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“Burn-Me” — the Game

*  Score: 38
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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

Define the Sounds : Resources—Create Sound

1. zap = Sounds — zap.wav
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Define the Background: Resources—Create Background

1. Background = Backgrounds — stars.gif
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Try Editing the Background Image
Call it “background”

B Background Properties

Wwidth: 96 Height: 96

[ Transparent
qd +s» Edit Background )
[ Smoath edges

[ Preload texture
[ Use as tile st
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Try Editing the Background Image

[ [dt Tet Traeform jnsge

Vet b @ This is the background-editing window

& b Editor

fle Cdt Teyt Trorsform jmege
e g § EH

Click on the magnifying glasses to zoom in or
out

L
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Try Editing the Background Image

Bhe Edt Tet Iratefoem jnage

Use the eyedropper tool to select a color in
|_— .
the image

Use the drawing or spray painting tool
to draw in the image

Ede Text Transform [mage

) we g B

| The Have-A-Nice-Day Galaxy? ©

15,10} i, riden s rcasies Buatbion, Hokd £01rls b pick a cokor.
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Setup the Burger and Fire Objects
(Leave the Events and Actions for Later)

* Game Maker 7.0 Lite: b Mame: | Burger
. . Spite

fie Edt Resources Sripts Set the appropriate spritt — s} e

DB3H e b

T

T

I Sprites

New
() Sounds A [ visible [ Soid D)
i) Backgrounds =
) Paths et
I Scripts
i) Fonts
i Time Lines

[i] Game Information
,ﬂ Global Game Settings
|#] Extension Packages

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

9] Object Properties

Sprite

= burger a

[] wisible Solid

O

[ Persistent

Parent: |<no parents =8
ok: et B

@) Show [nformation

0K

Ewents:
—
3 <Lefty

&m <Rights

) Glob Lekt Button
&5 press Fi-key

Add Event
Delete Change

Actions.

. Play sound zap

Set the score relative b 1

Jump to a given pasition

[=] [a] &4

Jump
(2] K]

Paths

anedp | eapa | =uoos | joauoo | zuew | uew | gaow ‘m
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Setup the Burger Object’s Events and Actions

Collision with Fire

1.

2. score—Set Score: 1, relative

main1—Play Sound: zap, no looping

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

Global Left Button

JSU

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

Keyboard <Left>

1. move —Jump to Position: Self, -10, 0, Relative

Keyboard <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

-
0] Object Properties

- Move 3
Sprite g Jump to a given pasition Ll Pul

& = @ Game Start . " - . -
a8 e =S Start moving in a direction E

B
isible Selid

Jump
S CE—
[ Persistent

Parent: |¢no parent> E\{, E
Mask: Josame as spriee> (5] Path:
s

©) Show Information
&
— 5

Steps

Delete Change

e | B | 81008 | [o4uoo | gusw | jusw
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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
1. score—Set Score: 0

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

B Room Properties

8 5 Sneoi 6 | Sy |16 | 8=

Db 1o b it bt snses

= &
Laft varace Beanion = odd
+ Al = e anay
+ el = mudple

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

Put in one burger and lots of fires!

Oregon State University
Computer Graphics

mjb - July 16, 2010

Run the Game

*  Score: 38

) IR e {57
Do you like it better when you try to hit the
fires or avoid them? Why?
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In the Fire Events, Change:

Outside Room

move—Move Fixed: Self, Down arrow, 2

To:

Outside Room +y

move—Move Free: Self, 225+random(90), 2
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| What will this do???
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Set the
background’s
Vertical Speed
to 2 (down),
same as the
fires’

Computer Graphics

]SU oregon state Universif the burger being stationary and having fires attack it.

Try Making the Background Move with the Fires

d = Room Properties

Diraw background color

0 —
Background O

Backaground 1
Background 2
Backaround 3
Backaround 4
Background 5
Background £
Backaround 7

isible when mom starts

[] Eoreground image:
background &
Tile Har, = 0

Tile Vert 0

This now makes it look like the burger is flying through space, instead of
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