P2| Start Screen Continued


Now that we have made our background and have everything set up, we need to add some stuff to it, just to make it look good.

I normally will add a little text giving you the basics of what the game is about and the name of the game. A little logo never hurts also. 
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Since our background is black it's a bit obvious that out text must be a different color. White and black look good in my perspective but you can use any color that you want. First off you must always use "Static Text" for normal text. "Dynamic Text" will work to but it allows users to highlight it. I will start with the header. In this case I will be using Jenkins v2.0 as the font and a size of 40. Now on to the basic text. I will still use Jenkins v2.0 as the font but I will change the size to 15. Please keep in mind that the size of the text depends on the font.



Sorry for the type, fixed it.

Now that the player knows what to do, they want to play. So let's help them with that. Go back to the Rectangle Tool and change the color to whatever you wish but leave the border as it was (deleted). I will be using a dark green (#009900). A gradient is a good choice for buttons but that has a lot of color switching so I will leave it simple. Then drag a small rectangle across the stage. Try to make it small so that you can easily fit it into a maze but make it fairly large so that the player can fit their cursor into the maze with ease.




See, all fixed up. [image: image3.png]




Now go to the Selection Tool, it is the tool at the very top, and click on the button you just made. You will notice that it will become filled with little white dots. Right click on it and go to "Convert to Symbol..." A window will come up. I changed the name to "Start" but you can use anything. Set the Registration to the middle square. Last, make sure "Button" is selected. Then click "OK" You will notice that it comes up in your Library. If you do not see a Library go to Window > Library. It should now be somewhere on your screen.














We have now entered the last bit of this part. First we need to finish our Start button. Double click on it in the Library, this will allow you to edit its animation. Right click on the frame "Over" and go to "Insert Keyframe". Over is what will show up when the users cursor goes over it. Insert Keyframe will copy and paste the original button, our dark green rectangle. Now click on the frame "Over" so that we are on the same page. Now we want to change the color of the button to a lighter shade. If your Color box is not up, go to Window > Color. 









Again, we want to change the button to a lighter shade. Click on the Fill Tool in your colors box and change it to a lighter green (I used #00FF00). Press Ctrl+Enter on your keyboard and a test of your game will come up, what you have done so far that is. Mouse over the button and see if it changes colors. You can then close that so that we can go back to finish making our game. Click on "Scene 1" to do so.





Now we have 2 steps left. First step is to add text. Go to the text tool again and change the color to black, or any other color. Then type out "Start", or something that will show the player that that button starts the game, on top of the button. I used Jenkins v2.0, black coloring, size of 25, and Static Text. Static Text should be used here because Dynamic Text could cause bugs.





Last step on this part of the tutorial, making the button work. Right click on the button (make sure it is the button and not the text) and go to "Actions". Then type, or copy and paste, this code in.

Code:

on (press) {

    gotoAndPlay(2);

}

At this point your button is broke. Everything should be correct but the button will not take you anywhere when clicked. That is all for your start screen. You can now start working on the real game, which I will finish talking about in the next few steps. 

At this point, go to File > Save. 

