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Getting to know Game Maker

What is Game Maker?
Game Maker is a software that allows you to create exciting computer games, without having to write a single line of code! By simply using the drag-and-drop icons, you can create professional-looking games within a short period of time. You can also create games with backgrounds, animated graphics, music and sound effects, and even 3D games! When you've become more experienced, there is a built-in programming language, which gives you the full flexibility of creating games using Game Maker. What’s best, Game Maker is Free!
THE GUI – Graphical User Interface
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Fig 1.1
For more information, go to www.yoyogames.com
Chapter1: Creating Your Own Game
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double click the Game Maker icon on the desktop to open the program.
     Refer to Fig2.1
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Fig 2.1

	2. Click on Don’t Upgrade Now to continue.
     Refer to Fig2.2
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Fig 2.2
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Chapter 2: What are Sprites?
· Sprites are the visual representations of all the objects in the game.

· A sprite is either a single image, drawn with any drawing program you like, or a set of images that, when played one after another, looks like an animated motion.

2.1: How to Create a Sprite
	INSTRUCTIONS
	PICTURE REFERENCE

	1. To create a Sprite, click the icon circled in Fig 3.1.
2. Name the Sprite.
     (Example: UFO)

     Refer to Fig 3.2

3. Click on "Load Sprite” and load the following.
“Breakout” > “Monster3.gif”.
     Refer to Fig 3.2

4. Click on OK button after loading sprite.
5. Repeat steps 1-4 for other sprites.
(Example: Enemy, bullet, Wall and etc..)
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 Fig 3.1
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Fig 3.2


2.2: How to Edit a Sprite


	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the UFO Sprite.

2. Click on “Edit Sprite” to edit sprite (size, color, etc).

3. Double-click on the UFO Image. 
Refer to Fig 4.1
4. Use the Tools bar at the side to add color.   Refer to Fig 4.2
5. Click on the Green Tick to Exit. 
Refer to Fig 4.1


6. Click on Transform on the top menu bar and select Stretch.
Refer to Fig 4.3

7. To have a sprite that is twice the size, set
Width:200
Height:200
Refer to Fig 4.4

*Note:
 Set Width: 50 and
Height: 50 to have a 1/2 size Sprite.


8. Click the OK button after editing the Sprites.
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Fig 4.1
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 Fig 4.2
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 Fig 4.3
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Fig 4.4




Chapter3: What are Objects?
Objects are the true entities in the game

3.1: How to Create an Object
	INSTRUCTIONS
	PICTURE REFERENCE

	1. To create an Object, click the icon circled in Fig 5.1

2. Name the Object according to the name given to the Sprites created. 
     (Example: UFO)

     Refer to Fig 5.2

3. To select the Sprites created, click the icon circled in Fig 5.2.
     (Example: Monster3.gif, you use for your UFO)

4. Click the OK button after selecting the Sprites.
     Refer to Fig5.2
5. Repeat steps 1-4 for other objects.
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 Fig 5.1
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Fig 5.2



Chapter4: What are Rooms?
Rooms are places or levels in which the objects live.

4.1: How to Create a Room

	INSTRUCTIONS
	PICTURE REFERENCE

	1. To create a Room, click the icon circled in Fig 6.1
2. Right-click anywhere within the box in Fig 6.2 to reveal object selection OR click the icon circled to select object.
3. After selecting the object, Left-Click anywhere within the area to place the object. Right-Click to delete the object.


4. Press and hold SHIFT key while clicking on the left mouse to create multiple objects. E.g. creating a wall to surround the room.
Refer to Fig 6.2
5. Create some enemies by selecting the enemy Object and place it around the room.
Refer to Fig 6.2
6. Create a UFO by selecting the spaceship Object and place it in the room.
Refer to Fig 6.2
7. Press the Green Tick circled in Fig 6.2 to exit the Room
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Fig 6.1
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Fig 6.2
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Fig 6.3


Chapter5: How To Make The Enemy Move

	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the Enemy Object. 
Refer to Fig 7.1


2. Click on the Add Event button to bring up the Event Selector Menu.
Refer to Fig 7.1
3. At the Event Selector Menu, click on the Create button.
Refer to Fig 7.1 


4. Drag the Move Fixed icon into the Actions Window.
Refer to Fig 7.2
5. At the Move Fixed menu, select all the directions.
Refer to Fig 7.3
6.  Set the value of the Speed to 5 .
Refer to Fig 7.3

7. Click OK to Exit.
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Fig 7.1
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Fig 7.2
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Fig 7.3


Chapter6: How To Control The UFO

	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the UFO Object.
     Refer to Fig 8.1


