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levads

Macibu materials “Datorsp€lu veidoSana” ikvienam interesentam sniedz priekSstatu par datorspélu
izstrades posmiem, butiskako katra no tiem, k& arm nelielu ieskatu datorspéelu izstrades vesturé un
nakotnes attistibas tendencés.

Datorspélu izstrade principa nav iedomajama bez programmeéSanas, tapéc kopé€jam priekSstatam
materiala ieklauta ari informacija par Sobrid popularakajam programmeésanas valodam, ka ari skaidroti ar
programmeésanu saistiti jedzieni.

Japiebilst, ka materiala nav sniegtas zinaSanas, ka veidot datorspéli, izmantojot konkrétas
programmeésSanas valodas jeb programméjot, bet gan ir apskatita populara spélu izveides programma
Construct 2, ar kuras palidzibu tie, kas vél neprot programmeét, var izveidot interesantas datorspéles.

Macibu materials noteikti ir piemérots iesacgjiem, kas nav darbojusies ar programmu Construct 2 un vélas
apgut tas piedavatas iespéjas.

Programmas Construct 2 iesp€jas ir visai pladas, tapéc tas padzilinatai apguvei ka papildus materialu
noteikti ieteicams izmantot projekta “Generation 0101” ietvaros izveidoto studentu gramatu
“ProgrammeésSanas pamati”, ka ari iepazities ar resursiem, uz kuriem saites ieklautas St materiala beigas.



http://eprasmes.lv/wp-content/uploads/2016/09/ProgrammesanasPamati_StudentaGramata_OK.pdf

Programmesana. Programmeésanas
valodas

Datorprogrammeésana jeb programmeésana ir datorprogrammas izveides process.

Tas ietver datorprogrammas pirmkoda projektéSanu, rakstiSanu, atkludoSanu, testéSanu un uzturéSanu.
Sis pirmkods tiek rakstits kdda programmésanas valoda. Programmésanas noliiks ir izveidot lietojamu
programmu, kas atbilst iecerétajai darbibai un parametriem. Sis process bieZi prasa ipasas zinaSanas
daudzas dazadas jomas, pieméram, programmas pielietoSanas sféra, specializétu algoritmu parzinasanu
un formalo logiku.1

Programmeésanas valoda - formala valoda, kas kalpo datorprogrammu aprakstam.2

Musdienas programmeésSanas valodu zinaSana un prasmes programmesana paver plasas iespéjas darba
tirgl. Saskana ar Eiropas Komisijas datiem IKT nozare strauji attistas un ik gadu rada aptuveni 120000
jaunu darba vietu. Prognozes liecina, ka laika posma hdz 2020. gadam Eiropa varétu pietrukt pat dz
900000 kvalificetiem IKT darbiniekiem.

Ik dienas medijos paradas informacija par izveidotajiem topiem visdazadakajas jomas: muzika, maksla,
sporta, auto rupnieciba, modes industrija un daudzas citas. Iznémums nav ari programmeésanas valodas.
lepazisimies ar vietné www.techworm.net publicéto programmeésanas valodu topu 2017. gada un
pieversisim uzmanibu, ka daudzas no Sim valodam tiek izmantotas ari sp€lu programmesana.

1.-Java

Java ir programmeésSanas valoda, kas izstradata pagajusa gadsimta 90. gados. Ka Sis valodas priekSrociba
tiek uzskatita spé€ja darboties uz dazadu platformu operétajsistemam, platformam un iericem. To izmanto,
pieméram, Android lietotnu, video spélu un daudzu citu digitalo riku programmeésana.

2.-C

C, kas ir valodas C++ prieksStece, radita pagajusa gadsimta 70. gados un Sobrid ir vecaka no pieprasitajam
programmeésanas valodam. Musdienas ar tas palidzibu raksta operétajsistemu kodus, ka ari kodus
dazadam citam sistémam. Profesionali, kas prot programmeét valoda C, darba tirgu tiek |oti augstu
noverteti.

3.-C++

1 https://Iv.wikipedia.org/wiki/Programm%C4%93%C5%Alana
2 https://Iv.wikipedia.org/wiki/Programm%C4%93%C5%Alanas_valoda



https://lv.wikipedia.org/wiki/Datorprogramma
https://lv.wikipedia.org/wiki/Pirmkods
https://lv.wikipedia.org/wiki/Programm%C4%93%C5%A1anas_valoda
https://lv.wikipedia.org/w/index.php?title=Form%C4%81la_valoda&action=edit&redlink=1
https://lv.wikipedia.org/wiki/Datorprogramma
http://www.techworm.net/

Jau vairak neka desmit gadus C++ popularako programmeésanas valodu topa ir atrodama starp treSo un
piekto vietu.

Tiek uzskatits, ka C++ salidzinajuma ar C ir vienkarSaka. Ar Sis valodas palidzibu raksta, sakot no
parlukprogrammam [idz pat datorsp€lém. Pazistamas operétajsistema Windows programmeésana liela
mera ari ir izmantota valoda C++.

4. - C#

C-Sharp izstradajusi un ikdiena izmanto kompanija "Microsoft" platformai ".NET". Ar Sis valodas palidzibu
visbiezak arT tiek veidotas Windows operétajsistemas.

5. - Python

Python ir plasi izmantota augsta lImena programmeéSanas valoda, turklat vienkarSa. Tas ietvaru
(framework) Django izmanto |oti plasi, sakot no NASA un Google [idz pat Instagram un Pinterest. Tiek
uzskatits, ka zinaSanas Python programmeétaja karjeras izaugsme ir bitisks faktors.

6. - PHP

PHP (hiperteksta Pre-procesors) ir servera puses programmeésanas valoda, ko var izmantot, lai izveidotu
interneta lapas, kas rakstitas HTML. Ta tiek izmantota vairak neka 80 % pasaulé izstradato majas lapu,
taja skaita Facebook, Wikipedia, Tumblr un WordPress. PHP ir |oti populara jauno programmeétaju vidu.

7. - JavaScript

JavaScript musdienas ir viena no izplatitakajam programmeésSanas valodam. JavaScript tiek izmantota,
pieméram, lai izveidotu interaktivas un animétas majas lapas, ka ari spéles interneta. JavaScript ir
saderiga ar visam parlukprogrammam, un ta izmanta vairak neka 90 % visu timek|a lapu.

8. - Visual Basic .NET
Visual Basic .NET ir izstradajis uznémums Microsoft, un ta ir valodas VisualBasic péctece.
9. - Delphi/Object Pascal

Delphi ir programmeésSanas valodas Turbo Pascal péctece. Pirms paris gadiem Delphi popularitate
samazinajas, un ta programmu topa ienéma vien 20. vietu, savukart 2017. gada februari ta jau atkal bija
atrodama pirmaja desmita.

10. - Perl

Perl sakotneji tika izstradata 1987. gada ka universalu UNIX skriptu valoda, lai zinojuma apstradi padaritu
vieglaku. Musdienas Perl izmanto sistémas administréSanas, tikla planoSanas, finansu, bioinformatikas
un citu lietojumprogrammu izstrade.



http://www.delfi.lv/temas/microsoft
http://www.delfi.lv/temas/windows
http://www.delfi.lv/temas/nasa
http://www.delfi.lv/temas/google
http://www.delfi.lv/temas/instagram

Datorspeles jedziens

Kas ir datorspéle?

Portala www.letonika.lv Terminu un svesSvardu skaidrojoSaja vardnica pieejama Sada definicija:3
Datorspele - izplatits izklaidéSanas veids, izmantojot datoru interaktiva rezima. Datorspéles aptver plasu
intereSu loku - sakot no alfabéta maciSanas maziem bérniem lidz Saham, kara spélém, ka art dazadu
sadzives un ekonomikas problému risinaSanas algoritmu mekléSanai.

