 

Creating Boulders that make the map restart when hit.
This tutorial will show you how you can add objects in blenders game engine that will act ad traps and when hit make you restart the scene (level). It is based around the maze game tutorial, which I made that can be found here. It does not really take long to make the maze and player so unless you have some experience with creating a player then so the maze tutorial. Although it will work for whatever worlds you have made .No scripting is required to complete this tutorial

First off you may need to make you maze with a larger space for the trap that will be made in this tutorial. To do that simple select a large area of vertices while in top view (numpad 7) then enter front view (numpad 1) and while holding down control move the vertices down.
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Now to make the trap. We will be making a boulder that will roll across an area of the map (the large area that we just made). To do this add an Uv sphere and size it down to something suitable to the size your map area. Then move it up to the top of the map where u want it to start it rolling from.
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Now make sure there is a wall opposite where it will roll back from once it reaches it. Then make sure you are at frame 1 (shift left arrow) then press I and select LocRot. 
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First off we will want the boulder to move down the wall so go up by ten from (up arrows) then move the boulder and rotate it (so it looks like its rolling) then press I and select LocRot again. 
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For my maze I have select this area for the boulder to roll over (picture of top view). After some testing I found out that by simple LocRot'ing the frame with the boulder at the end of the space it made it move weird. So to fix this I simple moved the boulder one third across the area then LocRot it in. Depending on how fast and the size of the space your boulder must move I added an extra 10 frames for each third of the space.
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So from the bottom of the wall the boulder moved off which was frame 11. I went up to frame 41 by the time it reached the end of the floor (space). Each time you LocRot it in rotate it a bit first so the boulder looks like its spinning.

 

Now once you have reacher the bottom of the next wall simple go up by ten frame (up arrow) and then move and rotate the boulder at the top of the wall then LocRot it in. 
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Once this is done repeat the process this time moving the boulder back to where it started. Remebering the rotate it.

Now give it some colour in the material menu (f5) and if you want shape it a little. To make the colour show simple go to the edit buttons (f9) and click make near the vert col button.
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You might want to also add realtime lighting to it by selecting the boulder then going in to frame mode (f) and pressing w and selecting the first light option.

Now to make the boulder move in the game engine you will need to go to the realtime buttons (f8) and click add new for each of the options. First off we want to change the last option from motion to ipo so click motion and then select ipo.
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Now type in the start and finishing frames of the animation of the boulder moving that you made. Mine starts at 11 and finishes at frame 101. Then join the three menus up by dragging the little circles to each other. Leave the first box to always
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Now if you test you game by either just having the view on the boulder and press P or actually going into camera view and playing the game the boulder should move across the maze and keep repeating. If you test the game using you player (which was made in another tutorial) then run into the boulder all that will happen is that you get bumped back or something and not forces to restart the map or scene.

 

To make it so you have to restart simple select the boulder and go to the realtime buttons. The click ADD property menu and give it a name like restart.
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Then select the player ( the character that moves around the map) then in the realtime menu add three more options. Change the first one from always to collision.
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Then in the property bit type in the name you gave to your boulder. Then in the motions menu change it to scene.
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Then select restart if its not already there. Now simple link them up and your trap should be complete.
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When you test the game and run into the boulder with your player it should make you restart the scene again. You can now added things that fall down and make you restart or pits in the ground. I will soon add a tutorial that will allow you to have health and instead of having to restart after hitting things you will lose health.
