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For Actions: in the Main2 tab select
Show the Game Information.

. Roome™ For this Event to be relevant you must firstly have written the game
8 wemo information. This usually contains the “How to Play “ information

= .ﬂ ame Information

----- ,ﬂ Global Garne Settings

------ .ﬂ E stenzion Packages

Paths

You can create specific paths for the objects to follow but first you need to create them first.
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Events Actions Events: Action

@ If health iz zmaller than 1

e stz L e , Restart the curent raarm

———nE e 3w [E—

Test Health
E wents; Achions: @

| Set the health to 100

|;] Resztart the current room

value: I'l—
I—

operation: |smaller than

Ma More Health

Game Loading Image

Global Game Settings

A more professional looking game : Graphics | Resolution | Qther Loading | Conste

Show your own image when loading the game: I B ot e

Select “Global Game Settings ” Change Image |

“Loading” Tab, select Show your own image when
loading

[T MWake image partially ransparent

take tranglucent with alpha walue: |255

Showing the Game Information

In the Controller Object

Select Event --> Other @ Other _

Events: Actions:

o) Show the game info

Select — Game Start ‘ 1
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) i
Create an instance at Create Instance

random(room_width). Applies to
e | @ e
This will cause the object to appear anywhere across " Other
the room aty -16 " Object:
object: In:nl:-i_enemy1 a
: Irandu::m[ru:u:um_width]
% |-1E
[~ Relative

" - Questions
D@
®®0Q

( :Test Instanu:e Cl:nunt|

A0 1L

=T

object: I-bl:ui_enemm =)
. . number: |3
Ask a question Action - _ I _
Check the number of objects In this aperation: [Smaller than =
example are there less than 8
enemies?

Go to next room

You will have to decide what Object --> Event will cause this Action. Usually it's connected to
collisions, points , lives . As these are inter-dependant you will have to set up how points/lives etc
are awarded .

The rooms transition Actions can be found in the Events: Actions:
Actions ->Main 1 tab If score iz larger than 99
_foams |3 G0 ta nest room

|

Here are some examples:

3 @ B
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Draw Sprite

Applies ta
set variable i to 0 €| & ser
repeat next action (block) diamonds times £ Dther |
at position (20*i,0) draw image -1 of sprite sprite1 " Dbject
Fprite: Epited

" |2|:|"i
W IEI
subimage: |-1

Set Variable

set variable i relative to 1 srelles i

The sprite is drawn "diamonds” times YAR) | & el

i is increased each time it is drawn, it is drawn further to the right " Other

each time as i increases " Object:
Repeat variable: |f

11

walue: |1

[+ Relative

Collision Event with object:

set variable inventory. diamonds relative to 1
for other object: destroy the instance -
diamonds lives inside the inventory object, when | Events:
referred to inside inventory, you can just call it m
diamonds, when referred from another object, ' '
you must use the full name inventory. diamonds
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Set Variable
Applies o
F-‘ Self

B object Properties

= Other

Mame: Iin\.-'entl:lr_l,l Ewents: Actions:
" Object:

Sprite
|7 |< O Sprites: = Draw

wariable: |EENDN
i walue: ID
Actions:

<] Set the colar .
|__These two actions cause a
[ll| Draw a rectangle white filled box to be drawn

See the Inventory Game example s Set the color } at your set X-y co ordinates

ﬁ Set variable diamondsz ta 0

Tas

N

™~ These two actions cause a
This OBJECT : Inventory uAR| Set variable ito 0 black line to be drawn
around the white box.

. Draw a rectangle

Cal FRepeat diamonds times

Causes a drawing EVENT that draws a

white square and places diamonds ( 7y eleliellles These icons draw the
sprite - object) in the square when a point @€ Draw spiie Sp,iti% __diamonds icons inside the
is scored o white bounded box
VAR| et variable ito according to the number of
Inventory eg game sample V7 End of a block diamonds you have collided
with

The object "inventory” is used to keep track of diamonds, the variable "diamonds"” is the number
of diamonds collected.