Musdienas jeédzienu "datorspéle” dzirdam |oti bieZi, un pasaulé ik dienas tiek radits liels daudzums dazada
satura datorspé|u. Rodas jautajums, cik sena ir datorspé|u raSanas vésture un kad tika izveidotas pirmas
datospéles?

lepazistoties ar dazadiem informacijas avotiem jasecina, ka tajos publicéta informacija atSkiras,
pieméram, vietné Inside Gaming# minéts, ka pirma spéle, kura simul€ja raketes tuvoSanos merkim, tika
radita 1947. gada. 1952. gada A.S. Duglass (A.S. Douglas) radija krustinu - nulliSu spéli OXO. Pastav ar
uzskats, ka pirma datorspéle tika radita 1958. gada. Spéles autors Viljams Higinbotams (William
Higinbotham) radija loti vienkarSu tenisa simulatoru.

Savukart, ka liecina 2007. gada zurnala “Sakaru pasaule” publicéta informacija, tad pirma datorspéle tika
izveidota 1962. gada. Programmeétaja Stiva Rasela (Steve Russell) vadita MIT (Massachusetts Institute of
Technology) programmeétaju grupa, iedvesmojoties no E. Smita fantastikas gramatam, izveidoja pirmo
datoru videospéli ar nosaukumu “Kosmosa kari” (SpaceWar).

Spéli “SpaceWar” varéja spélét divi spélétaji, kas vadija brunotus kosmosa kugus, kuri mégina viens otru
saSaut, manevréjot zvaigZnu gravitacijas laukos. Katram kugim bija ierobeZots ladinu un degvielas
daudzums. Pirmajas versijas zvaigznes izplatijuma generéja nejauso skaitlu generators, tacu vélak spéle
tika papildinata ar kodu, kas atainoja pec realam zvaigznu kartém veidotu debesjumu. Tas IEnam roté€ja,
vienlaikus Jaujot aplikot 45 procentus nakti redzamo zvaigznu. Spélétaju uzdevums bija satriekt pretinieka
kosmisko kugi, necieSot apSaudé un nenok|istot bistami tuvu zvaigzném. Sis spéles veids desmit gadus
vélak tika nosaukts par arkadi, iespaidojoties no gaitena ar arkveida parsegumu, kura tradicionali tika
izvietoti spélu automati.

Divus gadus péc spéles pabeigSanas studentiem saka Skist, ka datu ievade no klaviatlras neatbilst spéles
ideologijai. Datorspéles projekta dalibnieki Alans Kotaks un Roberts Sanders, izmantojot Stiva Rasela
ideju, izveidoja jaunu vadibas ierici - pirmo dZoistiku. Ar ta kreiso sviru varéja stirét kugus, bet ar labo -
regulét parvietoSanas atrumu. Dzoistikam bija ari poga rakeSu palaiSanai. PE&c neilga
laika SpaceWar oficiali tika atzita par pirmo videospéli.

3 http://www.letonika.lv/groups/default.aspx?r=1107&g=datorsp%C4%93le&id=2072173&g=1
4 http://old.pvg.edu.lv/datori/konkursi/2011_web/Kristaps_Znotins/vesture.htm



http://www.letonika.lv/
http://en.wikipedia.org/wiki/Massachusetts_Institute_of_Technology
http://en.wikipedia.org/wiki/Massachusetts_Institute_of_Technology

Datorspélu izstrades industrija ir attistijusies |oti atri. Musdienas kaut ari sakam “datorspéle”, tomér Sim
jédzienam ir daudz plasaka nozime, jo més vairs nerunajam par spéles spéléSanu tikai datora, izmantojot
dZoistiku. Spélu ierices attistijusas un varam izmantot gan virtualas realitates brilles, gan izliektus
monitorus, daudzkanalu austinas un citus risinajumus, kas spélétajam nodroSina daudz lielaku klatbutnes
efektu spé|u pasaul€, ka ari piesaista daudz vairak spélétaju.

Datorspeles izstrades process

Datospéles izstrades process, lidzigi ka filmas izstrades process, ietver vairakus svarigus un sava starpa
cieSi saistitus posmus.

Spéles koncepcijas izstrade

Datorspéles izveidé pirmais posms ir speles koncepcijas izstrade, kura laika tiek apspriesta spéeles ideja
un tas attistiba. Pati spéles ideja ir loti nozimigs faktors spéles izveides procesa, jo originala, patérétaju
pieprasijumam un datorspélu attistibas tendencém atbilstoSa ideja noteikti ir svarigs priekSnosacijums
pozitiva rezultata sasniegsanai.

Datorspéles izstrade sakas ar tas projektésanu, kad tiek veidots spéles dizaina dokuments, kura apraksta
spéli un tas funkcijas. Uznémumos, kas darbojas spé|u izstrades joma, projekt€Sanas posma kopa
darbojas specialistu komanda, kas sastav no programmeétajiem, maksliniekiem, skanu inZenieriem un
dizaineriem.

BieZi vien, runajot par spéles vai art majas lapas dizainu, tie, kas nav Sis jomas specialisti, iedomajas tikai
vizualo noforméjumu, tacu ta tas nav - jédzienam dizains ir daudz plasaka nozime.

Spéles dizaina dokuments sastav no trim dajam:

e Spéles koncepcijas apraksts;
e Spéles vizualais noforméjums;
e Spéles tehniskais dizains.

Kad spéles izsrades komandai ir skaidrs sasniedzamais rezultats, notiek nepiecieSamo resursu
planoSana, apzinaSana. Tiek domats, kadi riki nepiecieSami, kadi specialisti, sadarbibas partneri
iesaistami, ka ari saskana ar veicamajiem darbiem tiek izveidots laika grafiks, kura norada, kados terminos
ir japaveic konkréti uzdevumi.

Datorspeles izstrade

Kad spéles izstrades komanda ir gatava darbam - ir skaidra koncepcija, ir nepiecieSamie resursi, ka ari
izstradats laika grafiks, var sakties datorspéles izstrades posms, kas atkariba no produkta sarezgitibas
pakapes var ilgt no viena lidz daudziem ménesiem.




Uznémumi, kas darbojas datorspé|u izstrades joma, uzreiz neizstrada gatavu produktu, Saja gadijuma
spéli, bet gan tas prototipud - paraugu vai modeli, kas tiek testéts, parbaudits un nepiecieSamibas
gadijuma pilnveidots.

Testédanas laika ir svarigi novertét spéles kvalitati, sameklét visas iesp&jamas k|udas. Japiebilst, ka Saja
posma iesaistas ne tikai pasi spéles veidotaji, kuri jau ir pazistami ar produktu, bet tiek veidotas ari fokusa
grupas, kas sastav no neatkarigiem ekspertiem. So papildus iesaistito cilvéku uzdevums ir novértét spéli
kopuma no dazadiem aspektiem, atseviSkus tas elementus, sniegt informaciju veidotajiem par pozitivo,
ka ari par trikumiem, ko vini ka datorspéles izméginataji ir pamanijusi.

TestéSanas process var tikt atkartots vairakkart, lidz tiek uzskatits, ka vairak kludu un nepilnibu nav un
var tikt izstradats datorspéles galigais variants.

Datorspéles izplatiSana

Kad datorspéle gatava, to ir nepiecieSams eksportét un publicét, lai ta butu pieejama ikvienam
interesentam. Japiebilst, ka musdienas dominé datorspélu izplatiSana tieSsaiste.

Lai atvieglotu spélu pardoSanu, dazadi spelu izstrades uzneémumi ir radijusi savas tieSsaistes platformas,
pieméram, viena no tam ir Games Marketplace.

