
Development 

Level 1 

Variables: On each of the player characters you can use I had different variables to give 

them different characteristics. Not all of the characters are different but for the first 

character he cannot jump so I had to change the variable for how high it can jump. I made 

the Vspeed -3 so the character can only just jump but not high enough to do anything. 

 

 

These are the main variables for each of the character. These are the variables that I can 

refer to if I need to change how fast the character moves or how fast they jump. 

Here is the collision and movement 

code. This is telling the player object 

how to react to button press using A and 

D which allows me to move left and 

right. It also tells the player how to react 

when it comes in to contact with the 

obj_block. The code makes it so when 

you come into contact with this object 

you will be moved back so you do not go 

flush up to the wall and have the chance 

of getting stuck. Within the game you 

can get stuck in the wall but this is a 

collision glitch with the sprites and I 

don’t know how to fix this. 

 

 

 



 

The other part of code that I have is what the room views. 

 

I have this piece of code on each of my players so when you evolve in to them the view does 

not stop following you. 

I decided to do the jump code with drag and drop. I did it this way because this is what I 

found easiest and it allowed me to do it without code preventing me from getting confused. 

I put the set vertical speed to -3 this means I 

cannot jump high enough to get over things 

which helps the gameplay of the first level. 

 

 

The other events that I have on players are the button presses. 

The press A key and D key changes my sprite so when you move it looks 

like you are moving. I did this by making it change sprites while the button 

is pressed down. The release events are there so when the buttons are no 

longer pressed the sprite will change back to the stationary form where it 

appears not to move. 

 

 

For the first level the goal is to bounce on every one of the springs so that you can learn to jump 

and evolve to gain the ability in future levels. The way I did this was by having objects that get 

destroyed when you jump on the first object. It will also change green to indicate that you have 

jumped on it. After the object has been destroyed it creates a new object which is identical but 

this only bounces you so it lets the instance check still work because it is a different object. 



 

Here is what it looks like when a spring is activated compared to inactive. 

In the collision event with the player this is the drag and drop that I have. 

This means  once the player collides with the 

object it will destroy the object and check to see 

If there is 0 or less, once the value is 0 it will 

change the object_player to object_legs which is 

the evolved form once you have jumped on each 

of the springs. 

The bottom part creates a new object exactly 

where the other spring Is so it looks no different. 

The set variable changes your vspeed to -20 so it 

fires you up in the air to give the effect of 

bouncing. 

 

Once you have got to the end of the level if you have bounced on each of the springs the player 

object will be changed into the legs object which has the ability to jump. 

 

Level 2 

These are the new variables for the player. There is a new 

variable which is the var_jump. This is the variable that I 

refer to when I want to have a double jump. All of the code 

is the same apart from the new double jump code. 

 



 

This is the code for the double jump, this means when there is nothing to land on you have the 

ability to jump one more time as it runs the variable which adds the extra jump. 

The aim of the second level is to jump of each other the scientist because at the moment 

you have no ability to attack them, once you learn you can just avoid them and the only way 

to get out is by taking them out you learn how to fight back. The way I did this was by having 

an object move the same way that the enemy does, it is floating above their head invisible 

so when you jump over the object it will destroy it. This is the same way I have done the 

springs where once the instance count is 0 you will change objects to the character that can 

fight. 

 

 

This is what it looks like in game compared to what it looks like in the room editor. The pink 

object is what you collide with to show you have jumped over the enemy. 

Enemy movement 

I made a create event which I had a start moving action within it 

This makes the enemy start moving left at the speed 

of 1.5. I also made two other object called right and 

left which made the enemy move right or left once 

the collide with them, I made the collision the same 

with the object above it so it moved exactly the same. 



In the editor this is what it looks like 

The green parts are what makes the enemy walk 

in the opposite direction, it also has a change 

sprite action so the enemy faces the other way. 

 

 

After I got people to test the game I found that they would jump over the enemies but there 

is no indication that you have actually cleared them. This resulted in the player just carrying 

on in the level and knowing that they hadn’t jumped over it properly. I changed it so there is 

a sprite that disappears instead, now you need to jump over them and collect the (!) which 

shows you have jumped over them successfully. 

  

 

Once you have jumped over every enemy you change objects to a new character which can 

attack. 

Here is almost identical actions that are on the first 

player so you evolve in the second one. When there 

are no objects left after jumping over the scientists 

you will change into object_headbutt which you will 

use at the end of the level. 

