
Converged 
Production I
Topic 1 - Introduction to GameSalad



What is GameSalad?

GameSalad is a 
powerful program for 
developing simple 
games and simple apps 
without the need for 
programming.



GameSalad
GameSalad allows you to release games on 
many platforms including iPhone, iPad, 
Android, Kindle, Nook, Windows 8 and Mac 
desktop.

You can also release games on the 
GameSalad Arcade - powered by HTML5 
technologies - and make them accessible to 
more than a billion people! (At least that’s what 
the GameSalad website says!)



GameSalad
One of the other great things about GameSalad 
is the community.

Not only are there great tutorials and examples 
on the GameSalad website but the community 
is very open to helping people new to 
development. Check out the relevant parts of 
the GameSalad website if you have questions!



Bob’s Adventure
So just how easy is GameSalad to use?

Well I spent about 2 hours making a small 
game with GameSalad when I first started 
using it.

And I don’t mean to sound big headed but it 
may just be the greatest game ever developed.



Bob’s Adventure
Out of the 2 hours or so I spent making Bob’s 
Adventure I just want to point out that I spent 
approximately 1 hour 30 minutes drawing the 
art.(I am neither a good artist nor a fast artist)

That means it took me about half an hour to 
create the world’s greatest game!



Bob’s Adventure

So let’s take a look at Bob’s Adventure! 
(It’s not actually a good game!)



My Blog

As we cover more and more material in this 
course I’ll be uploading my lecture slides and 
any examples I cover in class to my blog.

This is also where I’ll be putting your 
assignments and things of that nature so make 
sure you take this down as it’s important!



My Blog

http://megajenius.wordpress.com/converged-production-i/



Signing up for GameSalad
Alright! Let’s get to it!

First things first - We need to get you guys to 
sign up for a GameSalad account.

Lets go to http://gamesalad.com/ and do just 
that!

http://gamesalad.com/


Hello GameSalad

Lets take a first look at GameSalad!

I want all of your to open up GameSalad and 
sign in using the account you just set up.

If you can’t remember your login details then… 
I’m worried for you.



Hello GameSalad
You should see something like this: (At least in Windows)



Hello GameSalad

So before we go into too much detail on how to 
use GameSalad, we’re just going to make a 
really simple app that just puts some text on the 
screen!

Exciting right?



Hello GameSalad

But before we even do that, let’s take a quick 
look at the interface of GameSalad!

The GameSalad interface is split into 3 sections 
- Library, Attributes and Scene.



Library

The Library section is where we find the things 
that make up our game. These are basically 
our building blocks for creating a game. They 
are split into 6 different tabs.

Those things are - Scenes, Layers, Actors, 
Media, Behaviors and Tables.



Library

Throughout the course we’ll be taking an in-
depth look at what each of these things are and 
what they do.
But lets take a really quick look at what each is 
first.



Scenes

Scenes are pretty much what you’d expect 
them to be! Scenes can represent different 
levels in a game or different screens in an app.



Layers

Layers work the same way they do in an image 
editing program like Photoshop. They have 
added advantage in GameSalad by doing 
things like ignoring collisions between different 
Layers. (More on this later)



Actors

Actors are one of the most important aspects of 
the game. In short - Actors are the things in 
your game which “do things”. The player, 
enemies and even menu buttons will all be 
Actors.



Media

Media is basically the name for images and 
sound that you bring in yourself. Any pictures 
you draw for your game will be in here and later 
we’ll attach them to Actors and put them into 
Scenes.



Behaviours

Behaviors are what we add to our Actors in 
order to make them “do stuff”. We can also set 
up Rules that allow us to have Behaviors only 
happen if a Rule allows it.



Tables

Tables are one of the more powerful aspects of 
GameSalad. They allow you to store data in a 
format similar to spreadsheets and allow your 
game to access it. These are a little complex 
and will make more sense when we look at 
them in detail.



Attributes
Now that we’ve looked at the Library and how it 
contains the building blocks of our game, we’re 
going to next take a look at the Attributes 
section.

The Attributes section has 3 tabs - Game, 
Scene and Actor.



Attributes

Under the Game tab of the Attributes section 
we can change attributes of our game such as 
the name.
Under the Scene and Actor tabs we can 
change the attributes of the selected Scene 
and/or Actor.
Tricky stuff I know!



The Scene Section

The final section we mentioned above is the 
Scene. This is where we actually get to place 
our Actors and build our scene!

This is where we will spend a lot of time using 
GameSalad.



Hello GameSalad

Let’s get back to making our very first “game” in 
GameSalad.

So what we’re going to do is create a little 
square on the screen and have it display some 
text!



