


Scripting using the Game Maker Language (GML)

There are two neat things about using GML.:

1. It allows your game to do things that the drag-and-drop
features can’t do by themselves

2. ltlooks very much like C++ and Java programming !
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Scripting User Interface

Finish and close Replace a
this window string with
another
string Check the
script for
Un-do  Cut Paste er'Fr)'or's

BEE

V|90 X B | g =?| & | @ Applies To: & Self " Other (~ Object
| [
Re-do  Copy Help
Search for a
string
Print the
code Gotoa
particular
line number
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Scripts begin with a left curly brace {

The Structure of a Script Action

Comments begin with a // and go to

/the end of the line

‘ Execvie Code

' [

=10 x|

7| 4% | @ Applhe To: & Self  Other  Object

globalvar Pauzed;
globalvar Speed:

Faused = | Paused;

if | PFaused )

i
Gpeed = Fire.speed;
Fire.speed = 0.:
i
else
{
Fire.speed = Zpeed:
H

A start ut 3= Ffalse

A4 toggle the walue of Paused False <-> true
A4 turns to true on the Ffirat 'p' press

A4 remember the existing speed
A4 met the current speed to @

A restore the previous speed

Scripts end with a right curly brace }
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Pay Attention to Game Maker’s Automatic Color-coding
when you Enter a Script — this helps prevent typos

‘ Execute Code

=101 x|

globalvar Faused; A7 astarts out as Ffalse

globalvar Speed:

S turns to true on the fi

if | Paused )
{

Paused = ! Paused; A toggle the value of Paused false «-

preas

V|'¢ﬁli‘“’@|xaﬁ|)igé§7“ﬁ|@ APpIiesTu:W
{ 1=

|_— Object name: purple

Comment: green

Property name: blue

Speed = FifTe.speed; // remember the exisiin

Fire.speed-iﬂr., set the current speed to O

¥

else
{
Fire.speed = Speed; S restore the previcus speed

H

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

Beware: names of things in scripts are all case-sensitive. That is, ‘a’ #A’
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Implementing a Pause feature with a Script

The exclamation

"~ point means “not”.
|59 o] ¥R 5| = 8| @ AppliesTo & 56 C O l.e., whatever
{ || Paused is now,
glohalvrar FPaused; LAY nt as false :
globalvar Speed: change it to the
other state.
Faused = | Paused; A4 toggle the walue of Paused Ffalse <-> true
A4 turns to true on the Ffirat 'p' press
if [ Paused ) The if statement
{ «— causes something
1; Speed = Fire.speed: ./ remember the existing speed t h f
Fire.speed = 0O.: A4 met the current speed to @ O appe.n I
} Paused is true. If
1 )
P it's not, then
‘r Fire.speed = Speed; // restore the previous speed - Something else
* happens.
} hd
_ The purpose of this script is to allow the 'p' key to pause
if and else the action to let you look at the state of your game.
statement bodies This is nice for development. When pausing, the script
are delimited with records the current Fire speed and sets the new Fire
curly braces. - speed to 0. When un-pausing, the script restores the
Computer Graphics Fire speed to what it used to be.
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Define the Fire Object’s Events

Create

4 Outzide Room

|j Execute a piece of code

control—-Execute Code

Oreg
Cq

' Execute Code

vigloo| xR DL

|

=10l x|

82 | @ Applies To: & Self ¢ Other ¢ Object

{

globalvrar Paused:;
globalvrar 3peed;

Paused = ! Paused:

if [ Paused )

{
Speed = Fire.speed;
Fire.speed = 0.:
H
elze
{
Fire.speed = Zpeed;
H

A4 starts out as false

A toggle the value of Paused false <-» true

A turns to true onr the first

A remember the existing speed
A met the current speed to O

A4 restore the previous speed

'p' press

|»
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Limiting Motion with a Script

B Execute Code

v | | v o | Y BB | JO = | 4% | @ Applies To: = Self ¢ Other  Dbject

=10 x|

{

if|{ mself.x < LeftBoundarv.x |

self.x

LeftBoundary.x:;

if[ self.x > EightBoundarvy.x )

self.x

REightBoundarv.x:;
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Define the Paddle Object’s Events

-
L] Object Properties

Mame: |Paddle Ewvents: Achions:
S prite: B Glob Left Buttan Jump to a given position
- ||:'E":|':"'3 =) =" | Execute a piece of code
[ ni 1 | = |

1. control—Execute Code

Ioix
| L9 e X BB .= 8| @ Applies To: & Sef ¢ Other © Object
{

if|{ mself.x < LeftBoundarv.x |
gself.x = LeftBoundary.x:

if[ self.x > EightBoundarvy.x )
gelf.x = RightEBoundary.x:
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Scripts can be entered as a
“Resources — Create Script”