 



Now you have jumped over all of the enemies you 

are the new character, you have the ability to attack 

using a headbutt which is activated when you press 

right or left arrows keys. At first I wanted you to 

headbutt and slide by changing the hspeed but this 

made the game glitch and allow you to slide through 

walls, in the end you can only hold the left or right 

arrow which keeps you in in place and headbutt the 

enemy. Next time I would like to have a different 

way of headbutting the enemies but since this is the only way I decided to keep it. 

The way the headbutt works is when key press right or left happens you change objects 

which changes the sprite to a headbutting motion to give the effect of an attack. The object 

that headbutts destroys the enemy whereas the object that does not attack will be 

destroyed when colliding with an enemy. 

 

I did this the same method of changing sprites but with a different key and using objects so 

when I press left or right it will change the object. 

 

Once the number of instances of the enemy is  equal to 0 then the object for the door 

changes to an open version that allows you to go to the next level. 

Level 3 

On this level there is nothing really new apart from a few doors and interactive parts. The 

first new part that you encounter is a cloud; you can stand on top of it and walk along with it 

to get to the next platform. The way I did this was by making a new object and setting it to 

move in a direction, they using the same objects that change the direction of the enemy I 

made those two objects collide so the cloud would go the opposite way. The way you can 

stand on it is by parenting it with the object block and making it solid. 

 



 

The next part in the game that you encounter is a locked hatch with a sign that’s says find 

the lever, this indicates to the player that you must play further in the level so that you can 

go back down to this area. 

The way I have made it so you need to press a 

lever is by having the player collides with the 

lever which will then destroys the lever and by 

using the same drag and drop as the springs once 

the lever is equal to 0 then destroy the object 

hatch and create an open hatch at the same spot. 

 

 

 

 

 

This is what is on  the flicked lever, it creates the open hatch in the same place as the closed 

one. 

 

 

Level 4 

On level 4 the aim is to collect all of the feathers so that you can learn to fly, you must 

explore every part on the level so you do not miss them and once they have all been found 

you will turn into a flying sprite. 

This is in the collision event with the feather. 



 

 

 

To show the main goal of the level I added a little sign saying that you need to collect 10 feathers. 

This is the same way that the first level works where you will destroy the feather and once there 

are non left something will happen, in this case it is evolving. Once you evolve you will need to 

shoot using the spacebar on the exit and this will open it up to proceed to the next level. 

The way I got the player to shoot is by first creating variables. 

 

The first three variables are self explanatory but the last one is a variable to the way the shot will 

be fired. In  each of my movement buttons I have a variable with a different direction angle so the 

projectile will be fired in the direction you pressed last. 

 



 

This is in the space event, when I press the spacebar it will allow me to shoot with a certain reload 

time and create an object_egg which is the bullet. 

 

This is in the creating moving, it shows that the bullet will relate to the bullet_speed and fire 

towards which way you are facing. 

 

Level 5 

Level 5 Is just a regular platform level, it is a way of using the flight (high jump) mechanic. There 

are new enemies on the level, they are programmed the same way as the scientist, they just have 

a different sprite and they are affected by the bullet that you can shoot. 

 

 



Level 6  

This is the final level of the game, you have evolved into a human-like form and your aim is to 

collect a part of each character in the rooms so that you can finally become a true human (kinda) 

 

There are items like this on the table, there will be one in each room of the house and to get them 

you must kill each of the enemies, the attacking mechanic is the same as the purple character, you 

press the arrow keys to hit them. Once everything has been collected you will change into a new 

form which is the final form in the game. I have parented all of the collectables together so once 

there are non left you change objects. 

 

This is a new part in the game also, it is a vine that when you collide with it and press up or down 

you will move in that direction, this gives you the ability to gain entrance to upstairs in the house. 

Here is the code for it. 

 

Once you collect all the items from the house you will go from this character 



 

To this character. 

 

Once you evolve into this character you will have the rest of the level to explore and find a chair, 

once you sit on it, the screen will fade out and go to a credits/end screen. 

 

 

 

 



Instructions 

I found when having the game tested that people didn’t know what to do in the game so I thought 

it would be better if I included some sort of way of telling the player what to do, I did this by 

having pop up messages at the start of the game to tell you what to do and different signs along 

the way if there was a part in the level that needed to be completed. 

This is the first level instruction sign. 

 

I didn’t really want to include many words so that the player did not have tons and tons to read 

because in a game that is a part that I don't really like and I would usually skip it all. 

There are also smaller signs, these are to indicate a small part of the level or if it is easy to explain I 

decided to put a smaller sign. 

 

 