Hello GameSalad
First we want to click the Actors tab in the 
Library section and then click the “Create an 
Actor” button.

This creates an Actor called “Actor 1” for us.

If we click on the name we can change it. 
Change the name to “HelloText”.



Hello GameSalad
Next lets add the Actor to our Scene. To add 
the Actor to the Scene we just click it’s name 
and drag it into the Scene section of the 
interface.

When you start a new project in GameSalad, 
there will be a default scene called “Initial 
Scene”. This is the scene which is open and 
that we are editing right now.



Hello GameSalad
Ok so our scene should now look something 
like this:



Hello GameSalad
We can select the Actor by clicking on it and 
move it by dragging it around the screen.

We can also move it by setting it’s X and Y 
coordinates manually. The X coordinate is how 
far across the screen something is and the Y 
coordinate is how far down the screen it is. This 
will come in handy later on if we need to put 
things in specific spots!



Hello GameSalad
Ok great! We have a white rectangle in the 
middle(ish) of a black screen!

Now as some of you may have noticed, 
possibly by accident, if you double click your 
rectangle a new section will pop up!

This “secret” section is called Backstage.



Backstage

The Backstage section is an important one 
because it’s where we’re going to add 
Behaviors and their Rules to our Actors.

In your Backstage section you should have 2 
tabs. Actor(Prototype) and Actor(Instance).



Backstage

Does anyone know, or can anyone guess, what 
the difference between a Prototype and an 
Instance is?



Backstage
Basically a Prototype of an Actor is like the 
Prototype of a new product. It acts as the 
blueprints for that Actor and any Actor you 
make from that Prototype will start with all the 
Attributes and Behaviors of the Prototype.

An Instance is basically one of the Actors you’
ve made from the Prototype.



Backstage

Don’t worry if that doesn’t make 100% sense 
yet, we’ll be dealing with enough Prototypes 
and Instances as we go along that they’ll make 
sense soon enough!

For now let’s click the Actor(Prototype) tab.



Hello GameSalad

So what we’re going to do here is add a 
Behavior.

We can do this very easily by just dragging it 
into this tab.

Let’s go find the Behavior we want!



Hello GameSalad
In the Library section, click the Behaviors tab. 
The Behavior we’re going to use is called 
Display Text. Find it in the list and drag it into 
the Actor(Prototype) tab.



Hello GameSalad
This should come up in the Actor(Prototype) 
tab and look something like this:



Hello GameSalad

Let’s change the text beside “display:” to “Hello 
GameSalad” 



Hello GameSalad

Next let’s click the white rectangle and choose 
a colour. We’ll often do this to choose colors for 
different things we make in GameSalad.



Hello GameSalad

Lastly make sure the “wrap text inside actor” 
checkbox is ticked.



Hello GameSalad

Good job team! We’ve finished our very first 
“game” already!

That wasn’t so bad was it?

Only one thing left to do now, let’s play the 
game!



Hello GameSalad

All that’s left to do is push the play button and 
see our “game” in action!



Tasks
As we learn new parts of GameSalad I’ll give 
you guys tasks to do in class. I’ll then walk 
around and help you guys out if you have any 
questions or get stuck on something.

So right now it’s time for our first task! The only 
way to properly learn GameSalad is by doing!



Hello Eoghan Task
Task 1:
● Start a new project.
● Add an Actor called HelloTextOne.
● Use the “+” button in Actor tab to create a second Actor. 

Name this Actor HelloTextTwo.
● Add a Display Text Behavior to HelloTextOne. This text 

should display “Hello Eoghan” and should be green.
● Add a Display Text Behavior to HelloTextTwo. This text 

should display “Hello Your Name” and should be red. 
This should actually say your name and not the words 
“Your Name”.

● Make sure the text wraps!



Last Week

Last week we just finished our very first task, 
which you guys did great in!

What I’m going to do with you guys today is 
introduce you quickly to a few more features of 
GameSalad, this time without useless Windows 
screenshots!



This Week
As we go through and explore different things 
in GameSalad, some of you may grasp the 
concepts quite quickly.

Feel free to explore some new aspects of 
GameSalad if you are a little ahead as there 
won’t be time for me to cover absolutely every 
aspect of the program. 



This Week

Also as I mentioned last class, the best way to 
learn GameSalad, and also many other things, 
is by doing!

For this reason I’ll also be giving you guys a lot 
of Tasks during our lectures.



Intro to Rules
As we saw last week in our task, we can attach 
Behaviors to Actors in order to have them “do 
something”.

In our task we used Actors to display some 
text. This was a Behavior we added to the 
Actor, and was a Behavior which happened 
every time we played the game.



