C# Adventure Game Tutorial

Part 1: Designing the game

Traditional text adventure games run in a console, and require the user to type in text to progress in
the game:

Mr. Sprinkle’s Great Escape!

Introduction:

You close your eyes, readying yourself for a 2 hour slumber.
'Tomorrow is the day!® You think to yourself.

‘I, Mr. Sprinkles the 3rd, will make my escape!’

And with a wiggle of your tail, you fall asleep.

*NOTE®*: At any time, type "help’ or "hint® if you need aid.

Would you like to begin (¥/y)?

(Screenshot from http://www.lincolnli.com/text-adventure-game---c.html )

Modern adventure games have 3D graphics and need high-end processors to run, taking up many GB
of disk space.

This tutorial is a compromise between the two, using a Windows form, buttons, listboxes and
textboxes. It is also possible to include some simple 2D graphics to enhance it.

There are a number of aspects of an adventure game that need to be taken into consideration:

The player: Name, strength, health, inventory etc.
The world: locations, description, entrances etc.
Items in the world, the player’s interaction with them and player’s inventory.

W e

Enemies and Weapons if required

The game will get increasingly difficult to manage as it grows in size and complexity.
The best way to manage it is to put code in different areas.

Take for example the player’s inventory:

- Theinventory is a list of items carried by the player
- Eachitem has properties, e.g. name, description, weight, size etc.

We already have variables that can store simple information such as age in years (int), height in
metres (float) and name (string).

What we really need is a variable that can hold more information, so we could have an ‘Item’
variable that had name, description, weight, size included in it or a ‘player’ variable that contained
name, strength, health etc.
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Luckily we already have one —the ‘class’

The class goes even further:

In a ‘Player’ class, you could even store a list of ‘Item’ s .
This would be the player’s inventory!

This tutorial makes extensive use of classes.

Step 1- Design the form:

Start Visual Studio 2019

1) Create a new project.

o X
Open recent Get started
As you use Visual Studio, any projects, folders, o files that you open will show up here for quick v
aceess: =y Clone a repository
You can pin anything that you open frequently so that it's always at the top of the list. Get code from an online repository like GitHub or
‘Azure DevOps

(')@ Open a project or solution

Open a local Visual Studio project or sin file

@, Open a local folder

Navigate and edit code within any folder

"‘@ Create a new project

Choose a project templste with code scaffolding
to get started

Continue without code =

2) Choose C#; Windows; Desktop as indicated. Click on Windows Forms App (.Net Framework)

Create a new project Search fortempltes A1+ »-

Clear all

Recent project templates c# Desktop

Alist of your recently accessed templates will be

displayed here. Al NUnit Test Project (NET Cor2

A project that contains NUnit tests that can run on JNET Core on Windows, Linux and
MacOS.

C#  Desktop Ll mac0s  Test  Web  Windows

Eci Windows Forms App (NET Framework)
A project for creating an application with a Windows Forms (WinForms) user
interface
= Desktop ‘Windows

I-j' WPF App (NET Framework)
=1 Windows Presentation Foundation client application

C#  Desktop  Windows  XAML

I-j‘ WPF App (NET Core)
@~ Windows Presentation Foundation client application
C#  Desktop  Windows
Hic- WPF Custom Control Library (NET Core)
@M Windows Presentation Foundation custom control library

C=  Desktop  libray  Windows

(@F" WPF User Centrol Library (NET Core)
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3) Click ‘Next’ Check the folder it will be created in and browse to your preferred location
4) Name it ‘Text Adventure Tutorial’. (I have added Template as this is just for an empty GUI)

Configure your new project

Windows Forms App (.NET Framework) ¢ Desktop  Windows
Project name

Text Adventure Tuterial Template
Location

C\Users\graha\Dropbox\Computer Club\Tutorials For Schoels\C#\Adventure Games\,
Solution name )

Text Adventure Tuterial Template
D Place solution and project in the same directory

Framework

{MET Framework 4.7.2

5) Click ‘Create’

p¢) Ele Edit View Project Build Debug Fomat Tet Anshze Jools Extensions Window Help | Search (Culs0) L TextA.emplate @ = o ®
B W Debug - AnyCPU - B St~ BOE - - |2 LiveShare &7

§ Form.cs [Design] & X ~ # | Solution Explorer

i

o mE- B-rseaBm o

<

g o Form1 === Search Solution Explorer (Ctrl+:)

b Properties
P =B References
§Y App.config
b ES Formlcs
P ©* Program.cs

137 Solution "Text Adventure Tutorial Template' (1 of 1 project)
4 [c8] Text Adventure Tutorial Template

ST F).j

Solution Explorer | Team Explorer

Properties > B x
Form1 System.Windows.Forms.Form -
] £
Size 816, 489 =
SizeGripStyle Auto
StartPosition WindowsDefaultLocation
Tag
Text Form1
TanbAact Ealee -
- Text

The text associated with the control.