2. Click on the Add Event button to bring up the Event Selector Menu.
Refer to Fig 8.1

3. At the Event Selector Menu, Click on the Keyboard button and select Up.
Refer to Fig 8.1


4. Drag the Jump To Position icon into the Actions Window.
Refer to Fig 8.2

5. Check the Relative checkbox 
For the Up arrow key, set the value set value of Y = -10.

Refer to Fig 8.3
6. Repeat step 1 to 5 for Down arrow key, Left arrow Key and Right arrow Key.
* Down arrow key,
X:  0 , Y:  10
   Left arrow key,
X:  -10 , Y:  0
   Right arrow key,
X:  10 , Y:  0
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Fig 8.1
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Fig 8.2
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Fig 8.3



Chapter7: How To Fire The Bullet
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the
UFO Object.
Refer to Fig 9.1

2. At the Event Selector Menu, click on the Keyboard button and select Space.
Refer to Fig 9.1


3. Under the Main1 tab, drag the Create Moving icon into the Actions Window.
Refer to Fig 9.2


4. Set Applies to to Self, Object to bullet.
Set value of
X = 15.
Y = 0.
Speed = 15. 
    Direction = 90.
    Check the Relative      checkbox.
Refer to Fig 9.3

5. Click Ok to Exit.
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Fig 9.1
[image: image24.jpg]Create moving instarce of bul





Fig 9.2
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Fig 9.3


Chapter 8: How To Create Collision Between Wall and Enemy
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the Enemy Object.
Refer to Fig 10.1


2. Click on the Add Event button to bring up the Event Selector Menu.
Refer to Fig 10.1

3. At the Event Selector Menu, Click on the Collision button and select object wall.
Refer to Fig 10.1


4. Drag the Bounce icon into the Actions Window.
Refer to Fig 10.2

5. At the Bounce against solid objects menu, set precise as not precisely and set against as solid objects.
Refer to Fig 10.3

6. Go to wall Object Properties by double click on the wall Object and Click on the Solid check box.
     Refer to Fig 10.4
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Fig 10.1
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Fig 10.2
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Fig 10.3
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Fig 10.4



Chapter9: How To Create Collision Between Wall and UFO
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the UFO Object.
Refer to Fig 11.1


2. Click on the Add Event button to bring up the Event Selector Menu.
Refer to Fig 11.1

3. At the Event Selector Menu, Click on the Collision button and select object Wall.
Refer to Fig 11.1


4. Drag the Bounce icon into the Actions Window.
Refer to Fig 11.2


5. At the Bounce against solid objects menu, set precise as not precisely and set against as solid objects.
Refer to Fig 11.3
6.   Click Ok to Exit.
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Fig 11.1
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Fig 11.2
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Fig 11.3



Chapter10: How To Turn Enemy Into Explosion When Being Hit
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the Enemy Object.
Refer to Fig 12.1
2. Click on the Add Event button to bring up the Event Selector Menu.
Refer to Fig 12.1
3. At the Event Selector Menu, Click on the Collision button and select object Bullet.
Refer to Fig 12.1

4. Under the Main1 tab, drag the Change Instance icon into the Actions Window.
Refer to Fig 12.2


5. At the Change Instance menu, set change into as EnemyExplosion and set perform events as Yes.
Refer to Fig 12.3
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Fig 12.1
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Fig 12.2
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Fig 12.3


Chapter 11:How To Turn UFO Into Explosion When Being Hit
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the UFO Object.
Refer to Fig 13.1


2. Click on the Add Event button to bring up the Event Selector Menu.
Refer to Fig 13.1
3. At the Event Selector Menu, Click on the Collision button and select object Enemy.
Refer to Fig 13.1

4. Under the Main1 tab, drag the Change Instance icon into the Actions Window.
Refer to Fig 13.2


5. At the Change Instance menu, set change into as UFOExplosion and set perform events as yes.
Refer to Fig 13.3
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Fig 13.1
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Fig 13.2
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Fig 13.3


Chapter12: How To Make Explosion Disappear
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the enemyExplosion Object.
Refer to Fig 14.1


2. Click on the Add Event button to bring up the Event Selector Menu.
Refer to Fig 14.1

3. At the Event Selector Menu, Click on the Other button and select Animation End.
Refer to Fig 14.1

4. Under the Main1 tab, drag the Destroy Instance icon into the Actions Window.
Refer to Fig 14.2


5. At the Destroy Instance menu, set applies to as Self.
Refer to Fig 14.3.
* Repeat Step 1 to 5 for UFO Explosion Object  
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Fig 14.1
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Fig 14.2
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Fig 14.3