Intro to Rules
Now this isn’t a perfect scenario for very many 
games or apps. Or any for that matter!
● Sometimes we’ll want our Actors to do 

nothing.
● Sometimes we’ll want them to only do 

something at a particular time or under 
particular circumstances.

● Sometimes we’ll want our Actors to choose 
one thing to do from two or more things they 
can do.



Intro to Rules
This is where Rules come in. Rules allow us to 
decide whether or not a certain action should 
happen and also lets us decide when or why 
that action happens.

Rules can come in many different types, just 
like Behaviors, so lets take a look at a basic 
one first.



Intro to Rules
We can add a Rule in one of two ways. We can 
either attach a Rule to an Actor, or attach a 
Condition to an Actor which will automatically 
create a Rule.

Once our Rule is created we can also add 
additional Conditions if they are needed.



What is a Condition?
Consider the following sentence:

“If I go to the shop I must get some milk.”

Altogether this sentence could represent a full 
Rule.

Can anyone point out what the Condition of this 
Rule is?



What is a Condition?
Consider the following sentence:

“If I go to the shop I must get some milk.”

As I have marked above, the part directly after 
the word “if” is the Condition.
This is the Condition that needs to be satisfied 
in order for the Behavior to take place.



What is a Condition?
Consider the following sentence:

“If I go to the shop I must get some milk.”

The Behavior in the above sentence is the thing 
directly after the Condition. This is the thing that 
will happen when the Condition is met.



What is a Condition?
This may seem like an easy enough concept, 
but it is a remarkably powerful way to structure 
things. 
Using slight variations of this structure allows 
us to create entire games! This structure is also 
something which is not exclusive to 
GameSalad, and is seen across a variety of 
different programs and programming 
languages.



What is a Condition?
if x < 1 then
print(“Hello World”)

end

Above is an example of how this same 
structure is used in Lua code! x < 1 is the 
Condition here and print(“Hello World”) is the 
Behavior.



What is a Condition?
So to sum up:

● A Rule consists of a Condition and a 
Behavior.

● If and when the Condition is met, the 
Behavior will occur.

● It’s as easy as that!



First Written Task!

Ok guys, I’m about to give you a written Task! 

Take out some paper and a pen! Don’t worry it 
won’t take too long.

This is a good exercise in getting you guys to 
think about Conditions and Behaviors.



First Written Task!
What I want you to do is tell me which part of 
each of the following sentences is the Condition 
and which part is the Behavior. 

Note that some of the sentences might have 
more than one Condition and some of them 
might have more than one Behavior. See if you 
can spot which ones!



Written Task
Task 2:
1. If it is Tuesday I need to teach Converged Production.
2. If I am hungry I must eat.
3. If the user taps on the pause button, pause the game.
4. I should lose a life when an enemy hits the main character.
5. If Eoghan tells me to do a Task I should do the Task.
6. If I hit some spikes or I hit an enemy I should lose one hitpoint.
7. When I have no lives left the Game Over screen should be 

displayed.
8. I should replace the high score if I’m on the Game Over screen and 

I have a score higher than the current high score.
9. I need to set the score to zero and go back to the start of the game 

if the player presses the restart button on the Game Over screen.



Written Task Solution

Alright first we’ll mark the Conditions in red and 
then we’ll mark the Behaviors in purple.



Written Task Solution
Conditions:
1. If it is Tuesday I need to teach Converged Production.
2. If I am hungry I must eat.
3. If the user taps on the pause button, pause the game.
4. I should lose a life when an enemy hits the main character.
5. If Eoghan tells me to do a Task I should do the Task.
6. If I hit some spikes or I hit an enemy I should lose one hitpoint.
7. When I have no lives left the Game Over screen should be 

displayed.
8. I should replace the high score if I’m on the Game Over screen and 

I have a score higher than the current high score.
9. I need to set the score to zero and go back to the start of the game 

if the player presses the restart button on the Game Over screen.



Written Task Solution
Behaviors:
1. If it is Tuesday I need to teach Converged Production.
2. If I am hungry I must eat.
3. If the user taps on the pause button, pause the game.
4. I should lose a life when an enemy hits the main character.
5. If Eoghan tells me to do a Task I should do the Task.
6. If I hit some spikes or I hit an enemy I should lose one hitpoint.
7. When I have no lives left the Game Over screen should be 

displayed.
8. I should replace the high score if I’m on the Game Over screen and 

I have a score higher than the current high score.
9. I need to set the score to zero and go back to the start of the game 

if the player presses the restart button on the Game Over screen.



