At Lee Det Com

FANTASTIC VOYAGE - INSIDE A GAME PROGRAM

Design Levels — Platform Game.

Ewents: Actions: ' .
Foere 8] [ 4 game tells a story - wee going
s Step Sleep 1500 millseconds pr‘ogr'arr'\mer's use

" monster Game Maker software's:

o I:] scared Jurnp to the start position S r'i'l'es e

dich u wall Jurnp ta the start position p . .

Las .:5» pTint Start moving in a direchion ObJ ects

; <Leflt:l>l IEI Change sprite into pac_stand Events .; -

@ <Ups - Jumnp to the start posgition Ac-l-ions @ Statt moving i a ditection
iigf‘:; [9] 5t lves reltive o 1 To tell a story in a game.

2, | We're going to design our own
1998 r ; levels in a platform game and
{ Score: 0 ¥

learn the secrets of game
programming...

Fl Edt add soip | First, open the original game and
13 & b 1] play it to get a feel for the

g e e | OFiginal level...

[aruiP=—N o S Py
=Tt i g

@platfnrm_ﬁ.gm% It's called pIGTfor'm_é and it's on
the CD in a folder called
platform.
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1) Rooms

i| Game Information
Global Game Settings

You can look at the instructions
for the game at the Game
Information icon - later, you may
want to personalize this info.

% b €

Z Fun taame
..And play the game .

P EY

Notice that you get points for collecting
mushrooms, that you lose a life when you
collide with a monster, and that when lives
are gone, the high score chart displays
and the game restarts.

Notice how the monsters move
back and forth, as if something is
blocking their way - we'll learn
about this later..

@ Museum. g

@ plakFarm_1 .grr%
i

Iﬂ platform_z.g

Now, let's open the Museum.gmé
example and get started...

LT Mew CteM )
L

j Qpen... Chrl+ O
. , ¥
Recent Files L
H Save Chrl4+35

22l Save As..,

ooooo

ﬁ Merge Game...

=
[@- Preferences... g

MAKE SURE THAT ADVANCED

Click File - there'll be a check
mark next to Advanced Mode if
it's enabled!

www.auntlee.com/teachers Copyrighted material @ By

® S

Il www.auntlee.com/license




Open the Rooms folder and go to

— Hooms

g myroom
o] roomi

,ﬂ Gamelnfurr&iun r-oomo fir.s-l-l Gnd

look around - it's easy to switch
back and forth.

|
|k
[
=
[ |
| |
|
| |
L]
| |
=
i,

s
g
H

Be sure to MAXIMIZE the room
So you can see everything

. Illll=llllllliillllllllll

3
IIIIF'FIE-I
q:;rlllé

=
{Maximize
3] : .
"B s Now go to myroom - the first one
g eemlly 1 in the list.
objects | settings | Hles Go to the bGCkgr'OLlndS tab...
backgrounds Vg

Draw background color

L e—

TTEeTETE T T T T T

W Fuisiicind kisgs Choose the background_sky image

J,‘I:uau:kgru:uundr__s.l;y = for now...
Mo background L

[ TileHor. % |0 I backoround_sky
Tile Vet i (o _'_,'I background_tile =

[15tetch

— Now, click on tiles tab...
gz tiles

LEARNING ABOUT TILES.. | Tiles are a standard technique
[ [T e used by game programmers.

e £
1. They are parts of the background
AR £ :
; images - they are small and load
fast.
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They are not objects - they don't
have any programming attached
to them.

When you click on a piece, it

i | shows what you're getting with a

red border...

And you click to put the tiles in
the room the same way you're
used to clicking o put objects in
the room... and you still right-click
to delefte...

We'll need to have a surface for
our character to walk on, so start
there...

It's a good idea to make the
surface at last two boxes deep,
because we'll probably want to
add a p/t of death later...

When you've got a surface
started, we can put our main
character in and start testing...

backgrounds
ohjects

Go to the objects tab...