Datorspelu izstrades programma
Construct 2

Construct 2 ir programma, kas paredzéta 2D spé€lu
veidoSanai. Ta |auj ikvienam veidot spéles bez
zinaSanam un prasméem programmesana.

Construct 2 redaktors ir piemérots lietoSanai tikai
operétajsistema Windows, tacu raditas spéles var
spélet jebkura vide.

The Construct 2 start page

5 http://termini.lza.lv/term.php?term=prototips&list=prototips&lang=LV



https://marketplace.xbox.com/lv-LV/
https://www.scirra.com/construct2

Jauna projekta saglabasana

Lai programma Construct 2 uzsaktu jaunu projektu, klikSkina uz File, péc tam uz New.

D He - Q&5

Recent Projects
Hew
1 StandardPortraitd -3

Ka redzams, tiek piedavatas daudzas iespéjas:

i 4
Select template or example

Select a template to start with or an example to open: @
Hew empty SD landscape 16:9 project -
Create a new empty project with a standard definition 16:9 landscape screen.

im

New empty SD portrait 16:9 project
Create a new empty project with a standard definition 16:9 portrait screen.

Hew empty HD landscape 720p project
Create a new empty project with a high definition 720p (16:9) landscape screen,

Create a new empty project with a high definition 720p (16:9) portrait screen.

MNew empty HD landscape 1080p project
Create a new empty project with a high definition 1030p (16:9) landscape
SCTEEM,

New empty HD portrait 1080p project
Create a new empty project with a high definition 1080p (16:9) portrait screen.

N
N
5 ey ot iy o
N
N
&

Template: Platformer
A

it arith = bmmie el S e e =

Help Cpen ] [ Cancel

Soreiz izvélésimies New empty HD portrait 1080p project - spéles loga attieciba bus 16:9, un ta
novietojums - Portretorientéts. NoklikSkinot uz pogas Open, atvérsies logs, kura ievada datus par projektu:
ta nosaukumu, versiju, aprakstu utt.

10




r{gﬁ) =N ahiss ° & = Construct 2 (free edition) - Layout 1 E@u‘

Home View Events Upgrade = o
Properties o X Layout1l < r Event sheet1 Projects o X
8 4 [ New project* -
= About - a [ Layouts

Name New project (& Layout1

Version 1000 a [ Event sheets

Deseription .E\rent sheet1

D com.mycompan.. = Obje.c.t types

Author = [ Families

Email & Sounds

- & Music

Website http:// a B Files -
B Project settings €| Projects | Layers

First layout (default)

Use loader layout Mo Shyisis E

Pixel rounding Off Al 'Layout 1" ohjects Q

Preview effects Yes
Window Size 1080, 1920
E Configuration Settings

Preview browser (default)

Fullscreen in bro... Letterbox scale

Fullerreen cralinn Hinh aualits ¥4

4 LU} r Objects | Tilemap
Ready | Events: O Active layer: Layer 0 Mouse: (438.0, 1050.0, 0) Zoom: 100%

Japiebilst, ka identifikatoru vélak izmanto, ja velas spéli publicét Google Play vai App Store.

@D He- QR

Properties
T= A

= Z

= About

Marne
Wersion
Description
i}
Author
Emnail
Website
B Project settings
First layout

Use loader layout

Pixel rounding
Preview effects
Window 5ize

WView Events L
14
e
Colours
1.0.00
The first game

COMLMyCompan..,

hittp:/

(default)
Mo

Off

Yes

1080, 1920

11



Lai izveidoto projektu saglabatu viena faila, izvélas File/Save As Single File. Ja planots darboties komanda,
tad izdevigak butu saglabat mapé File/Save As Project, kas vélak laus izmantot versiju kontroles sistémas.

Vienkarsas spéles izveide
Péec projekta saglabasanas ir pieejamas divas cilnes: Layout 1 un Event sheet 1.

Pirmaja no tam bus apskatams spéles ekrana izkartojums ta, ka to redzes speléetajs, otraja tiks atspoguloti
notikumi. Saja gadijuma Layout 1 tiks izmantots spéles pirmajam limenim. Cilnes nosaukuma mainai
uzklikSkina uz tas sadala Projects, péc tam sadala Properties ieraksta jauno nosaukumu.

Ka redzams attéla, Layout 1 tika nomainits uz Level 1.

@B~ O = e
Haome View Events - o

Properties o = Projects o X
=7 4 [ Colours® -
B Layout properties 4 [ Layouts
Mame Levell [ Levell
Event sheet Event sheet 1 4 [ Event sheets L
Active layer Layer 0 .E‘-fEr'It cheet 1
Unbounded scro.. Mo g - _|E_r|:.tt:,rpe5
Layout Size 2160, 3840 i ;"”'E'IES 1
ounds
Margins 500, 500 B Music
= Effects . o+ B Files il
Add f edit Effects £ Projects [RISUEE
Project Properties View
.. _— . . Objects o=

Sadala Layout Size nomaina armt maketa izméru uz tadu, kadu sakuma noradija loga izméru - 1080x1920.

Home View Events |

Properties o x
= A
= Z

B Layout properties

Mame Level1l
Event sheet Event sheetl
Active layer Layer
Unbounded scro... Mo
= Layout Size 1080, 1920
Width 1080
Height 1820

12




Lai spéelei pievienotu objektus, baltaja laukuma veic klikSki ar peles labo taustinu un izvélas Insert new
object.

Levell x| Eventsheetl |

Insert new object

Eb

Z Order 4
Align [ 3

Edit event sheet

Atveras logs Insert new object, kura tiek piedavatas dazadas iesp€jas:

-
Insert New Object . — -

Double-dick a plugin to create a new object type from: ﬁ) |

Data & Storage

H @ & «

Array Dictionary  Local storage XML

| »

m

Form controls

O 2 = = 4 [ |

Button File chooser List Progress bar Slider bar Text box |
General

L] Ir---'l

im 2 @ 4= BB T

me—ap | S )

3-patch Function Particles Shadow Light Sprite Sprite font Text

“a -

—i_a [T ——

MName when inserted:  Array

Description:  Store an array of values in up to 3 dimensions. - Mare help on "Array’

e o) e J

13




Lai pievienotu Zimétus objektus, izvélas sadalu Sprite (objekts - attéls).

Loga Name when inserted ievada jauna objekta nosaukumu un noklikSkina uz Insert. Japiebilst, ka
programma nelauj ievadit nosaukumu, kura starp vardiem ir atstarpes.

Mame when inserted: | FigureMol

Description:  An animated object that is the building block of most prajects. - More help on 'Sorite’

Ar peles kreiso taustinu veic klikSki laukuma, kur ievietos jauno objektu. Atveras vairaki logi.

Logs Edit image, kura zZimé jauno objektu, ka arm Animations un Animation frames, kuros darbojas ar

animacijam.

Home View Ewv

Properties

T= A
= Z

El Animation 'Default’ properties

Speed 5
Loop Mo
Repeat count

Repeat to 0
Ping-pong Mo

More information Help

-

Ready

Construct 2 (free edition) - Colours.capx - Level 1 o | & Py
7 -

¢ Editimage: FigureNol (Default, frame 0) ﬁ Animations @ = o

- — ax
OFBGESe XOB @$92¢ 47/ QQQ @ || Dok 1 A
@ I .
e
Ve
O -

ax
/ L
. v
Fol
FigureMol
€1
4 3
100% Mouse: -108, 76 250 x 250 PNG-32
1 !nlmaﬂon #ames m =]
Objects | Tilemap
a
Mouse: (5710, 1209.0, 0) Zoom: 100%

Ja nepiecieSams, var mainit loga objekta izmérus. NoklikSkina uz pogas Resize.

