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This short documentation of
the Indiana Bones game
contains:

Installation instructions
. Hew level creation
. Integration of new levels
. Ideations phase designs
. License Information
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Game was made by:

Andreas Dymek  Thomas Becker
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Installation

H# ProJject Setup

1. Download and install python 3.8 or above
. Create venv: *pythond -m venv ./ venu®
(Linux) or on Windows *python -m venwv
Luenu

3. activate venv wmth “source
Suenesbindactivate™ (Linux) or
*uenuSderiptsSactivate.bat™ on Hindows
4q. *pip install -r requirements.txt*

2. Start Game with *python3d main.py®
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Video Flayback under Linux
- For Ubuntu/Debian/Raspbian

1. *sudo apt-get vpdate -y*

. "sudo apt-get install -y libmediainfo-
dew™
- Redhat/Cent05/F edora

1. *gyum install libmediainfo™

. Or if you want to use dnfi *sudo dnf
install libmediainfo™
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Videoplayback on mac035
1.

Download the DyLib

version suited to your mac05 and

processor architecture

Extract the folder

Create directory ‘sudo mkdir

SusrSlocal /lib’

MOTE: Can't use “"Jusr//lib" is protected

by 5IF

Copy and paste extracted file

‘libmediainfo.f.dylib” into AusrAlocal/lib

Copy and paste the same file

‘libmediainfo.f.dylib” but renamed to

‘libmediainfo.dylib’ again

7. A little tricky: Go into your venv folder
and navigate to python3.l8/site-
packages/pymediainfo/__init__.py
(Fython Version may differ). Havigate to
the Pclassmethod def _get_library. In
the case destinction for library file: ™if
library_file is None™. Comment out the
line “Hlibrary_paths =
cls._get_library_paths(os_is_nt) and
add the line “library_paths =
("ASousrllocal /libAlibmediainfo.B.dylib®,
“SusrSlocal/libAlibmediainfo.dylib™)”
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https://mediaarea.net/en/MediaInfo/Download/Mac_OS
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Leuvel Creation

Tiles are used for the creation of
levels. The program is free to
download. The program is not
explained in detail here, but we will go
into the main points of how to create
your own level.

Under assetsAlevel_vorlage you will
find an "empty"” level as a template.
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1. creation of a new map: File -* Hew -
Hew map Mow you need to choose

the size. e have taken 948 « 27 with

a tile size of 16px.
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. How bind all tile sets. On the right
you can see all tile sets. You can
add new ones at the bottom. The
corresponding sources for our tile
sets can be found below.

3. Make sure you have three layers:
Decorations, Foreground,
Background. You can add these
layers by right-clicking. The
background is covered with inca
back tiles. These have only an
optical meaning. The decorations
include the clay Jjars, spider webs,
cracks and also the vines. The
foreground is the most important
and contains all the things the
player can interact with (crates,
lava, fire, platforms, etc.).

4. To build the level, simply place the
tiles in the level. Of course you
still have to set a start and finish.
This is done using the portal as the
start and the finishdoor as the

finish.
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Documentation

2. You still have to assign the right

properties to the tiles. To do this,
you can edit the tile set and select
a tile and add a property using the
plus at the bottom. For the
platforms we use the obstacle
property. There are many other
properties (ladder, collactable, die,
finish, ...). Animations for the tiles
can also be made here wvia the black
Ccamera ICon.

Kachelsatz Projekt Hilfe

Levelttmx X Level5.tmx X Levels.tmx X level_vorlage.tmx X level_demo.tmx X manualBackgroun X golde

L BRI

inca_front.tsx X

e She

Eigenschaften

Eigenschaft
-

e

-
e

ol ”

¥,

II—|

l"'.__-.s-' o e e— —
A W e —

i

g —
e i —

g

———.ﬂ——".__-.s-' 47
——_—:——__ iy

A

.—-:!LI

-
. |
o

-



IIFEIH:§ E!Ffﬁﬁtzdﬂﬂiiw

JI--'.

[
L

Documentation

7. How you make a thumbnail and embed
the level into the game.

8. Hote sufficient testing of any
errors and the intended solution

path for the level.

s

Level Integration

You need to integrate the level in the

menu.py. The code is well commented

and you can easily follow what is
given. Hevertheless, here again in
short the necessary steps:

1. Init level data by giving the path to
your level and door_data.

. Add thumbnail also wvia path.

. Create text for the levels names.

. Add your level to level data array
for high scores and difficulties
etc.

. Create a state for your level and
add this correct to the state
machine and the keyboard inputs.
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Ideations phase designs
Here are some of our sketches from

the planning phase:
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Here you can see the level selection
"l menu mock up. And it was ultimately 3o
'ET-: built exactly that way. k"
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License Information
You can also get the credits in our
Readme file.