® S
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§ characker
ok
B hiockh

I blocky
@ ranster il
@ Flyer
. marker E

monster_dead | |

Fr=pirsiis T

O

&g TUshroom
'Ef‘! lerveleit
B death

I ladder

= hullet

4 ammmunition

Object to add with left mous life:_cantraoller
* honus

[I:u:unus :éi% - =
Left mouse button = add m
=+ Mtz = 1 _ L.

e |7 -

Click on the loading icon - we'll
select the character, but first
take a look at all the objects that
will be available for us to use...

|
§ character

Place the character on the
ground, and run the game to test

% b €
3
s Run Game

[ PN

Oops! All you get is the "ow!" as
the character falls and dies!

Why? Because all we put in were
the pretty tiles, not the block
objects that are programmed to
be solid and that collide with the
character.

® S

www.auntlee.com/teachers Copyrighted material @ TEECTEE www.auntlee.com/license




COCTS IOy Y P=TY

R i | tiles So go back now and put in solid
' block objects...

When you're on the objects tab,

§ character

B hiockh !g

I blocks

1-,? mansker
{3" Flyer

. matker

maonster_dead

Click the load icon and select a
block.

Note there are several sizes to
use - helpful for smaller
platforms...

S

age rmushroon
E"F lenvelexit
B death

I ladder

= bullet

& ammunition

Object to add with lef mo) life_contraller

- #* bonus
Ellfe_ccuntrnller B

= ; - | See how the blocks cover up the

pretty tiles, but test the game,
and you'll see that all the player
sees are the pretty tiles...

in a solid block object for our
character to walk on.....

‘ ‘ Now it works!
; ’ Now we'll remember to always put

'.

® S
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Mame: | plock
Sprite

. zprite_block, El!a

[ Mew | [ Edit |

If you're curious, look at the
block object -note that the
visible box isn't checked - so the
block is invisible to the player,

[]Visble ] Sold but the solid box is checked.
s So let's go back to the ftiles tab
and keep creating our level...
IMPORTANT NOTE | You must be on the objects tab to

add or delete an object, and you
must be on the tiles tab to add or
delete a tilel

.| You can use these tiles...

To create a platform for the
character to jump onto...

backgrounds

ohjects zettir

Just be sure to go back to the
objects tab...
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COCTS IOy Y P=TY

ohiects | seftings | s ..and select a solid block object...

§ character

B hiockh !g

I blocks

@ mansker
{3" Flyer

. matker

maonster_dead

+f :

i 1

S

age rmushroon
'Ei'} lenvelexit
B death

I ladder

= bullet

| & ammunition

R i A

Object to add with lef mo) life_contraller

; #* bonus
[Ilfe_u:u:untru:uller ;- e

And put a solid block object
wherever you've got a tile
platform...

5‘%%‘ '
EE R

% b € | Test your level oftenll!

3
Fun Game
s Bun Gare]

s smln

PIT OF DEATH!I! | Let's Add a pit for the character
to fall into...

Remember, we'll need both the
tile and the death object

® S
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ohjects | settings | tiles

. A
Lo e (S

W
LTy x
HERE £

L

On the tile tab, select the toothy
tile...

i =
Jl

We can make the game very hard
by putting the pit of death
directly under a platform (so if
she falls off, she falls directly
into the pit)

Now go back to the objects tab...

- RUGLGE
monster_dead

Chdama

age mushroom
':"'i'3 levelexit

I ladder l !

= hullet

4 ammunikion

Object to add with left rmous life_contraller
* honus
block. El!a ! T

—

Select death...

. EEEEE

Click to put the death object into
the pit - and tfest...

Events:
d Create
% Step
] . block,
] %}‘ monster
gk {?’ flper
P rLzhroom
P 57 levelen

Actiong

Play zound killcharacter

Sleep 1000 miliseconds
Set lives relative ba -1

[ | Festart the current roam

If you're interested, you can look
at the programming for the
collision event with the character
and the death object.

www.auntlee.com/teachers Copyrighted material

www.auntlee.com/license



Note that you lose a life when you
fall into the pit of death... Let's
show the lives on the game
itself...

