locate the box under the Mother Bee. Since you want the Mother Bee
to be destroyed when the comet collides with it, right click and select Destroy .

53. You also want the Comet to be destroyed in this same condition statement. Right click in
the box under the comet and select Destroy .

Your Event Editor should look like the following:

All the objects you add to your game will appear in the Event Editor
across the top.

If there are objects you do not want to see, right click on the object in the
Event Editor and select Hide.

You can change the order that the objects are shown in the Event Editor
at the top of the screen by dragging the icons with the mouse and
dropping them in between any other icon. The events associated with
the object transfer as you transfer an object.

54, Yeah! You have completed Chapter 1. Save your game again right now!
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Feel free to explore Multimedia Fusion 2 on your own, but please make sure that
you save Chapter 1 as is and do not make any other changes to it until Chapter 2.

It is important to back up your work so that you have copies of your game in case anything should go
wrong. You do not want to learn this lesson the hard way!

You can choose to set an automatic backup option under the Preferences dialogue box (Tools >
Preferences > General Tab). Click on Autobackup and indicate how many backup copies you want
the system to keep. At least one backup copy is good.

Sometimes it is also a good idea to save your own backup file at the end of each chapter. You just
want to be sure you do not lose all your hard work.

Test Your Game

It is time to test your game again to make sure your Star Fighter is shooting comets at the Mother
Bee. You can do this one of three ways.

¥ You can run the entire application from start to finish; however, you only have
one frame at this time, so you will not see the effect of running an entire
application.

¥% You can run the current frame that you are editing, or

% You can run the current frame in debug mode directly in the Frame Editor.

55. Run the current frame. Press F7 or click the Run Frame icon on the Run Toolbar.

The result will be a new window that opens titled the same name as your frame (Star
Fighter). You will see your Star Fighter and the Mother Bee on your space backdrop.

Press the space bar to shoot the comet. When the comet collides with the Mother Bee, both
will be destroyed.
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Chapter Two: Star Fighter Game

Objectives:

In Chapter Two, you will:

y
y

y
y

Establish an eight-directional movement for your spaceship;

Use the Animation Editor to change the direction an d action point of an
object;

Establish a path movement for your enemy;

Use the Event Editor to establish a collision condi tion.

In Chapter 1, you set up your ship to shoot a comet at Mother Bee (the enemy) and you destroyed
the enemy and the comet upon collision. Now it is time to take your game one step further to
establish movement for your spaceship as well as movement for the enemy Mother Bee.

1. Open Star Fighter 1.

2. Save it right now as Star Fighter 2 . This step will make it so that you will be working in a
new file called Star Fighter 2, and your Star Fighter 1 will remain in its original saved version.
If you need to go back to it for any reason, you will be able to do so.

Movement for Your Spaceship: Eight Directions

These next steps make it so you will be able to move your spaceship around using the cursor keys.

3. Click on Star Fighter to select it. In the Properties Toolbar, locate and click on the Movement
icon.
4. You are going to change the Movement Type to Eight Directions. Click on the Stop sign

(Static Movement).

5. Select Eight Directions . The new Movement has different properties associated with it.
Find and click on the Directions information (*0,4,8,12,16,etc.).

/
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6. The Eight Directions box appears. If you want the Star Fighter movement to go all eight
directions, then it will remain the same as the image above. If you only want up and down or
just left and right movement, you would take away the directions by click on the black square
associated with the direction in which you do not want your object to move. Since you want
your ship to move all eight directions, just click in the gray area to go back to move on.

7. You are doing great. Now, click Try Movement .

Another new window pops up. Stretch this new window as wide as necessary to see the ship
on your background. Use your cursor keys to move your ship, up, down, left and right. Take
notice that when you press left, your ship flips and faces a new direction. You will change
this direction soon.

After you have tested the movement for all four arrow keys, close this window by locating the
STOP window (in the upper left-hand corner of your screen) and pressing on the STOP
button.

8. To view the additional information in the Properties Toolbar, you may have to resize the
toolbar. Stretch it so you can view all the information about Movement of the object. You can
change the movement speed, the deceleration and acceleration speed, and whether your
object is moving at the start. For now, leave the defaults as they are shown.
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Working in the Animation Editor: Ship Direction an d Action Point

When you tested the left arrow key, the ship flipped itself to the left. You want to make sure the ship
does not turn its back on the enemy creature when the left arrow key is pressed, so you have to make
changes.

9. Go back to the Frame Editor and select your ship.

10. Once the ship is selected, right click on it and select Edit. This will take you to the Animation
Editor. (A quick double click on the object also brings you to this point.)

