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Scripts can be entered as a
“Resources — Create Script”
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if{ Paused )
Speed = Fire. speed;
Fire.apered = 0.2
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Fire.speed = Speed: restors the previous speed
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]Su 1 This gives you the chance to name the script, so you can use it in multiple objects
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|E Execute a piece of code

B Execute Code

globalvar Paused: starts out as false
globalvar Speed;

Paused = ! Paused: toggle the walue of Paused False <-> true
turns to true on the Ffirst 'p' press

if | Paused |
1
Speed = Fire.speed; remember the existing speed
Fire.speed = 0.: set the current spesd to O
3
else
1

Fire.speed restore the previous speed




Paused |

Speed = Fire.apeed; // remember the existing speed
Fire.speed = 0.: Ff set the current speed to @
¥

else

{

Fire.speed = Speed; // restore the previous spesd

d3d_primitive begin( pr_linestrip ):
for | angle = D.; angle <= 1440.; angle += 10. )
i
radians = DegreesToRadians * angle;
= R * cos(radians);
= R * sin(radians);
K * angle;
vertex| X, ¥, z ):

B Execvie Code
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globalvar Paused; Starts out as false
globalvar Speed;

Faused = | Paused: toggle the value of Paused false <-> true
turns to true on the first 'p' press

if [ Paused )
{
Speed = Fire.gpeed: remember the existing speed
Fire.speed = 0.; set the current speed to O
¥
else
{

Fire.speed restore the previous speed




ylobalvar Paused: stacts out as false
globalvar Speed:

Paused = | Paused: toggle the valus of Pauaed falae ¢
turns to true on the fi

Aif [ Paused )
T
Speed = Fif€.apesd; cameuber Lhs i
Fire. speed <ewrr— Set the current spesd to &

¥
elar
i
Fire.speed = Speed; J/ restore the previous speed

B Execute Code
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globhalvar Paused:
ylobalvar Speed;

Faused = | Paused: toggle the value of Paused false <-> true
turns to true on the first 'p' press

if [ Paused )
{

Speed = Fire.gpeed: remember the existing speed
Fire.speed = 0.; set the current speed to O
¥
else

{

Fire.speed restore the previous speed




Bl Execute Code

if( self.x < LeftBoundary.x |
gelf.x = LeftBoundary.x;

if | self.x > RightBoundary.x |
gself.x = RightBoundary.x;

globalvar Rot¥;
d3d_start():

did set_projection ortho{ 0., 0., room width, room_height, 0. j;
did set_perspective( true ];

Rot¥ = 0.;




globalvar Rot¥;

Rot¥ += 10.:

d3d_transform set_rotation v( Rot¥ |
d3d_transform add rotation x( 20. |;
d3d_transform add translation( 200., z00O., 0. }:

draw_set_color| c_green );
d3d_primitive begin{ pr_linestrip |;

did_wertex( -30., -30., -30. )
did vertex( 30. ., —30.
did wertex( 30. ., —30.
did werctex | -30. ., —30. 0
did_wertex | -30. ., —30. 0

1

1

1

1

1

did wertex( —30. . 30.

did wertex( 30. . 30.

did _wvertex( 30. . 30.

did wertex( -30. . 30.

did wertex( -30. . 30.
did primitive_end():

did primitive begin{ pr_linelist
did_wertex| ., —30., -30.
did vertex| ., —30., 30.
did wertex| . ., —30.
did_wertex| . ., 30.
did vertex | -30. ., —30.
did wertex( -30. ., 30.

did primitive_end():

linestrip




globalvar Rot¥;

Rot¥ += 10.:

did transform_set_rotation ¥( Rot¥ );
d3d_transform add rotation x{ 20. |;

did transform_add translation( 200., 200., 0. j:

did_transform Zet_rotation [ mouse_x
d3d transform add rotation




Game Maker Web Links

General Game Maker Site:
http://www.yoyogames.com

These notes:

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

276-page PDF Game Maker documentation:

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