X

. Edit image: FigureNo1 (Default, frame 0)

IwBRElc Y\DR «$9¢C 07 QAQ|@

H
Leed

[ 2 Resize i

P

Atveras logs, kura norada nepiecieSamos izmérus. Ka redzams attéla, jaunais izmérs bus 20x20 pikseli.

14




- N
Resize image canvas

Width (pixels): 20

Height (pixels): 20

Image: |Stretch -|

[ Apply to whole animation

[ Ok ” Cancel ]

Lai Ziméto objektu aizpilditu ar krasu, noklikSkina uz pogas Fill.

w’} Edit image: FigureMNol (Default, frame Q) | 28 |

IR e YOR &$492¢ 37 QAQQ @

L‘&ﬂ}ian\\\qa
3

Kad objekts nokrasots izvélétaja krasa, logu Edit image var aizvéert. UzklikSkinot uz objekta, var mainit ta
izmerus, ka ari parvietot.

B -Q &S Construct 2
Home View Events Upgrade

Properties a = Level 1 xr Event sheet 1 ]
Z=gs

= Z O a a

E Object type properties A 5 E’D

Mame FigureMol
. T O a O
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Péc objekta izveidoSanas tas redzams ari sadala Projects.

Objects o =

FigureMol

Lai Ziméjumam pievienotu vél vienu tiesSi tadu pasu objektu, izmantojami vairaki panémieni: viens no tiem
- objektu no sadalas Projects ievelk maketa Levell, var izmantot arT pazistamas komandas Copy un Paste.

Ka redzams attéla, ieguti divi vienadi kvadrati.

ia? =l abhis o ﬁ = Construct 2 (free edition) - Colours - Level 1 ‘ =3 | El ﬂh1
Home View Events Uparade -0
Properties Bx Level 1 Xr Event sheet 1 w | Projects 3 x
28 - a [ Colours* -
= Layout properties a [y Layouts
Mame Levell [ Levell |
Event sheet Event sheet 1 4 [y Event sheets 3
Active layer Layer0 .E\.rent sheet1
Unbounded scro... No 4 [ Object types
El Layout Size 1080, 1920 Figurel
Width 1080 FigureNol
Sprite
Height 1320 it il
Margins 500, 500 & Projects | Layers
B Effects i
Add [ edit Effects £ || Objects 3 X
Project Properties View (%)
More information Help FigureNiol

Uzklikskinot uz katra no objektiem, var mainit ta izméru un novietojumu. Pieméram, viena no taisnsturiem
jaunais izmeérs ir 70x20, savukart otrs tiek parvietots zemak, ta izmers ir 120x20.

1355 Hwe -~ ° ﬁﬁ Construct 2 (free edition) - Colours - Level 1
Home View Events Upgrade
Properties Ix Level 1 Xr Event sheet 1
2%
= Object type properties -
Name FigureMol
Plugin Sprite
uiD 3
Global Mo L
E Common 1
Layer Layer0
Angle 0
Opacity 100
Position 564, 1226
=l Size 120,20
Width 120
Height 20
B Instance variables
Add [ edit Instance variables
= Behaviors = ° =
Add / edit Behaviors ” ”
[ Fffartc b’ a a a
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NakoSaja soli figuru skaitu papildina ar divam jaunam - zalu un oranzu rinki. Baltaja laukuma veic klikski
ar peles labo taustinu un izvélas Insert new object. PEc tam atkal izvélas sadalu Sprite. Lai uzzimétu zalo
rinki, izv€las instrumentu Brush. Jauno objektu nosauc FigureNo2.

Lai iegutu rinki, jarikojas sekojosi: izveélas zalo krasu un otas izméru mazaku neka laukuma izmérs,
pieméram, 195. Tiek piedavats izvéléties ari otas cietibu. Saja gadijuma ir izvélets maksimali iesp&jamais
- 200. Jo lielaka otas cietiba, jo noteiktaka rinka kontura. Jo Sis parametrs mazaks, jo kontura vairak
izpludusi. Peles raditaju novieto attéla vidu un veic vienu klikski ar peles kreiso taustinu, tiek ieguts rinkis.

-,

. Editimage: FogureMo2 (Default, frame 0] =
OeBeceec OO 320 372 QAQAQ @
P Sige 195 +| Hardness 200 % [ smooth
(’ Ed
4
/]
/7
O
f
£

4 5
100% Mouse: -108.137 250 250 PMNG-32

Talak nepiecieSams apgriezt attélu atbilstosi rinka lielumam. Sim noliikam izmantoi riku Crop transparent
edges.

F .+ Edit image: FigureNo2 (Default, frame 0) ﬁ
mBECcSe XDn e¢¢2e s QaAQ|@
P Size 195 71| Hardness 200 % DSmnDI{tl'_ Crop transparent edges

- |
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@ Edit image: FogureNo2 (Default, rame n)-
I WBRCPC XDB % +9C B/ QQAQ @
See 195 & Hardness 200 2] []Smooth
o "
4
Ve
O
(9%

Vd
&
it
‘ i
100% Mouse: 300, -44 197 197 PNG-32

Ka redzams, péc Sis komandas izpildes attéla izmeérs ir 197x197.

Ja talaka spéles izstrades gaitad planots, ka rinkis griezas, tad jau tagad var noradit, kur atradisies ass
(punkts), ap kuru tas griezisies. NoklikSkina uz Set origin and image points.

r{& Edit image: FigureNo2 (Default, frame 0)
OwBeacfc | Xbb @420 47 QaQ @
i X % =) v o0 [

g Image points @
& + /03
./ Mame Mumber
- 0
/ 4+ Origin
O
&
L
8
v 1
4 3
100% Mouse: -138, 165 197 x 197 PMNG-32 Origin: 96, 110
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Atveras dialoga logs Image points, kura ar labo taustinu noklikSkina uz Origin un izvélas Quick assign, pec
tam - Middle.

Image points E

+ /20 % &

Mumber

Add image point
Fename

Delete

Apply to whole animation
Apply to all animations

Quick assign 2

Help on image points

Fa

Origin: 96, 110

- =t

Top-left
Top
Top-right

Left
Middle
Right

Ka jau ieprieks tika teikts, kopuma spélé nepiecieSami 2 rinki, tapéc izveido vél vienu rinki, tikai oranza

krasa.

@B QXS Construct 2 (free edition) - Colours - Level 1 EIEM1
Home View Events Upgrade = o
Properties nox Levell x| Eventsheetl | ~ | Projects o x
8 - 4 [ Event sheets -
E Layout properties _ Event sheet1

MName Levell a [ Object types

Event sheet Event sheet1 |7 FigureNal

Active layer Layer 0 [ ] F?gureNoZ

Unbounded scro.. Ne [ ] F_'_QU'EN‘ﬁ
B Layout Size 1080, 1920 : ;ZL":::

Width 1080 .
: I Music
Height 1920 P Filee i

Margins 500, 500 ]‘L Projed:s[ Layers
B Effects

Add / edit Effects H s s
Project Properties View Al 'Lewel 1' objects
More information fele . FigureMol .FigureNoZ

.Figurel\l03
I
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Ta ka spélé tik lieli rinki nebus nepiecieSami, tos samazina. Sadala Properties tiem iestata izméru 50x50
un péec novieto virs taisnstiriem, bet vienu rinki tieSi zem otra. Japieveérs uzmaniba, lai sakristu to
koordinate x, kas konkrétaja gadijuma ir 557.