A Variable is just another way of keeping count of things, it’s a little like a score but you can
nominate what it keeps count of. Before you can use a Variable you need to create it and
give it a name. In this example the name of the variable is “diamonds” and it keeps track of

the diamond objects that the bear collides with. Hcet Variable

Create Event: | 2;:;;.:; ta
set variable diamonds to 0 i  Dther
> | " Object:

When you collide with the diamond it is destroyed and the inventory count -
increases by 1 and is drawn inside the white bounded box

varniable:

walle: IU

Draw Rectangle

Applies o

In the draw event for inventory, a box and the collected diamonds are U :: gf:er

drawn " Object:
Draw Event:
set the fill color to 16777215 and line color to O
draw rectangle with x-y co-ordinates (x1=0,y1=0) and (x2=200,y2= 40) wl:
A white box is drawn

v

yl:

2. |200

vZ |40
filed: |fill=d

AT
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Set Alarm

B Object Properties =IO % Setting an alarm then
Name: [objectds | Evenis Actions: i : referencing it in the Events
T — 1 [.2] set tam 010 50 ® allows Actions to happen at
Jemiies & | | [DHemD [Z] & regular time intervals. There
New | _ Edit | “Info . are 12 Alarm clocks, match
: o PR % . . . :
O ouibe T Seid J = S the Alarms to their pairs ie
~Game — Alarm 0 to Alarm 0.
Diepthe IEI Z%
Persi —
L) Parehterd 2 You must Set the alarm
Barent feno paren> < — — |8 before you can have an
Mazk: I<same as sprite> | 5 g E Alarm Event
= o
@) Show [nformation | -

If you use an alarm you need to set it first in Actions. Then you need it to “ring” in Events. You
will also need to re set it if you want it to keep happening say every 10 seconds.

Ewvents: Actions:

Create the alarm and set it to 30
-4y St Alarm O to 30 Note Alarm 0 is paired with Alarm 0 in the Events.

E Start mowing in a direction

E P Actions: .
wents _ hichians Then set the Alarm to ring

}ﬁ Jump ko a random pazsition

ﬁ Alarm 0

Object - Inventory

Sometimes, depending on the complexity of your game you will have a Controller object and an
Inventory object. When you wish to score objects like treasure you use an Inventory object to
draw the box on the screen for the objects and cause them to be collected.

Most objects have sprites attached to them so that you can see them in the game. There are
some exceptions to this , these are invisible ( no sprite) objects, the Inventory object is an
example of this

For full instructions on how to create a Controller Object for showing scores, health and lives
click here
Inventory - Used for keeping track of items you have won , a type of score
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Some Handy Information about Coding Using Game Maker

Marme: IObiSKUH Events: Sl ( Events & ACtlonS
~Spile 8 Events cause Actions to happen. eg
B [sorsiun = ;
Mew Edit - 3
—Ed | [B] - | Destroy an object
5 [l
v Misible v Salid DeStrO Ist'-lnce - Jump [
= i3 bo c .« o .
T s : | Event : Collision of the skull object
LFsss 2 - || with the ball object
Parent: |<no parent: = £
Mask: Vosame as spriter | & _“ . .
- ~Paths ¢ || Action: Destroy an object The skull
©) Show nfomation - | is destroyed by the ball
EE |-
w0 Ok - Steps I -
N Bl
5
% Cancel |

Move the object left , right , up down with keyboard arrows: For the
@ F.epboard Object that you wish to move select Event Keyboard, then- >

Events: Actions:

Events: Actions;
e <Left | ﬁ Jump to a given position L

ﬁ Jumnp o a given pozition

{ Jump to Position i Jump to Position
: & pplies bo : Applies bo
ﬁ ¥ Self ﬁ {* Self
" Other ! " Other
" Object: " Object:
= IE
% I M I'-I
W |'3'
v Relative
|+ Relative o
;;p <Right: Actions: Al

| ﬁ Jump to a given position

| ﬁ Jumnp o a given pozition

—
— |

: Jump Lo Jump to Position

Applies o :
ﬁ & Self i e Applies ta
= Other x 2 (= Sef
" Object: [ e Dther
" Object:

A wft
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The player scores lives by

The player loosed lives by

The player scores health by

The player looses health by

The player scores inventory by

The player looses inventory by

The game ends when the

The room re-starts when

The room ( Level) moves up to the next room ( Level ) by :

You must write your game instructions first .

Your game should also include :
Showing your own images as your Game Maker game loads.
An opening room

An ending room

© Sue Inness , Techxellent Training Solutions 2008 http://www.techxellenttrainijg.com.au



My Game

General outline of my game, the action that happens and it's setting/s ( rooms/Levels).

My game could be used to teach players to :

Characters in my game: ( these will be your sprites -->0bjects) Cross out when not

applicable

This Character represents the player

And character throws this missile

This Character represents the target

This character throws this missile

The Levels:

The first room ( Level ) setting is :

Other actions and objects ( and sprites) in my game are :

Scoring

The player scores points by

The player looses points by
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9 scripts: small pieces of code that can be used to extend the possibilities of your game.

Designing Your Game

Like a screenplay your game play is what happens in the game and why it happens. You should
sketch storyboards to illustrate your game idea. Your game characters are like actors and the
rooms in your game are like scenes from a movie. Try to give your game a unifying theme and

some purpose to the action.
You might like to think in the following terms:
* what sort of audience (young kids, teenagers, teachers) the game is for
» general background idea for the plot of the game
» the characters, their characteristics, and what they do
» the levels available, what they represent, and how to change from one to another

* How you score points, lives etc.
Games can be used to influence the players behavior or attitudes. Games can also be used to
teach skills such as typing, math’s etc. e.g. Nintendo Brain Training.

Before starting creating your game using Game Maker, complete a Game-Plan on the next two
page.

It may prove helpful to read the Mind Games instruction and the How to Show Scores etc.
instructions as well as this document

This document provides some handy general coding hints
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Starting out with Game Maker

sound path text meline gbject

Game Maker 7.0 Lite: numbers.

Fie Edit Resources Scripts Runl Windpw  Help

IAH | Ik) @OxEy T I @0 0iE+F|5 @
\ ‘ \ T

Play sprite  background script room
1 sprites: images that are used to show the objects.
2 objects: the things in the game. In your room you put objects. Objects are the things in

your game such as balls, walls, characters etc. Some objects just sit (like walls) and other
objects move around and react to things that happen. Objects have Events and Actions
connected to them. Not all objects have a sprite , some objects such as Controller, Inventory,
Timer etc are used to control the action in the game and are placed in the room and
represented by a blue ball ‘

3 backgrounds: the images used as background for the rooms. Rooms have a background.
This could be a plain colour or an image. You can move from room to room during your
game. Backgrounds can be tiled ( repeating in the room) or a single background
stretched to fill the room.

The objects cannot react to the background

4 rooms: the scenes (levels) in which the objects live and where you place the background

5 sounds: these can be used in games, either as background music or as effects. They must
be created first before you can use them.

6 events
Things that happen are called events. An event could be the player pressing a key on the
keyboard or it could be your game character colliding with a wall.

7 actions
When events happen, your objects can take actions

8 instances: one particular occurrence of an object

There can be more than one instance of an object in a game. For example we might have
multiple instances (lots of monsters) of a monster object in a game. When we talk about the
monster object we mean all the instances of the monster in the game. When we talk about the
instance we mean one particular instance of the monster.

© Sue Inness , Techxellent Training Solutions 2008 http://www.techxellenttrainijg.com.au 1