Animation Editor
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11. In the Animation Editor window, notice that there is a dot to the left of “Stopped” under
Animations. The animation consists of two directions, right and left (noted by the dark
squares to the left and right in the directions box). Click on left direction dark square. The
direction of the ship in the Frames area now changes.

To delete this direction, select all the Frames from Frame 1 to Frame 12 (click on the first
Frame then scroll down to Frame 12, hold down Shift and click on Frame 12). This action
selects all the frames. Press the Delete key and click OK to confirm this action. You should
have one blank frame remaining.

12. Click back on the right direction dark square.

The Action Point

Remember when you ran your frame and pressed the space bar? The comet appeared to be coming
from the middle of your ship. The Action Point determines where the comet exits from the ship.

13. You need to change the Action Point of the ship. By changing this, you can better control
your game. Single click on the picture named Frame 1.

In your Animation Editor, locate the View Action Point icon.

/

Click on the View Action Point. (Pressing the letter Q also makes the Action Point appear.)

14. Now click at the far right tip of the ship to move the Action Point. (To zoom in closer on the
ship, use the scroller on the mouse or press F2. F3 will zoom out).
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15.

16.

17.

18.

19.

20.

21.

Now you need to change the Action Point for each individual frame of this Star Fighter. You
can do so by selecting each Frame from the images or clicking on the right arrow to move
through each Frame.

3

Click on the right arrow. Change the Action Point on the second frame.
Click on the right arrow again and change the Action Point.

Continue to click through all the images to change the Action Point. There are 12 Frames
total for this space ship animation.

Click OK when you have finished. This closes the animation editor, saves the changes, and
takes you back to the Frame Editor.

Save your game.
To test your movement and to shoot your comet, press F7 to Run the Frame. Now your ship

will always face the right direction with any cursor movement and your comets will be shot
from the front of your ship.

Movement for the Enemy (Mother Bee): Path Movement

It is easy to shoot the comet at the enemy Mother Bee right now, because the Mother Bee does not
move. ltis time to make the Mother Bee move around, so your game will be more difficult.

22.

Drag the Mother Bee to the bottom right of your screen.
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23. With the Mother Bee selected, look at the Properties Toolbar. Click on the Movement icon.

\

24, Select the Path Movement option. You are going to put your enemy on a particular path that
it will move along.

25. Select Edit. The Path Movement Setup dialogue box appears.

26. You first need to change the color of the path line before you draw a path line, because of the
dark space backdrop. Click on the line color icon to select the yellow so that you can see the
path on the dark background.
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27. Click the New Line button.

Draw a line straight up until you almost reach the top of the stage.

28. Click the Reverse at End Button. This will automatically reverse the movement of the
Mother Bee when it reaches the end of the path.

29. Click the Loop the Movement Button. This action will continuously loop the movement
so when the Mother Bee reaches the beginning of the path, it will run the path again.

30. Set a Speed of 80 and click Try Movement. You may have to adjust your screen to see the
movement of your enemy. Your enemy should be moving up and down on the right side of
your screen. To exit from the Try Movement Mode, click the STOP in the top left corner of
the screen. Click OK to close the Path Movement Setup window.

31. Save your game again. Make sure you are saving it as Star Fighter 2 .
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Establishing a New Collision Condition

It is time to establish a new condition that will destroy your spaceship if it collides with the enemy.

32.

33.

34.

35.

36.

37.

38.

Click on the Event Editor icon or press CTRL+ E). l/

On Line 5, insert a comment that reads: “Destroy the Spaceship if it Collides with Enemy.”
[Remember, right click on the number 5 and select Insert > A Comment. Make the back color
and the font color and size match the previous comments.]

Establish a New Condition. [Right click on dot to left of New Condition.] Right click on the
Star Fighter ship and select Collisions > Another object.

Click on the enemy Mother Bee and click OK.

On this condition line, right click in the box under the spaceship and select Destroy. Now,
when your spaceship collides with your enemy, the spaceship will be destroyed!

Your comment and condition should resemble the image above. Line 6 indicates that when
there is a collision between the Star Fighter and the enemy, the spaceship will be destroyed.
If you hold your mouse over the checkmark under the Star Fighter on Line 6, you will see the
word “Destroy. “ Return to your Frame Editor by clicking on the Frame Editor icon or
pressing CTRL+M.

Save your game and Run the Application (F8) to test your new collision. When you Run
Application (F8) to start the game over, press F2. When you use F7 to Run the Frame, the
F2 option is not available. However, you may use the bar in the top left-hand corner of the
screen to Rewind (or Restart) the frame.

-

Super job! You have a wonderful start to your game . When you are ready to continue, move
on to Chapter 3.
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