[] Creating project ‘Text Adventure Tutorial Template'... project creation successful. 4 Add to Source Control =

1) On the far left side there are 3 vertical tabs, with one of them labelled “Toolbox" Click on it
to show the Toolbox

2) Click on the ‘pin’ image to lock the Toolbox in place “erch Teolbex !
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Drag the window out to increase it’s size. If you look in the Properties pane on the right for the ‘Size
property, it will change to reflect the new size.

Many school monitors are small, low resolution and 4:3 aspect ratio, so the size of the window you
can drag out could be quite low.

Aim for 800 x 600, and type these numbers directly into the Size property if necessary. This will
create scrollbars to allow you to work on different parts of the window.

4 »

Solution Explorer | Team Explorer

ystem Windows.Forms.Form -

-
RightToLeft MNe o
RightToLeftLayout False
Showlcen True
ShowlnTaskbar rue

Size
SizeGripStyle Auto
StartPosition WindowsDefaultLi ~ -

StartPosition
r—— e DELermines the position of a form when it
» first appears.

Traditional Text Adventure games require the user to type text in such as ‘go north’ or ‘take torch’,
after giving a description of the current location.

For game movement, four buttons labelled N, E, S, W will be used, and each button will be enabled
or disabled depending on the exits available in each location. This overcomes the text-based:

‘go north’
‘You cannot go that way’

This game will still have a text description, but items available will be displayed in a listbox, so the
user can select an item and examine or take it.
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Game Window Design
Game output label:

Click on the label button in the Toolbox pane and draw a label in the top left corner.

Make it about half the width and height of the window. It will instantly drop to a small default size.

In the Properties window, select Autosize and set it to False :

label1 System.\Windows.Forms.Label -
= z
AccessibleMame -
AccessibleRole Default
AllowDrop False

Anchor Top, Left

AutoSize

Enables automatic resizing based on font size.
Maote that this is only valid for label controls ...

labell System Windows.Forms.Label -

O
rEressibleMName -

AccessibleRole Default

AllowDrop False

Anchor Top, Left

AutoEllipsis False

AutoSize False w

BackColer |:| Contral -
AutoSize

Enables autematic resizing based on font size,
Mote that this is only valid for label controls ...

Go to the Properties pane, and click on the AZ| button

Slide the scrollbar to the top so you can see (Name) labell.

Change the name to IblIGame

Change BorderStyle to FixedSingle

Change Font to Consolas Regular 12

Change BackColor to Black
Change ForeColor to White
Change Size to 360,340

Change Text to (Empty)
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0Q Fie Edt View Project Buld Debug Fomat Test Anshie Took Extensions Window Help  Seach (CtleQ p Tetme @ - O x
BP9 Debug - [Any CPU s Bo@ L B & LiveShare 5P

oo ]
X

Location ListBox

To display a list of available items in each location use a ListBox control.

From the Toolbox click on ListBox and place it under the Label ‘IblIGame’. Leave enough space under
it to place a couple of buttons.

Change the following ListBox properties:

Name IstLocation
SelectionMode One
Size 360, 132

Add a label above the ListBox:

Name lblLocationItems
Text Items in
TextAlign MiddleCenter
AutoSize False
BorderStyle FixedSingle

Add two buttons underneath the ListBox

Name Text

btnExamine Examine

btnTake Take

Completed Left half of the window:
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e Fomm ==

kems in

IstLocation

Examine Take

Player’s Inventory ListBox

Use another ListBox to display the player’s inventory. It can be positioned anywhere, but to keep it
neat for coders with OCD, place it next to the Location ListBox and make it the same size. Copy the
IstLocation listbox and rename may be easier

Set the properties:

Name lstInventory
SelectionMode One
Size 360, 132

Add a label above it with the Text property set to “Inventory:” Copy the IblLocationltems label and
rename if you want.

Inventory Buttons

Add two buttons under the inventory ListBox:

Name Text

btnHold Hold selected item

btnExamineInventory | Examine
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tems in | | Inventory

lstLocation lstinventory

Examine Take Hold selectedd item Examine

Movement Buttons
Draw a square button in the remaining space

Name btnNorth

Text N

Font <your choice> Size 36
Size 100,100

Select the button and Copy it (Ctrl-C, or Right-Click = Copy)
Paste 3 copies
Move them into a pattern to suit your playing preferences

Now change the Name and Text of each copy to these values:

btnEast E

btnSouth )

btnWest W

The font will already match the original button
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s Form1 (== ==

temsin Invertary

IstLocation Istinventory

Examine Take Hold selectedd tem Examine

The final area to be designed represents the Player’s hand, with a label showing what is being held,
and buttons to control dropping the item to the ground, returning it to the inventory, and of course
using it.

Add a label:

Name 1blHand
BorderStyle FixedSingle
Text <none>
TextAlign MiddleCenter

Add three more buttons with the following Name/Text:

btnDrop Drop
btnReturn Return to inventory
btnUse Use

That’s it! Design complete:
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o5l Form1

0
[
o

Drop Retum to inventory

Use

tems in | | Inventory |

lstLocation lstInvertory

Examine Take Hold selectedd item Examine

You can change the Form1 Text property to “Text Adventure Game” or similar so it looks a bit better,
but this will be changed in code in due course.

Now it’s time to get coding...
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