Adventurer - Hiker: https:/ the-
baldur.itch.io/pixelart-hiker
avthor: The Baldur

Inca Tileset: https:/ A kronbits.itch.io/inca-

game-assets
avthor: Davit Hasia

dog 3: https://benvictus.itch.io/pixel-dogs

auvuthor: Benvictus
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Portal based on:
https://opengameart.orgs/content/portals

auvthor: LetargicDew

- =T IH
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dog bone based on:
https:/Avwuw.seekpng.condidown/uceby3ilu7e
GeboHW_png-dog-bone-vector-transparent-
stock-bone-pixel/
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fire column:
https://sanctumpixel.itch.io/fire-column-
pixel-art-
effect/downloadseydleHBpemVzIjoxN.iYoHDE1
MTcBALCdpZCIGH Y ENzYEfRX3d¥3d.cWF 9K gIGH
hrZ2ffl3ThD¥EbvkgBHdKEXSd

auvthor: sanctumpixel

lava floor based on:

https://dribbble.con/shots/2383888-Lava-
Animation/attachments 92344752 " mode=media

avthor: Luis Zuno

AeiB el
éﬂ.‘ wooden box:
il https:/Avwuw.pixilart.coms/art/'crate-

eadfffb5d8feff3
avthor: Voltronc5S

cobweb: https:/Alil-cthulhu.itch.io/pixel-art-
spider-uweb

avthor: lil-cthulhuo
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vines based on:
https:/Avwuw.reddit.con/r/Hinecraft/comment
s/dpY3toli_tried_to_make_ivy_texture_repla
ces_uvine/s

auvthor: disturbed_lama
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pot based on:
https://dribbble.comn/shots/25429W6-cD-

Pixel-Art-Pots

avthor: Dere Bess

maya temple outside based on:

https:/Auvww. freepik.com/free-vector/maya-
civilization-culture-architecture-cartoon-
illustration_13963355.htn#Hquery=mayan#cht
emplef&rposition=94&from_view=keyword
avthor: macrovector

bark sound in video:
https://freesound.org/peoples/Jdaces 'sounds
155389/

auvthor: jace
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windsound in video:
https:/freesound.org/peoplesFission9/sou
nds/521736/

avthor: Fission9
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wallet art: https:/kyrise.itch.io/kyrises-
free-16x16-rpg-icon-pack

auvthor: Kyrise

pyvidplayer:
https://github.com/reelcbl/pyvidplayer
auvthor: reelcbl
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Jungle walking sound:
https:/freesound.org/peoplesbevangoldsw
ain/sounds/ 597887

auvthor: bevangoldswain

sound of jungle:
https:/freesound.org/peopleskajoo/sound
s/6C8939/

avthor: kajoo

call to adventure music:
https://incompetech.comn/music/royalty-
free/music.html

auvthor: "Call to Adventure"” Kevin Hacleod
(incompetech.com) Licensed under Creative
Commons: By Attribution 4.8 License
http://creativecommons.org/licenses by 4.

a7

Iﬂ

iy

error sound
https://freesound.org/people/philRacoIndi

e/sounds /5515937
auvthor: philRacoIndie
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character switch sound
https:/freesound.org/peoplesUser3919153
96/sounds /5711857

avthor: User391915396
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HUD elements based on
https://opengameart.orgs/content/golden-
vi-bigger-than-ever-edition

avthor:
https://opengameart.org/content/ui-pieces
by Buch

karl damage sound
https://freesound.org/people/mnicahlg/'soun
ds/913176/

auvthor: micahlg

barking sound death based on
https:/freesound.org/peopleskenY88/ soun
ds/386766/

avthor: kenY88
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running sounds based on
https://freesound.org/people/Hox_Sound s
ounds9498951/

avthor: Hox_Sound
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Jump sound
https:/freesound.org/peoplesFull5tackSou
nd/sounds/6624963 7

avthor: FullStackSound

crouch sound based on
https://freesound.org/people/duckduckpon

gy sounds/cBqHu16./
avthor: duckyduckypony
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door close sound
https:/freesound.org/peoplespatchythera

t/sounds /53889877
auvthor: patchytherat

door open sound
https:/freesound.org/peoplesDebsound/so
unds /1688217

avthor: Debsound

coin sound
https:/freesound.org/peoplesplasterbrain
Ssounds/6H84317

auvthor: plasterbrain
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menu move sound
https:/freesound.org/peoplesbroumbroums
sounds//5H8561/

avthor: broumbroum
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level leave sound
https:/freesound.org/peoplesplasterbrain
Ssounds A/ 3518897

auvthor: plasterbrain

level start sound
https:\//freesound.org/peoplesplasterbrain
SsoundsS2d38280 7

avthor: plasterbrain

logo inspired by Indiana Jones and the F ate
of Atlantis LUCASARTS GAHMES
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indiana bones sprite based on
https://benvictus.itch.io/pixel-dogs

avthor: Benvictus

Junglepack by https://jesse-
m.itch.io/jungle-pack
avthor! jesse-m

success sound from
https://freesound.org/people/Sheyvan/sou

nds/47YHH85/
auvthor: Sheyvan

game over sound from
https://freesound.org/peoples/Porphyr/sou

nds/cH9651/
auvthor: Porphyr

Iﬂ

iy

credits music from
https://pixabay.comn/de music/uwelt-africa-
125735/

avthor: AlexiAction
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bone sound:
https:/freesound.org/peopleFunWithSoun
d/sounds 4569667

avthor: FundithSound

Thanks to professional Dog Trainer:
Lisa Kunze and Dog actor: Aktio
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Frameworks
We used some frameworks for coding:

- Pygame

- Pydash

- PyTHH

- Ffpyplayer

- Pymediainfo

- Pygame-vkeyboard
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