Written Task Solution
Both:
1. If it is Tuesday I need to teach Converged Production.
2. If I am hungry I must eat.
3. If the user taps on the pause button, pause the game.
4. I should lose a life when an enemy hits the main character.
5. If Eoghan tells me to do a Task I should do the Task.
6. If I hit some spikes or I hit an enemy I should lose one hitpoint.
7. When I have no lives left the Game Over screen should be 

displayed.
8. I should replace the high score if I’m on the Game Over screen and 

I have a score higher than the current high score.
9. I need to set the score to zero and go back to the start of the game 

if the player presses the restart button on the Game Over screen.



GameSalad Example!

Let’s go to GameSalad and take a look at 
adding a simple Rule. Naturally I’m going to do 
this in Windows, but feel free to follow along 
and do it on Mac as I do it so you get an idea of 
where things are and so it will be easier to 
follow other things I do up here on Windows.



GameSalad Example!
Example 1:

● Create an Actor
● Add a Rule
● Add a touch Condition
● Add a display text Behavior
● Show different settings of “pressed” 

“released” etc.



Multiple Conditions
As we saw in our written task from earlier, 
sometimes we have a need for multiple 
Conditions or multiple Behaviors.

First lets look at multiple Conditions. 
GameSalad handles this in a very 
straightforward way. When you add multiple 
Conditions you’ll choose between “All” or “Any” 
to have them act in the way you want.



All/Any Example
Example 2:
● Create an Actor
● Add a Rule
● Add a touch Condition
● Add a key Condition
● Add a display text Behavior
● Show different settings of “All” and “Any”



Multiple Behaviors
Adding multiple Behaviors to a Rule is actually 
even easier than adding more than one 
Condition.

To add more Behaviors we simply just drag 
them into the list of Behaviors under the “do” 
heading!



Multiple Behaviors
In addition to just adding more than one 
Behavior to a Rule, we can also decide to do 
things if our Condition is NOT fulfilled!

These Behaviors are added to the rule under 
the “else” heading instead of the “do” heading. 
This allows us to do a lot of interesting things, 
but for now think of it as choosing between 
doing one thing or another thing.



More Behaviors Example
Example 3:

● Add display text, rotate and accelerate to an 
Actor.

● Show off some of their features!
● Add some features to the “else” heading and 

show how this works.



Changing Scenes
As our games grow in size, we’ll need to 
change between scenes.

This is very easy to do in GameSalad as it’s 
just another Behavior we can select! You’ll find 
that a lot of things that might seem complicated 
are easy to do and may have a Behavior of 
their own.



Change Scene Example
Example 4:

● Create a scene which is one colour
● Create a scene which is another colour
● Add a Rule
● Add a touch Condition
● Add a change scene Behavior



Collisions
Collisions are an incredibly important part of 
any game which has a lot, or any, moving 
parts. As I’m sure your brain is telling you right 
now, that’s most games!

Again Collisions are something that can be 
quite easy to handle in GameSalad.



Collision Example
Example 5:
● Create an Actor
● Add an accelerate Behavior to it
● Create a 2nd Actor
● Add a Rule
● Add a Collide Condition
● Add a display text Behavior



Learning by Doing

Continuing our tradition of learning by doing, I’
m now going to get you guys to recreate Bob’s 
Adventure!

(Pause for cheers)



Learning by Doing

First things first, lets take another look at Bob’s 
Adventure!

Just in case any of you have forgotten how 
amazing it was, or in case any of you haven’t 
seen it yet.



Learning by Doing
I’ve shown you all the basics of how to make 
Bob’s Adventure in GameSalad but I did leave 
a few little things out, hence “learning by 
doing”. 

Feel free to ask questions as you go along, I’ll 
walk around the room and help out where I’m 
needed.



Learning by Doing

You can find all the pictures for Bob’s 
Adventure on my blog.

For anyone who can’t remember the link(or was 
too lazy to take it down) - http://megajenius.
wordpress.com/



Bob’s Adventure Task
Task 3:
● You’ll need 3 scenes - Title Screen, Game and End Screen
● You’ll need to import the pictures into GameSalad and also attach 

them to Actors.
● Bob will need to be able to move right. (Bonus Marks: If you have 

time, make him able to move left as well!).
● You need to be able to go from the Title Screen to the Game with a 

tap.
● You need to be able to go from the Game to the End Screen when 

Bob gets to the house.
● You need the dog to say “woof” when Bob gets to him.
● Once you’ve finished let me know, then you can play around with 

some of the other features of GameSalad for a while.



End of Topic 1
And that’s it folks! That’s a short introduction to 
GameSalad. We’ve seen how easy it actually is 
to put these small features together in order to 
create a small, although maybe crappy, game!

We have a lot of GameSalad yet to cover, 
including attributes(including custom ones), 
tables(really powerful for bigger games) and 
even animation! Next up - Topic 2!