@BE e~ - QR Construct 2 (free edition) - Colours - Level 1 @Elg
Home View Events Upgrade = o
Properties X Level 1 xr Event sheet 1 ] w | Projects r X
E=gh - 4 [ Event sheets -
= Layout properties Event sheet 1
Mame Level 1 4 [ Object types
Event sheet Event cheet1 |i F!gureNol
Active layer Layer0 (1) Figureo2
Unbeunded scro.. No F. EllsureNOB
= Layout Size 1080, 1920 I I Families
R & Sounds
Width 1080 .
- & Music
Height 1920 .
- a [ Files
Margins 500, 500 » [ lcons
E Effects 2
Add / edit Effects & Projects | Layers
Proje:?t Propert.les Miew Objects T
More infoermation Help =
Al 'Level 1' objects (1]

. FigureMNol . FigureMo2

.FigureND3

‘ w1 v Objects | Tilemap
Ready | Events: 0 Active layer: Layer 0 Mouse: [685.0, 985.0, 0] Zoom: 100%
@ =N 2 ks o ﬁf Construct 2 (free edition) -
Home View Events Upgrade
Properties ax Levell x| Eventshestl |
= A
= Z
El Object type properties -
Mame FigureMo2
Plugin Sprite
UID ]
Global Mo

= Common

Layer Layer0
Angle 0
Opacity 100
=l Position 557,792
X 557
Y 792
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Turpindjuma janorada, ka rinki kustéties. Tiek piedavatas dazadas iespéjas, bet musu apskatitaja varianta
rinki viens pie otra pievilksies. lzvelas zalo rinki un sadala Properties noklikSkina uz Behaviors, atveras
dialoga logs, pieméram, FigureNo2:Behaviors, kura izvélas Add new.

(B Be-~ QN

Properties

= A
= Z

E Common
Layer
Angle
Opacity
= Position
X
¥

= Size
Width
Height

= Instance variables
Add [/ edit

B Behaviors
Add [ edit

Construct 2 (free e@n] - Coloui

View Events Upgrade
1 X Levell x| Eventsheetl
r
Layer( m a a
0
100 a g—| o
557, 792
557 S
797 FigureMo2: Behavicrs
50, 50 S0
50
"o Addnew)  Tee
50 A
Instance variables
Behaviors

Atveras logs, kura izvélas sadalu Physics un noklikSkina uz pogas Add.

-
Add behavior

_—
Double-dick a behavior to add: 2
Wrap
|l
Movements
[ S F ] L
o2 W X W -
ey T4 A" u B
& Direction Bullet Car Custom Pathfinding
Maovement
O :
£ C 2 ,
Physics Platform Rotate Turret

Help

A solid the Platform behavior can also jump on to from underneath.

Add ] [ Cancel
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FigureMNo2: Behaviors \El

+/7 0TS
Mame Type

EG,’; Physics Physics

Péc So darbibu izpildes logu var aizvert.

Sadala Properties zem Behaviors tagad ir paradijusies apak3sadala Physics, kura var noradit dazadas
Tpasibas.

Properties o=
= 2
X 557 -~
Y 792
= Size 50, 50
Width 50
Height 50
= Instance variables
Add / edit Instance variables
= Behaviors
B Physics
Immovable Mo

Collision mask  Use collision pol...
Prevent rotat.. Mo

Density 1
Friction 0.5
Elasticity 0.2

Linear darnpi.. 0
Angular darn... 001

Bullet Mo
Initial state Enabled
Add / edit Behaviors
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Norada, ka musu figura ir apala

. lerakstam Collision mask pretim izvélas Circle.

@ B ey 05

Construct 2 (free edition) - Colours - Level 1

Home View Events Upgrade = &
Properties o x Level 1 < r Event sheet1 ] w | Projecs &
E=nfs - 4 [ Event sheets -

X 557 - Event sheet1
¥ 792 a o @ 4 [ Object types |
B Size 50, 50 FigureMol
Width 50 a (| a { FigureMo2
Height 50 . EisureNoB
= Instance variables q ° 3 & Families £
Add [ edit Instance variables ek Sour?ds
E Behaviors ek MUSIC
4 [ Files
B Physics i [ Icons
Immovable MNo L 8 kv
Collision mask Circle El 3 £ | Projects | Layers
Prevent rotation Mo E Objects -
Density 1
Friction 05 All'Level 1' objects 1)
Elasticity 0.2 FigureMol \:: FigureNo2
Linear damping 0 et
Angular damping 001 .FigureNoE
Bullet Mo
Initial state Enabled
Add [ edit Behaviors
=2 Effects
Blend mode MNormal b

Collision mask

How the object collides in the physics simulation. -
1 m [ Objects | Tilemap
Ready | Events: 0 Active layer: Layer 0 Mouse: [353.0, 939.0, 0) Zoom: 100%

TieSi tadas paSas darbibas veic ari saistiba ar oranzo rinki.

Lai apskatitos, ka kustas rinki, noklikS8kina uz pogas Run layout vai ari nospiez tastaturas taustinu F5.

@ Be-~ O

Home (@) Run layout

Properties

z1

Y=

1

Run the current (or last active)

layout,

Atveras interneta parlukprogrammas logs, kura redzams, ka abi rinki krit lejup.
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| Colours (Construct 2 pre. X

Rinki kustas, taCu pagaidam gan tie neatduras pret dzeltenajiem taisnstlriem, bet it ka parshd tiem pari.
Turpinadjuma norada, ka taisnsturi ir nekustigi. Rikojas lidzigi, ka ar rinkiem, un sadala Physics pretim
TpaSibai Immovable norada Yes. Tas nozimée, ka figura bus nekustiga.

Savukart pretim Collision mask izvélas Bounding box. Tas nozimé€, ka objekta robezas sakritis ar attéla
robezam.

“ Haome View Events Upgrade

Properties o =
= A
= Z

Opacity 100 .
+ Position .
+ Size L 20

Add / edit Instance variables

Immovahble Yes

Collision mask Bounding box El
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Péc So darbibu veikSanas, apskatot spéles maketu, redzams, ka rinki atrodas uz taisnsturiem un vairs
nekrit lejup. Turpinajuma butu japanak, lai pieskaroties dzeltenajiem taisnsturiem, tie pazustu (tos varétu
nonemt). Projektam pievieno objektu Touch.

-

Insert New Object

Double—dick a plugin to create a new object type from:

] GO
Tiled Tilemap
Background
Input
Gamepad Keyboard Mouse
Media
) H w
Audio Geolocation  User Media
Monetization
Admob Ads IAP pubCenter

Video

m

MName when inserted:  Touch

Descripion:  Retrieve input from touchscreen devices, and access device orientation and motion. -

Maore help on Touch'

Help

[ Insert ][ Cancel

)

Atver cilni Event sheet 1. Tuk3aja laukuma zemak veic klikSki ar peles labo taustinu un izvélas Add event
vai art izpilda dubultklikski.

levell ~  Eventsheetl x|

To start adding events, right-click, double click, or click "Add event'.
Events are run from top to bottemn once per tick (i.e. at the framerate).
Right-click and select 'Help' for more information.
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Atveras logs, kura izvélas objektu Touch un noklikSkina uz pogas Next.

f — T
Add event -
Double-dick an object to create a condition from: @ J
3 ® 0 ¢
System FigureMo1 FigureMo2 FigureMo3 | Touch ¢
|

NakosSaja soli izvélas notikumu, kuru vélas apstradat. Konkrétaja gadijuma tas bus On tap object.

r S T
Add event -
L
Triggered when a tap gesture is made on an object. @
Gestures
./,.J On double-tap ./,.J On double-tap object
g On hold & On hold over object
& On tap E;g on 13& nbie@
Orientation & motion
‘{;J Compare acceleration ‘irj Compare orientation l
Touch
{;J Compare touch speed {PJ Has Mth touch
4 Is in touch 4y Is touching object
& On any touch end & On any touch start
g On Nth touch end g On Nth touch start
& On touched object I
N
Help on Touch' conditions Back ] [ Mext ]
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Atkal noklikSkna uz pogas Next. NakoSaja soli izvélas objektu, uz kura “uzkaps” - FigureNo1, un noklikSkina
uz pogas Done.

i N

Parameters for Touch: On tap object

Choose the object to check.

