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Setting your Game Information

Double-click on this and enter some information. This will be
DSU shown if the player hits the <F1> key while playing your game.
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Setting Global Information about Your Game
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Double-click on this and a tabbed dialog box will pop up. See the
DSU next few slides to see what you can do with this.

Setting Global Information about Your Game

Do you want the player to be
able to resize the graphics
window?

Do you want the game to keep
—playing or freeze if you click in
another window?
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Setting Global Information about Your Game
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Setting Global Information about Your Game

Normally the Escape key
terminates the game. However,
you can disable this if you want. At
times this is useful if you want to
force the player to save the game
before exiting.

Yes, of course you want <F1> to
show your game information.

This feature is really handy, so of course
you want it enabled! Hitting the <F9>
key while playing the game will put an
image of the current state of the game in
a file called screenshotXXX.bmp, where
XXX is 100, 101, 102, etc. The files live
in the same folder where your game
.gmk file lives.
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General Information

* You can create conditional execution with an ‘if-else’ block
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Note Game Maker’s Automatic Color-coding when you
Enter a Script — this helps prevent typos

1_— Comments begin with *//"
and are green

| _— Object names are purple

—— Property names are blue

Special constants are red

: = Special variables are blue

| If these colors don’t come up, then you've spelled something wrong! |

| Beware: names of things in scripts are all case-sensitive. Thatis, ‘a’ #A’ |
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Another Type of Game:

A Comes-At-You Game Example
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“Burn-Me” — the Game

ol
The idea is that fires come at the
burger. He needs to either hit them or
avoid them, depending on how you
want the game play to work.
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Define the Sprites: Resources—Create Sprite

1. burger = Sprites — various — Burger.ico

2. fire = Sprites — various — Fire.ico
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Define the Sounds : Resources—Create Sound
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1. zap = Sounds — zap.wav
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Define the Background: Resources—Create Background

1. Background = Backgrounds — stars.gif
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B Background Properties

Hame: |background

[ 23 Load Background |

‘width: 98 Height: 56

[ Transparent
4 Edit Background
[ Smooth edges

[ Breload testure
[]Use as tile set

Try Editing the Background Image

Call it “background”

Oregon State University
Computer Graphics

osu

mib — March 12,2009

Click on the magnifying glasses to zoom
in or out
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Try Editing the Background Image

This is the background-editing window
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Try Editing the Background Image

Use the eyedropper tool to select a
color in the image

Use the drawing or spray painting
tool to draw in the image
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Setup the Burger and Fire Objects
(Leave the Events and Actions for Later)

[ Object Progerties.

[

Set the appropriate sprite—

A
] Gkl Game Seting:
#] Extension Packages

Both need to be Visible and Solid
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Setup the Burger Object’s Events and Actions
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Setup the Burger Object’s Events and Actions

Collision with Fire
1. main1—Play Sound: zap, no looping
2. score—Set Score: 1, relative

3. move—Jump to Position: Other, random(room_width), -5

Global Left Button
1. move —Jump to Position: Self, mouse_x, self.y

Press <Left>
1. move —Jump to Position: Self, -10, 0, Relative

Press <Right>
1. move—Jump to Position: Self, 10, 0, Relative

Press R key
1. main1—Restart Room: Fade out and in
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Setup the Fire Object’s Events and Actions
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Run the Game

hit the fires or avoid them? Why?

Setup the Fire Object’s Events and Actions

Outside Room
1. move—Jump to Position: Self, random(room_width), -5

2. move—Move Fixed: Self, Down arrow, 2

Game Start -y
1. score—Set Score: 0 @

2. move—Move Fixed: Self, Down arrow, 2
+y
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Setup the Room

Be sure to make the window big enough to see the entire room.

Put in one burger and lots of fires!
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An Interesting Variation

In the Fire Events, Change:

Outside Room
1. move—Jump to Position: Self, random(room_width), -5

2. move—Move Fixed: Self, Down arrow, 2

-y
To: ﬂ
Outside Room +y

1. move—Jump to Position: Self, random(room_width), -5
2. move—Move Free: Self, 225+random(90), 2

What will this do???
Oregon State University
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Try Making the Background Move with the Fires

Set the
background’s
Vertical Speed
to 2 (down),
same as the
fires’

This now makes it look like the burger is flying through space,
Dsu °f;2§;;§::“=5“'g-pv‘:gl instead of the burger being stationary and having fires attack it.




Good Game Maker Web Links

General Game Maker Site:

http://www.yoyogames.com

These (and other) notes:

http://cs.oregonstate.edu/~mjb/gamemaker

276-page PDF Game Maker documentation:

http://cs.oregonstate.edu/~mjb/gamemaker/gmaker . pdf

Oregon State University.
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Reference Book

Jacob Habgood and Mark Overmars, The Game Maker’s Apprentice,
Apress, 2006.

($27 on Amazon)
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