Chapter13: How To Set Health And Set Lives
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Create a Controller Object. ( A Controller object does not require a sprite as it appears invisible during game play and it controls routines like music, score, health etc )


2. Double-click on the Controller Object.
Refer to Fig 15.1

3. Click on the Add Event button to bring up the Event Selector Menu.
Refer to Fig 15.2
4. At the Event Selector Menu, Click on the Create button.
Refer to Fig 15.2

5. Under the Score tab, drag the Set Health icon into the Actions Window.
Refer to Fig 15.3


6. At the Set Health menu, set value = 100.
Refer to Fig 15.4


7. Under the Score tab, drag the Set Lives icon into the Actions Window.
Refer to Fig 15.5

8. At the Set Lives menu, set new lives = 2. 
Refer to Fig 15.6

9. Go to Room Properties by double click on the Room you created and place the controller within the room.
Refer to Fig 15.7
10. Click on the Green Tick to exit the Room 
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Fig 15.1
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Fig 15.2
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Fig 15.3
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Fig 15.4
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Fig 15.5
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Fig 15.6
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Fig 15.7


Chapter14: How to Display Health Bar and Lives
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the Controller Object.
Refer to Fig 16.1

2. Click on the Add Event button to bring up the Event Selector Menu.
Refer to Fig 16.1 

3. At the Event Selector Menu, Click on the Draw button.
Refer to Fig 16.1
4. Under the Score tab, drag the Draw Health icon into the Actions Window.
Refer to Fig 16.2
5. Set the value of x1 = 50.
Set the value of y1 = 50.
Set the value of x2 = 150.
Set the value of y2 = 60.
Set the value of 
back color= black.
Set the value of 
bar colour= green to red.
Refer to Fig 16.3
6. Under the Score tab, drag the Draw Life Images icon into the Actions Window.
       Refer to Fig 16.4

7. Set the value of X=50.
Set the value of Y=60.
Select image to be the UFO.
Refer to Fig 16.5
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Fig 16.1
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Fig 16.2
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Fig 16.3
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Fig 16.4
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Fig 16.5


Chapter15: How To Reduce Health When UFO Collision With Enemy
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the UFO Object.
Refer to Fig 17.1

2. At the Event Selector Menu, Click on the Collision button and select enemy.
Refer to Fig 17.1

3. Under the Score tab, drag the Set Health icon into the Actions Window.
Refer to Fig 17.2


4. Check the Relative checkbox. 
Set the value of 
Set Health = -10. 
Refer to Fig 17.3
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Fig 17.1
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Fig 17.2
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Chapter16: How To Reduce Lives When Health Reach Zero & How To End Game When Lives Reach Zero
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the UFOExplosion Object.
Refer to Fig 18.1

2. At the Event Selector Menu, Click on the Other button and select Animation End.
Refer to Fig 18.1

3. Under the Score tab, drag the Test Health icon into the Actions Window.
Refer to Fig 18.2
4. At the Test Health Menu, set value = 0 and operation = equal to. 
Refer to Fig 18.3

5. Under the Control tab, drag the Start Block icon into the Actions Window.
Refer to Fig 18.4

6. Under the Score tab, drag the Set Lives icon into the Actions Window.
Refer to Fig 18.5
7. Check the Relative checkbox. 
Set the value of 
Set Lives = -1. 
Refer to Fig 18.6

8. Under the Score tab, drag the Set Health icon into the Actions Window.
Refer to Fig 18.2
9. Set the value of 
Set Health = 100.
Refer to Fig 18.7

10. Under the Score tab, drag the Test Lives icon into the Actions Window.
Refer to Fig 18.8

11. At the Test Lives Menu, set value = 0 and operation = equal to.
Check the Not checkbox.
Refer to Fig 18.9

12. Under the Main1 tab, drag the Create Instance icon into the Actions Window.
Refer to Fig 19.0


13. At the Create Instance Menu, set object = UFO, 
set X = 80, set Y = 368.
Refer to Fig 19.1

14. Under the Control tab, drag the End Block icon into the Actions Window.
Refer to Fig 19.2

15. Under the Control tab, drag the ELSE icon into the Actions Window.
Refer to Fig 19.3

16. Under the Main1 tab, drag the Create Instance icon into the Actions Window.
       Refer to Fig 19.1

17. At the Create Instance Menu, set object = UFO, 
set X = 0, set Y = 0.
Check the Relative checkbox.
Refer to Fig 19.4
18. Under the Score tab, drag the Test Lives icon into the Actions Window.