Object
FigureMao1

Help on expressions Back ] [ Done

Péc dialoga loga aizvérSanas sadala Event sheet 1 redzams pirmais notikums, kas norisinasies tad, ja
spéléetajs “uzkaps”uz dzeltena taisnstura vai ari noklikSkinas uz ta ar peli.

levell - Eventsheetl x| -
I}{;JTouch On tap gesture on
- FigureNol

Kas notiks ar objektu, kuram uzklikSkinas vai uz kura “uzkaps”? Lai izveéletos darbibu, klikSkina uz Add
action.

levell ~  Eventsheetl X -
1 I&{;JTﬂ-uch On tap gesture on Add action
FigureNol

Atveras logs Add action, kura izvelas nepiecieSamo objektu un noklikSkina uz pogas Next.
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il 1
Add achon

Double-dick an object to create an action from: .G')
¥ o o
System FigureMol : FigureMo2 FigureMao3

NakoSaja soll jaizvélas kada konkréta darbiba. Ta bus objekta dzéSana, tapéc izvélas Destroy un
noklikSkina uz pogas Done.

r -
Add action -

Destroy the object. @

0 setvalue ¥ subtract from -
U Toggle boolean

Misc
I Destroy: | set colisions enabled
Set from JSOM | Spawn another object
Physics: Forces
@S.ﬁq:lply force @S.ﬁq:lply force at angle =
@Sﬁ.pply force towards position @Sﬁ.pply impulse
@Snpply impulse at angle @Snpply impulse towards position
@Set velocity LM
|
N
Physics: Global settings
@SEnablefdisable collisions @Set stepping iterations
! @Set stepping mode @Set world gravity
Physics: Joints I
@Creat& distance joint @Creat& limited revolute joint
@Creat& revolute joint @Remu‘ue all joints -

Help on 'Sprite’ actions Back ] [ Done ]

Péc loga aizvérSanas notikumu sadala redzama jauna darbiba.
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Level 1 Event sheet 1 bt

I=:.‘r~f1'L:.'lTn:|u-:}'| On tap gesture on Destroy

! FigureNol

Noklik8kinot uz Run layout, var apskatities, ka tagad kustésies figuras. Sakuma redzami divi dzelteni
taisnsturi, uz kuriem atrodas rinki. NoklikSkinot uz augs€ja taisnstura, tas pazud un rinkis sak krist lejup.

Programma Construct péc vajadzibas ir iesp€jams pievienot art dazadus tekstus, kas paradas ekrana, kad
veikts kads uzdevums.

Atver dialoga logu Insert new object, izvélas Sprite font, pieskir jaunajam objektam nosaukumu Text un
noklikSkina uz Insert.
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-
Insert New Object - i -

Double-dlick a plugin to create a new object type from: ﬁ)

Data & Storage

H B & «

| »

Array Dictionary  Local storage XML =
I
| |
Faorm controls I
| —]
0O & = = - '
Button File chooser List Progress bar Slider bar Text box I
General f
- — - Ir- - ':
f > Iﬁl H 1
S-patch Function Partides Shadow Light Sprite Sprite font Text

" '

] [ P——

Mame when inserted:  Text]

Description:  Displays some text on the screen using a sprite sheet. - More help on 'Sprite font’

Help [ Insert ][ Cancel ]

Atveras jauns logs Edit image, kura tiek piedavati dazadi burtu fonti. Ja logs neatveras automatiski, tad to
var aktivizét sadala Projects, veicot dubultklikSki uz objekta nosaukuma Text.

r B
{Eé) & N a e hd ° i = Construct 2 (free edition) - Colours - Level 1 . ;e @Eﬂ
Home View Events Upgrade = o
Properties x Levell x| Eventsheetl ~ | Projects o x

E=g% J - 4 [ Colours* =
[l Object type properti 4 [ Layouts
Name b Edit image: Text = [ Level 1
Event sheets
Plugin RS Bl i 20 ¢ <= =
Global IjﬁBr_"’c\J|‘X[DE|"".‘)o||121"zl|G‘l'61(i)'|a (5] Event sheet1 E
Mere information L “ E.Ql?]e_ct oypes
& A | FigureMNol
BB CDEF GH { FigureMo2
4 I JHLHMMOF ' FigureMo3
RST LN (8 Ted
/ HE&deEF @Touch
ahiJdkl mn - il
V4 opgrstuw [ Families
o =Yz0olz3 & Projects | Layers
I':I-EEIT"SQ:_H_.# i Objects X
é [ra |'_3‘q, l: 2 [_ 11 Al 'Level 1' objects
i R i
i ] :.:“_ E,(@} FigureNol i  FigureNo2
. .F\gureND3
{r
4 3
100% Mouse: 162, 30 128 x 256 PNG-32
1 L1} + Objects | Tilemap
Ready Events: 1 Active layer: Layer 0 Mouse: (733.0, 951.0, 0) Zoom: 100%

30




-

[

i@ Editimage: Text

=

ODFARBE & < | X

% 20NN @

DR e $+92¢ 7 @QQAQ | @

[ B save the image to a file ]

]

B CDEF GH
I JKELHHOF
QFEST W
Hd=2abCcdeF
ahi gkl mn
(N I - A T
LY 20123
AS&6759. |
;s T - e
- e
Fh S E o
5 £E

100% Mouse: -98, -13

128 x 256 PNG-32

Objekta Sprite font teksta attéloSanai tiek piedavati Saja attéla redzamas rakstu zimes. Lai attélu
saglabatu datora, noklikSkina uz Save the image to a file. PEéc saglabasanas logu Edit image var aizvért.

Objekta Sprite font 1paSibu sadala var noradit, pieméram, rakstzimju platumu, augstumu, teksta
idzinajumu u.tml.

Ja vélas, lai teksts sakuma nebutu redzams, pretim Initial visibility izvélas Invisible.

Properties

=

=

A
Zz

Blend mode

Add / edit
Container

Mo container
Properties

Sprite font
Character width
Character height
Character set
Text

Scale

Initial wisibility
Horizontal alignment
Vertical alignment
Hotspot
Wrapping
Character spacing
Line height

More information

View Events Upgrade

X

Mormal
Effects

Create

Edit

16

16
ABCDEFGHIKLMMNO...
Text

1

Invisible [=]

Center

Center
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r B
2B -~ Q& Construct 2 (free edition) - Colours - Level 1 E@g
Home View Events Upgrade s o
Properties o X Lewell = r Event sheet 1 ] w | Projects o ox

E=gh » | 4 [ Colours* -
E Object type properties - 4 [ Layouts
Mame Text (B Levell
Plugin Sprite font 4 [ Event sheets 3
D 5 Event sheet1
Global No | 4 [ Object types
o Common 5 | FigureNol
a a o | FigureNa2
L Layer0 -
Aayelr Uayer ‘ FigureMo3
ngle Text -
Opacity 100 — =
Position 463 007 = Fesul t a L 43| Projects | Layers
Size 200,95 1 | 'cjecs nx
B Instance variables .
Al 'Lewel 1' objects [ 1]
Add / edit Instance variables a | a -
= Behaviors FigureMNeol |FigureMo2
Add / edit Behaviors )
O Effects .FlgureNo3
Blend mode Mormal
Add / edit Effects
— - - b
1 LilJ + Objects | Tilemap
‘ Events: 1 Active layer: Layer 0 Mouse: [685.0, 763.0, 0} Zoom: 100%

Turpinajuma janorada, kas notiks ar zalo rinki, kad tas uzkritis uz oranza rinka. Sim noliikam atkal pievieno

jaunu notikumu, atlasa zalo rinki un noklikSkina uz pogas Next.