LIFE CONTROLLER
> bullet I Go to to the objects tab and

4 ammunition

Obiect to add with left maus: m: select life_controller
a * honus &

life_controller
lfe_cont it
. 1T | Click to add it to the top left of

[ the room - test it by falling into
the pit of death a couple of
b times...

Note that this also shows the
score - let's add some mushrooms
so that the character can get
some points...

ADD MUSHROOMS FOR POINTS!

. ratker

. Monster_dead

'Ei'? lenvelexit g

Bl d=ath
I ladder
= bullet

& ammunition

On the objects tab, select the
mushroom and put some in.

I [E___| I | | | I I I

Object to add with left mo el

* honus

OO 10
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Now test, and you'll see some

$33 scores add up.
Score: 20

-_!Keep building - use this

pole tile to create a tall pole with
a platform on top

5 gt s Just be sure to switch back to
- ® | the objects tab and put in the
B B | solid blocks

?immnm;i.

Build floating cloud platforms...

Build a ladder...
Use the ladder tile.....

o E

age Mmushroom

'Ei;? levelexit
B death

= hullet &

4 ammunikion

=t to add with left o life_contraller
| bonus

CREATE A NEW ROOM FOR MONSTERS! | Every room should get harder -
let's make a new room with

() OO H
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Then put a ladder object over the
tile...

..And test!

[ T ]




monsters - but how do we get
there?

monster_dead

-1

age mushroom

B death
I ladder
* hullet

4 ammunikion

On the objects tab, select the
levelexit object!

LEVEL

=== (

Place it toward the end of your
room...

And test!

=-i~= Rooms |

Let's add another room - right-

(S1f oo . .
ﬁ roort, L|_Insert Raom | click and choose duplicate..
o roor i
ﬂ g;ﬂ:llg j Insert Group  Shift+Ins B
Rooms . .
Q) myroom You may want to right-click and
= roomi . |rename It...
gm Insert Room
Sotlle b R **| Then click and drag it so that it's
S msetGow s | tho second in the list, if needed..
X Delete Shift+
.Ll} In the new room, delete the
|,

life_controller object, or you'll
get error messages.

Put in a new life_controller in the
new room - this seems to work.
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backarounds viEws Or, you can create a hew room

[+] Enable the use of Views E\% )] =]

Wi 1 [ ’ ' .ﬁ.u:.l.u:l a F':cn:um F

Wit with the ~| icon, to get a
Wimia d

completely blank room - but fo

[¥] Visible wh tart /
izible when room starts ge?" fhe same effecfsl yau// ﬂeed

Wiew In roam ) )
% [0 w: | 300 to set up the view menu like so...
. |0 H: [200 |

Part an zoreen
|0 w300

v |0 H: |200

Object fallowing
character =)

Hbar: |64 Hzp: |4
Vhar: |64 Vep [4

LETS ADD MONSTERS! | Remember how the monsters
moved back and forth, back and

) forth?

& flyer It's because the game
% programmer put in marker
g objects (that are invisible to the

game player) that the monster
bounces of f of...

L.J | 50 when you put in a monster, also
put in two markers to keep the
monster moving back and forth...

W blockh
I blocky

C:“-" Flyer %

Select the monster...

n Put him on the platform...

OO o
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l block

%:-“ mansker
f@‘ Flyer

— mnnster_gead
[ B ——

Select rr_\ar'ker'...

il g

T

ki d
Put him on the platform... test!

Remember that the character can
squash the monster if she jumps
on him.

NOTE: To make it easier to test
the second room, you can put the
character close to the end of the
first room, then put her back
later...