19. At the Test Lives Menu, set value = 0 and operation = equal to.
Refer to Fig 19.5
20. Under the Control tab, drag the Start Block icon into the Actions Window.
Refer to Fig 18.4
21. Under the Main2 tab, drag the End Game icon into the Actions Window.
Refer to Fig 19.6

22. Under the Control tab, drag the End Block icon into the Actions Window.
Refer to Fig 19.2
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Fig 18.1
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Fig 18.2
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Fig 18.4
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Fig 18.5
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Fig 18.6
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Fig 18.7
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Fig 18.8
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Fig 18.9
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Fig 19.0
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Fig19.1
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Fig 19.2
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Fig 19.3
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Fig 19.4
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Fig 19.5
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Fig 19.6


Chapter17: What are Step events?

The step event happens every step of the game. Here you can put actions that need to be executed continuously. For example, if one object should follow another, here you can adapt the direction of motion towards the object we are following. Be careful with this event though. Don't put many complicated actions in the step event of objects of which there are many instances. This might slow the game down. To be more precise, there are three different step events. Normally you only need the default one. But using the menu you can also select the begin step event and the end step event. The begin step event is executed at the beginning of each step, before any other events take place. The normal step event is executed just before the instances are put in their new positions. The end step event is executed at the end of the step, just before the drawing. This is typically used to change the sprite depending on the current direction. 
Chapter18: How To Restart Game When All Enemies Being Destroy
	INSTRUCTIONS
	PICTURE REFERENCE

	1. Double-click on the Controller Object.
Refer to Fig 20.1

2. Click on the Add Event button to bring up the Event Selector Menu.
Refer to Fig 20.1
3. At the Event Selector Menu, Click on the Step button and select step.
Refer to Fig 20.2

4. Under the Control tab, drag the Test Instance Count icon into the Actions Window.
Refer to Fig 20.3


5. At the Test Instance Count Menu, set object = enemy, 
set number = 0, 
set operation = Equal To.
Refer to Fig 20.4

6. Under the Control tab, drag the Start Block icon into the Actions Window
Refer to Fig 18.4
7. Under the Main2 tab, drag the Restart Game icon into the Actions Window.
Refer to Fig 20.5

8. Under the Control tab, drag the End Block icon into the Actions Window.
Refer to Fig 19.2
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Fig 20.1
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Fig 20.3
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Fig 20.4
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Fig 20.5


Chapter19: How To Create Background Sound
	INSTRUCTIONS
	PICTURE REFERENCE

	1. To create an Sound, click the icon circled in Fig 21.1

2. Name the Sound.
Refer to Fig 21.2
(Example Explosion)
3. Click on Load Sound Icon to load sound.
Refer to Fig 21.2
4. Double-click on the Controller Object.
Refer to Fig 20.1
5. Click on the Add Event button to bring up the Event Selector Menu.
Refer to Fig 20.1
6. At the Event Selector Menu, Click on the Create button.
7. Under the Main1, drag the Play Sound icon into the Actions Window.
Refer to Fig 21.3

8. At the Play Sound Menu, 
set sound = Background Music, set Loop = True.
Refer to Fig 21.4
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Fig 21.1
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Fig 21.3
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Fig 21.4


Chapter20: How To Create Background

	INSTRUCTIONS
	PICTURE REFERENCE

	1. To create an background, click the icon circled in Fig 22.1

2. Name the Background. Example (Sky)
Refer to Fig 22.2

3. Click on Load Background Icon to load Background.
Refer to Fig 22.2
4. Double-click on the Room you created.

5. Click on the backgrounds tab and select your background by clicking the icon circled.
Refer to Fig 22.3
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Fig 22.1

[image: image83.png]Width: 200 Height: 200 |
[ Iransparent ¢ ]

<2 Edt Background

) smooth edges
[ Preload testure:
[ Use as tile set

v 0K





Fig 22.2
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Fig 22.3


National Education Messages
1. Singapore is our homeland; this is where we belong.
We treasure our heritage and take pride in shaping our own unique way of life.

2. We must preserve racial and religious harmony.
We value our diversity and are determined to stay a united people. 

3. We must uphold meritocracy and incorruptibility.
We provide opportunities for all, according to their ability and effort.

4. No one owes Singapore a living.
We find our own way to survive and prosper, turning challenge into opportunity.

5. We must ourselves defend Singapore.
We are proud to defend Singapore ourselves, no one else is responsible for our security and well-being.

6. We have confidence in our future.
United, determined and well-prepared, we have what it takes to build a bright future for ourselves, and to progress together as one nation.

Things To Have In Your Own Game

1. Title of your game: _________________________

2.Storyline:_________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________

3. Instructions:

4. Menu:

5. Display of High Score

UFO
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