Atveras logs Add event, kura izvélas notikumu On collision with another object un noklikSkina uz Next.

r |
——l ' —
Triggered when the object collides with another object. ﬁ)
Angle -
{ /1s between angles (| Is dockwise from
{Is within angle
i Animations o
I (| Compare frame | Compare speed 1
{1z playing & Onany finished I
; & 10n finished & )0n frame changed I
i L {
i Appearance ||
i { |Compare opadity | 1s flipped |
() Is mirrored { Is visible i
|| -
Collisions
| e .
{ | Collisions enabled {_Is overlapping another object
! {Is overlapping at offset 2 On collision with another ohject
Instance variables
§ Compare instance variable ¥ Is boolean instance variable set
) Pick highestlowest 2
Help on "Sprite’ conditions Back ] I Mext
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Péc tam loga Object izvélas oranZzo rinki, ar kuru notiks sadursme, un noklikSkina uz Done.

Kad notikums pievienots, noklikS8kina uz Add action, izvélas objektu Text un noklikSkina uz pogas Next.
Atveras logs Add action, kura izvélas Set visible un noklikSkina uz Next.

Add action

-

Set whether the object is hidden or shown.

2

Angle
Rotate dockwise
Rotate toward angle
Set angle

Appearance
Set blend mode
fx Set effect parameter

i

Instance variables
W addto
U Set value
¥ Toggle boolean

Misc
Destroy

Size & Position

Mowve at angle

Rotate counter-dockwise
Rotate toward position
Set angle toward position

1% Set effect enabled
Set opadty

U setboolean
¥ Subtract from

Set from J50M

Move forward

»

m

Help on "Sprite font' actions

Back ] [ Mext J

NakosSaja soli izvelas vertibu Visible un noklikskina uz Done.

Nosleguma var pievienot ari apsveikuma tekstu. NoklikSkina uz Add action un izvélas objektu Text, péc
tam darbibu Set text. Kad tas paveikts, noklikSkina uz pogas Next.
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-

Add action - - | —
Set the text of this object. @
W e ey
-~
Misc
| Destroy | Set from 150N
Size & Position
| | Move at angle | Move forward
| | Set height | Set position
| Set position to another object | Set gize —
| Set width | St
=
Text
| Append text | Set character spacing =
i | Set character width | Set horizontal alignment
| Set line height | Set scale
T BT eyt | Set vertical alignment
Z Order | M
| Move to bottom | Move to layer
| Mawe to nhiect | Mowe to ton 7
Help on 'Sprite font' actions Back ] [ Mext

levada apsveikuma tekstu, pieméram, “Apsveicam!” un noklikSkina uz Done.

-
Parameters for Text: Set text h

Enter the text to set the object's content to.

Text |"Ap sveicam!|

Cancel Help on expressions
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Turpinajuma vajadzetu noformét pazinojumu, ka 1. [imena uzdevums nav veikts, t.i., ja rinki izslid arpus
maketa. Zalajam rinkim pievieno jaunu aktivitati, noklikSkinot uz Add event, péc tam atlasot zalo rinki,

noklikSkinot uz Next un izvéloties Is outside layout.

r N
- '
sl - ——
Test if the object is outside the layout boundary. @
) Compare instance variable Y Is boolean instance variable set "

W Pick highest/lowest

Misc
&0 /0n created & On destroyed
Pick by unique ID
) [
Physics
@Compare angular velodty @Compare mass
@Compare velodty @315 enabled I

1@ Is sleeping

Size & Position

m

Compare height Compare width
i Compare X Compare
Is on-screen

Pick nearest/furthest

Web
& /0n image URL loaded

Help on 'Sprite’ conditions [ Back ] [ Done ]

b=

Pec So darbibu izpildes notikumu sadalai vajadzétu izskatities Sadi:

Level 1/ Eventsheetl x| + | Projeds =
. ) 4 [ Colours® -
= 4] Touch On tap Destroy 4 [ Layouts i
1 gesture on [ Level 1
FigureNol 4 [ Event sheets E
— . Event sheet 1
, = |FigureNo2 O_r;hcuaisiun Set Visible 4 [ Object types
wi ' ) &
FigureNo3 S.)Et te to e Figurehol
Apsveicam! FigureMo2
. FigureMo3
-“. FigureNo2 | Is outside Texd o
) layout {3 Projects | Layers
Objects x
A1 'Level 1" objects (1]
FigureMol FigureMo2
.FigureNo3 Text
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Péc tam pievieno tekstu.

-
Construct 2 (free edition) - Colours - Event sheet 1 | = | = é]
Ipgrade = o
Levell” Eventsheetl X | ~ | Projects nx
= 4 [ Colours* -
= 4) Touch Ontap Destroy 4 [ Layouts F
1 gesture on [ Level 1
FigureNo1 4 [ Event sheets E
: Event sheet1
, =»(_|FigureNo2 S,anision Set Visible 4 [ Object types 1
FigureNo3 S';QEt textio . FigureMNol
pIvELCan: FigureMo2
@ Figurelo3
3 . FigureMo2 Is outside | Set Visible Text s
layout | Set text to "Nav {4 Projects | Layers
; -
i Objects 1 x
v
FigureMNeol FigureMo2
.FigureNoB Text

Oranza rinka darbibas bus tadas pasas, tapéc pie zala rinka uz notikuma Is outside layout noklikSkina ar
peles labo taustinu uz izvélas Add another conditions, péc tam pievieno tadas paSas darbibas ar
oranzajam rinkim.

NepiecieSams panakt, lai darbibas izpilditos saistiba ar jebkuru notikumu, tapéc veic klikdki ar peles labo
taustinu vairak pa kreisi, apméram vieta, kur ir notikumu numeracija un izvélas Make ‘Or’ block.

levell - Eventsheet1 x| -
4‘1'l:JTu:uuch On tap Destroy
1 gesture on
FigureMol
= FigureMo2 | On collision | Set Visible
’ ;ui;:rgﬂ3 . iﬂettert.tn e
psveicam!
. | FigureMo2 Iz outside Set Visible
) layout Set text to "Nav
= Add b | i=zdevies!”
meh Insert new event above .
GF3 Insert new event below
v | Make 'Or block
@ Toggle disabled
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Tiks izveidots bloks.

levell” Eventsheet1 x| ~ | Projects B x
- . rl h’ Colours™ -~
= 4l Touch On tap Destroy 4 [ Layouts |
1 gesture on [ Levell
FigureNol 4 [ Event sheets £
— : Event sheet1
, = FigureNo2 O:hcngision Set Visible 4 B Object types
wi , ) | 4
FigureNo3 El-ettext.tc- . FigureMol
Apsveicam! FigureMNe2
@ FigureNo3
FigureMo2  Is outside || Set Visible Text i
) layout Set text to “Nav 3| Projects | Layers
- cor- zdevies!” :
.FigureN03 Is outside Suyads i
layout All'Level 1' objects o
FigureMol FigureMo2
.FigureNDB Text

Tagad var apskatities, ka spéle darbojas. Pieméram, uzklikS8kinot uz augSéja dzeltena taisnstira,
paradisies uzraksts “Apsveicam!”, ja uz apaks€ja - “Nav izdevies!”

Spélei var pievienot vél citas papildus funkcijas, pieméram, kad noteikts [Tmenis pabeigts, péc dazam
sekundém tiek automatiski piedavats spélét atkal no jauna So vai, ja ir, citu Tmeni.