File Edit N Scripts Run Window  Help
L & |eCreate Sprite Chl+Alt+s  \pp T . O et &5 e
= s ‘@ Create Sound Chri4-al+0
e
) 5S¢ d Create Background Chrl+AlE+E
=) Be %" Create Path Chrl+alt+P
i 'S Create Script el
=5 BB TT create Fort Ctrl+ak+D m=E3
Create Time Line Chrl+AlE+T N ;
SFE . J7 e 0 &% Mame|scrptd
o Ti @ create Object Chrl+Al+O £
reate Room tl+al+
= op [ creater Chri-+alt+R
=) Re r Paused: A4 atarts out as false
Ij G ®) Change Game Information Cr+ak+l b Speed:
il Ga
Iﬂ GE EE Change Global Game Settings Cerl+alk+G
i Iﬂ Ex dF Select Extension Packages Chrl+Al+E ! Paused; A0 toggle the value of Paused false <-> true
B A4 turns to true on the first '"p' press
if [ Paused )
{
] Fpeed = Fire.speed; ./ remember the existing speed
I Fire.zpeed = 0.; S set the current speed to O
}
else
{
Fire.zpeed = 2peed; S, restore the previous speed
}
¥
18/18; 2 INS

| This gives you the chance to name the script, so you can use it in multiple objects

7
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Scripts can also be entered as an
“Execute a Piece of Code” Action

Create

82 Burger

i wial

— Faddle

Q Outzide Boom

E

Execute a piece of code

Orec

S0 o ¥R Do

E Execute Code

=10l x|

2 | 49 | @ Applies To: & Self ¢ Other ¢ Object

globalvrar Paused:;
globalvrar 3peed;

Paused = ! Paused:

if [ Paused )

{
Speed = Fire.speed;
Fire.speed = 0.:
H
elze
{
Fire.speed = Zpeed;
H

£

£
£

£
£

£

starts out as false

toggle the value of Paused False <-» true
turns to true on the first 'p' press

remembher the existing speed
set the current speed to 0

restore the previcus speed

|»
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General Information

« Game Maker scripts look very much like programming in C, C++, and Java

« Scripts must begin with a left curly brace ( { ) and end with a right curly brace ( })
» Statements end with a semi-colon ( ;)

« Variable names consist of letters, numbers, and the underscore ( _)

* Variable names must begin with a letter

 Letters are case-sensitive, that is ‘A’ #a’
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Functions you can use in Game Maker Scripts

abs(f) Absolute value of a number

arccos( c) Arc whose cosine is ¢

arcsin(s) Arc whose sine is s

arctan(y_over_x) |Arc whose tangent isy_over_x
arctan2(y, x) Arc whose tangent is y/x, taking signs into account
ceil( f) Next highest whole number

cos( f) Cosine oif r

degtorad(d) Turn d into radians

exp( f) e (2.71828...) raised to the f power
floor( f) Next lowest whole number

frac(f) Fractional (non-whole number) part of f
In(f) Log to the base e (2.71828...) of f
log2(f) Log to the base 2 of f

log10( f) Log to the base 10 od f

radtodeg( r) Turn r into degrees

random( f) A random number between 0. and f
round( f) Round f to the nearest whole number
sign( f) The sign of f (-1. or +1.)

sin(r) The sin of r

sqr( f) The square of f

sqrt(f) The square root of f

tan(r) The tangent of r
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General Information

* You can create conditional execution with an ‘if-else’ block

if [ Paused )
{
Speed = Fire.speed; S/ remember the existing speed
Fire.speed = 0. A4 met the current speed to 0O
¥
else
{
Fire.apeed = Speed; f/ restore the previous speed
H

* You can create a loop with a ‘for’ block

did primitive hegin( pr linestrip j;:
for([ angle = 0.; angle <= 1440.; angle += 10. )
{
radians = DegreesToRadians * angle:
*x = R * cosiradians):;
z = R % gin(radians):
v = K % angle;
did wvertex( X, ¥, 2 ]:
H

“ for( initial-settings ; keep-going-if-this-is-true ; do-this-in-between-loops ) “
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Note Game Maker’s Automatic Color-coding when you
Enter a Script — this helps prevent typos

' Execute Code

=101 x|

Comments begin with *//" and

globalvar Faused; A7 astarts out as Ffalse

globalvar Speed:

Paused = ! Paused; A toggle the value of Paused false «-
S turns to true on the fi press

if | Paused )
{

V|-\Q‘n@|xaﬁ|}3¢.§§7“ﬁ|@ APpIiesTu:iW
{ =

| _— Object names are purple

are green

Property names are blue

Speed = FifTe.speed; // remember the exisiin
Fire.speed-iﬂr., set the current speed to O

¥

else
{
Fire.speed = Speed; S restore the previcus speed

H

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. That is, ‘a’ #A’
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