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Ren’Py Programming
Course




Name: ____________


[bookmark: _GoBack]#Lesson 1 - Dialogue
#Type dialogue after label start: and before return
#Use quotation marks to open and close dialogue “Dialogue Here.”
#Note how things are indented in the script program.
#Use this number symbol if you just want to make a comment.


label start:

    “Hello. Welcome to the Cadalin Game.”

    “________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

“________________________________________________________.”

return

#Lesson 2 - Name Characters
#Type Character(“Name Goes Here”) “Dialogue Goes Here.”


label start:

Character(“Teacher Kory”) “Hi everyone.”

    Character(“____________”) “__________________________________.”

    Character(“____________”) “__________________________________.”

    Character(“____________”) “__________________________________.”

    Character(“____________”) “__________________________________.”

  Character(“____________”) “__________________________________.”

Character(“____________”) “__________________________________.”

Character(“____________”) “__________________________________.”

Character(“____________”) “__________________________________.”

Character(“____________”) “__________________________________.”

Character(“____________”) “__________________________________.”

Character(“____________”) “__________________________________.”

Character(“____________”) “__________________________________.”

Character(“____________”) “__________________________________.”

Character(“____________”) “__________________________________.”

return




#Lesson 3 - Definitions
#We can define thing before label start:
#Let’s define our characters.
#Example define k = Character(“Teacher Kory”)

define k = Character(“Teacher Kory”)

define ___ = Character(“___________________”)

define ___ = Character(“___________________”)

define ___ = Character(“___________________”)

define ___ = Character(“___________________”)

define ___ = Character(“___________________”)

define ___ = Character(“___________________”)

define ___ = Character(“___________________”)


label start:

k “Do you have any plans today?”

__________________________________________________________.

__________________________________________________________.

__________________________________________________________.

__________________________________________________________.

__________________________________________________________.

__________________________________________________________.

__________________________________________________________.

return
#Lesson 4 - Dialogue Choices
#You can start a choice by typing menu:
#Type each choice in quotation marks, followed by a colon.
#Example “Yes, that’s a great choice”:
#Each choice will have different dialogue.

label start:

k “Today’s weather is really nice.”

k “Where do you want to go today?”

menu:

    “I think we should buy some ice cream.”:

        k “I love strawberry ice cream.”
        
        ____________________________________________________.


    “I think we should go swimming.”:
    
        k “Swimming sounds like a great idea.”

   ____________________________________________________.


        “__________________________________.”:

            k “_________________________________________.”

            ____________________________________________________.


return





#Lesson 5 - Variables
#I can use a variable to remember my choices for later.
#I need to list all my variables for the game right after label start:
#I can type something like $ happy = False
#Later I can type $ happy = True

label start:


$ happy = False
$ _______________ = False
$ _______________ = False

k “How are you feeling today?”

menu:

    “I’m really happy today”:
 
        k “______________________________________________.”

        $ happy = True
     
    “________________________________________.”:

         k “______________________________________________.”

        $ _______________ = True
      
    “________________________________________.”:

         k “______________________________________________.”

        $ _______________ = True

return


  
  

#Lesson 6 - Recalling Variables
#During my dialogue I can check if a variable is true.
#If it is, I can talk about a choice you already made.
#You can type if happy: followed by dialogue underneath.


label start:

k “Nice to see everyone today.”

if happy:

    k “I remember how happy you were yesterday.”

         ____________________________________________________.

         ____________________________________________________.

         ____________________________________________________.

if __________:

        ____________________________________________________.

        ____________________________________________________.

    ____________________________________________________.

if __________:

____________________________________________________.

____________________________________________________.

____________________________________________________.

k “It was nice talking about yesterday, but we have a lot of work to do today.”

return


#Lesson 7 - Backgrounds
#First, we need to put some backgrounds in our game folder.
#In our case we can place images here D:\CadalinVisualNovel\game\images
#We need to name our backgrounds, something like bg house.png
#In our script we type scene bg house
#We can transition typing with Fade(0.5, 0.5, 0.5)

label start:

scene bg house
with Fade(0.5, 0.5, 0.5)


k “This is a nice house.”

____________________________________________________.

____________________________________________________.

____________________________________________________.


scene ___________________
with Fade(0.5, 0.5, 0.5)

k “What is this place?”

____________________________________________________.

____________________________________________________.

____________________________________________________.


scene ___________________
with Fade(0.5, 0.5, 0.5)

k “___________________________________________________.”

return

#Lesson 8 - Sprites
#Place the sprites in the same folder as backgrounds.
#Name them something like boy happy.png and boy angry.png
#You can then type show boy happy:
#Underneath we can have the starting position of the sprite.
#Type xalign 1.0 and yalign 1.0 for example.
#You can play around with the numbers to move the character.
#Finally, we can make the characters appear my dissolving into the scene.
#We can do this by typing with Dissolve(1.0)
#We can move the sprite by typing with move
#We can remove the sprite by typing hide boy

label start:

    show boy happy:
        xalign 1.0
        yalign 1.0
    with Dissolve(1.0)

    k “I dropped my watch.  Where did it go?”

    ____________________________________________________.

     show boy ____________:
        xalign 0.5
     with move

    k “I don’t think I dropped it over here.”

    ____________________________________________________.

    show boy:
        xalign 1.5
with move

k “I finally found it.  Let’s go.”

hide boy
with Dissolve(1.0)

return
#Lesson 9 - More Definitions and Music
#Let’s define our transitions, ie. Fade and Dissolve
#Definitions go before label start:
#Place music into D:\CadalinVisualNovel\game\audio
#Remember the file name you give your music
#Type something like play music "audio/HappyMusic.ogg"
#You can type stop music to stop it from playing.

define fd = Fade(0.5, 0.5, 0.5)

define ds = Dissolve(1.0)

label start:

scene bg house
with fd

play music “audio/HappyMusic.ogg”

show boy happy:
    xalign 0.5
    yalign 1.0
with ds

k “I finally finished cleaning my house.  I can go outside.”

____________________________________________________.

____________________________________________________.

____________________________________________________.

hide boy
with ds

stop music

return



#Lesson 10 - Jumping and Labels
#Let’s say I make a decision that greatly affects the game.
#I can type jump gotostore and somewhere else label gotostore:


label start:

k “I can go to the store right now, but I really should clean my house.”

k “What should I do?”

menu:

    “I will clean my house before going to the store.”:

        k “My house is way to messy.”

    “I will go to the store right now.”:

        k “I don’t have time to clean my house.”

        k “I’m going to the store right now.”

        jump gotostore

k “I think I will clean the kitchen first.”

____________________________________________________.

____________________________________________________.

label gotostore:

    k “I’m sure glad I didn’t waste my time cleaning.”

k “What should I buy at the store?”

____________________________________________________.

return

#Lesson 11 - Shake and Flash
#To shake the screen, type with hpunch after showing the background. 
#To flash we type with Fade(.25, 0.0, .25, color="#fff") after background.
#We can define the flash to make our jobs easier.

define flash = Fade(.25, 0.0, .25, color="#fff")

label start:

scene bg house
with fd

k “The weather forecast for tonight is not looking so good.”

scene bg house
with flash

k “What was that?”

____________________________________________________.

____________________________________________________.

____________________________________________________.

scene bg house
with hpunch

k “Was that an earthquake?”

____________________________________________________.

____________________________________________________.

____________________________________________________.


return



#Lesson 12+ - What’s Our Story
#Using what you have learned, we will write a short visual novel.


label start:

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

return
label start:

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

return
label start:

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

return
label start:

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

____________________________________________________

return
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