Klikskina uz Add action. Atveras logs, kura klikSkina uz System un péc tam uz pogas Next.

~,

Add action - ' _ -
Double-dlick an object to create an action from: @ |
System FigureMo1 FigureMo2 FigureMo3 Text

Nakosaja soli sadala Time izvélas Wait un atkal klikSkina uz Next.

I Time 3
ﬁF‘.esb}re object time scale ﬁSEt minimum framerate
ﬁSEt object time scale ﬁSEt time scale
ﬁSignaI Wai
ﬁWait for signal

Help on 'System’ actions Back ] [ Mext ]
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lestata laiku, pieméram, 4 sekundes un noklikSkina uz Done.

Péc tam klikSkina vélreiz uz Add action, System un sadala General izvélas Go to Layout, péc tam
noklikSkina uz Next.

General
ﬁCreatE object ﬁGu to layout
ﬁGu to layout (by name) ﬁGu to next/previous layout
#F‘.esmrt layout #Set group active
lﬁSrc:nrt Z arder lﬁSb::q:u loop

Nakamaja soli norada limeni, uz kuru japariet. Konkretaja gadijuma ir tikai viens limenis, tapéc izvelas
Level 1 un noklikSkina uz Done.

F 3

Parameters for System: Go to layout S

Choose the layout to go to.

Layout ’Leuel 1 v]

Help on expressions [ Back ] [ Dane ]

e =

Rezultatam vajadzetu izskatities Sadi. Tagad var vélreiz parbaudit, vai viss darbojas.

level 1~ Eventsheetl x| w | Projects X
_ 4 [ Colours® =
= 4/ Touch On tap Destroy 4 [ Layouts 'l
1 gesture on [ Level 1
FigureNol 4 [ Event sheets E
: Event sheet 1
= FigureMo2 O!"I collision Set Visible 4 [ Object types
. with @ || Settextt i 0
FigureMo3 . e I FigureNol
Apsveicam! FigureMo2
ﬁ Wait 4.0 seconds . FigureMo3
ﬁ Go to Level 1 Text i
3| Projects | Layers
. |FigureMo2  Is outside || Set Visible Objects o x
layout | Set text to "Nav [+ )
3 Sor- izdevies!®
.FlgureNoB Is outside ﬁ Wait 4.0 seconds FigureMol FigureMo2
layout e
ﬁ Gotolevel1 .FigureNDB Text
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Autortiesibas

Autortiesibas ir autora tiesiskais stavoklis, kas nosaka seviSkas tiesibas publicét, reproducét un izplatit
originaldarbu (literaru, muzikalu, makslas utml. darbu, programmas pirmkodu, audiovizualos materialus,
attelus, tekstus utt.) jebkura vidé.

Autortiesibu likums® nosaka, ka:

e Autortiesibas pieder autoram, tiklidz darbs ir radits, neatkarigi no ta, vai darbs ir pabeigts.

e Autortiesibas attiecinamas uz literariem, zinatnes, makslas un citiem Sa likuma darbiem, ar
nepabeigtiem darbiem, neatkarigi no darba uzdevuma un vértibas, izpausmes formas vai veida.

e Autortiesibu piederibas apliecinaSanai nav nepiecieSama registracija, darba speciala noformésana
vai kadu citu formalitasu ievéroSana.

e Autors vai vina tiesibu parnemejs savas tiesibas uz darbu var apliecinat ar autortiesibu
aizsardzibas zimi, kuru atveido ar tadu panémienu un tada viet, lai ta butu neparprotami redzama.
St Zime ietver tris elementus:
- burtu "C" apltr;
- autortiesibu subjekta vardu (nosaukumu);
- darba pirmpublicéjuma gadu.

Biezi vien, veidojot kadu darbu, rodas jautajums, vai savos materialos drikst izmantot interneta resursus.
To drikst darft, ja autors ir devis atlauju izmantot vina darbu.

Ka minéts "Eversheds Bitans" skaidrojuma?, "Sadu atlauju var sanemt, nosledzot licences ligumu vai
sanemot licenci. Japiebilst, ka licences ligums var tikt slegts gan rakstveida, gan mutiski"

Cita autora darbu drikst izmantot ari, ja $adas tiesibas jums pieSkir Tpasa licence. Pieméram, Creative
Commons licence sniedz iespé€ju izmantot resursus atbilstoSi daziem nosacijumiem.

Kas jaievéro macibu idzekla autoram, ievietojot sava macibu [lidzekKIr citu autoru aizsargajamus darbus vai
to fragmentus?

Atsaucoties uz "Eversheds Bitans" skaidrojuma par autortiesibu un blakustiesibu objektu izmantoSanu
macibu procesa, "Pirmkart, svarigakais noteikums, kas jaievéro, izmantojot citu autoru aizsargatus darbus
vai to fragmentus pasSa radita macibu lidzekli, ir atsaukSanas uz Si darba autoru un §i darba nosaukumu,
ka ar1 publicéSanas datiem vai citu avotu, kur attiecigais darbs pieejams vai apskatams u.tml.

6 https://likumi.lv/doc.php?id=5138
7 http://www.visc.gov.Iv/vispizglitiba/saturs/dokumenti/20131202_skaidrojums_par_autortiesibam.pdf
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Otrkart, rupigi jaizverté noluks, kada izmantoti citu autoru darbi vai to fragmenti.

Likums paredz iznémumu no autoru reproducéSanas tiesibam, kad $adi darbi vai to fragmenti tiek
reproducéti nolika radit jaunu macibu lidzekli - filmu, raidijumu, plakatu, uzdevumu, spéli u.tml. It seviski,
ja Sie citu autoru darbi vai to fragmenti izmantoti noltka ilustrét apgustamo vielu. Tad€jadi var atsaukties
uz iznémumu, kas paredz tiesibas izmantot darbu izglitibas mérkiem (neprasot autora piekriSanu un
nemaksajot atlidzibu). Tomeér jaievéro, ka §ada gadijuma raditie macibu lidzekli izmantojami tikai macibu
iestade (tatad nav atlauts tos padarit pieejamus interneta), turklat Sadai izmantoSanai jabut
nepastarpinata macibu procesa un bez komerciala noluka. Ja macibu lidzekla autors velas radito macibu
lldzekli publicét, izmantojot treSo personu pakalpojumus (pieméram, izdevniecibu) un/vai radtto macibu
lldzekli vai ta kopijas izplatit par atlidzibu vai padarit tas pieejamas sabiedribai interneta, tada gadijuma
macibu lidzekla autors nevar atsaukties uz iznémumu no autora tiesibam izglitibas merkiem, un vinam ir
jasanem attiecigo autoru piekriSana. Jaatceras, ka jebkura gadijuma - ari radot jaunu macibu lidzekli, kura
citu autoru darbi izmantoti, lai ilustrétu macamo vielu - Sadas izmantoSanas apjoms nedrikst bit pretruna
ar darba normalu izmantoSanu (nedrikst ekonomiski konkurét ar to) un nedrikst nepamatoti ierobezot
autora likumigas intereses. Gadijuma, ja Sie citu autoru darbi vai to fragmenti izmantoti, citéjot tos, tad var
atsaukties uz iznémumu no autora tiesibam, kad darbi tiek izmantoti informativam meérkim."4

Creative Commons licence

Creative Commons ir nevalstiska bezpelnas organizacija, kas strada, lai palidzétu radoSumam mazinat
juridiskos §kérs|us, izmantojot jaunus likumus un jaunas tehnologijas. Creative Commons licences paslaik
ir pieejamas vairak ka piecdesmit valstis visa pasaulé. Creative Commons International vietné iesp&jams
apskatit So licencu pasreizéjo statusu katra valstr.
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