Ewvents:

_, Create
% EndStep
gk . block,
gk . marker

Actions:

E’% Start moving in a direction

( tart moving mn/a direction

Applies to

(%) Self
() Other
() Object;

(5] #]2]
Direchiorns: @@
EIE

Speed: |4

If you want to make the monster
move faster or slower, you can go
to the monster object, to the
creation event, the start moving
in a direction action, and change
the speed.

g monsker

. rnarker g

monster_dead

Dl

age Mmushroam

[ .

You can add a flying monster the
same way - but the flying monster

{ | doesn't need to be on a solid

surface - he can fly...
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AMMUNITION.. | You can arm your character
against the monsters with
ammunition...

| tadder ~ | In objects tab, select
*_bulet Bl | ammunition, and place it
Object to add with left mou: IiFe_chtrnIIerg :: SomeWher‘e in the room Wher‘e the
~ _ * bonus _| | character can get it...
|ammunlt||:|n =

miamu,

Left mouse button = add

Now she can shoot monsters with
the spacebar ...

§idi g
Score: 0

"

And the ammo will show up on the
scoreboard...

CREATE A NEW MONSTER SHORTCUT

Let's make a hew monster who
moves up and down...

g; TNCFiETET | |

. Iy .j Insert Ohject

o T

g I

'Ei‘? le =% Insert Group © Shift+Ins
e

Right-click the flyer monster and
choose Duplicate

Actions:

Events:

Hame: | object_newmanster

Sprite - Start moving in a direction
faid sprite_flyingr = % EndStep
block
—
L) . marker %
Yigible: [ Solid

Go to the creation event and click
the Start moving in a direction
icon.
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Un-check the right arrow

_ Applies to dir'CCTion
e
() Other
O Object: Click the down arrow direction

=22 Change speed if you like...

Directions: | 4af m]=)
2] ¥ )

Speed: |3
[] Relative
Evaris Actians: On both the collision-block and
d Create |§I Reverze horizontal direction ” . k 1_
2 End Step collision-marker events,
e [ marker « Delete the reverse
% horizontal direction
] ki h H
[rag actons her] « Drag reverse vertical
direction...
— Actions. So it looks like this...
g Create @ Reverse vertical direction
:: End Step
gk . block,
e marker
= FIyer

Now, when you select the new
object in a room...

- n:nl:njEu:t_rnzel.-'-.lrru:nn::tEe'-'k

. marker

monster_dead i

D

age mushroon

® S
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T

Place him somewhere where he
might collide with the character,
with markers above and below,
because he'll be moving up and
down...

CHANGE SOUNDS?

Name: | character

Sprite

? zprite_right El!a

izible [ 50lid
Depth: 0

[] Persistent

Parent: |<no parent: Eﬂa
Mask: Im E!z

’ @) Show Information ]

s OK

Ewents: Actiohs:
Create If an expression iz true
4
o Step & Start of a block
b . block
+4 o mohster B Doty it mvnsier
i ;?’ flwer Play zound killmorser
Sadk 3 mushroom Set the score relative to B0
] ;
o LI fevelext Start roving in a direction
i I death e |
g ¢ ammunition Change instance inta mons
S ® bonus & Endof a block
5 <Lefty
ég g Elze
&m <Ups
@ <Rights & Start of a block
#m <Downe B P e chaaoiy
o e T Play zound killcharacter

& press <Spaces
Sleep 1000 miliseconds

E Set lives relative ta -1
Reztart the cument room

& Endof a block

To change the sound in a collision,
go to the character object, select
the collision event you're
interested in, find the play sound
actions, and change them.

Go to Add a Sound first, if you
want a new sound...

ﬁ%ﬂ LS
l'add a Seund|c

SriritA

I TS CITIE S

=i~ Objects

character
block,

Bl blockh

Okay - I know you guys -
whatever I say, what you'll want
to do first is change the main
character - but there's a problem.
Open the character object...
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Ll Object Properties

Mame: | character Events: Actions:

Spribe % Step [A]

£ |spieign 5 9 [l block

# ronster
e

e G flyer
Wisible [ 5olid L] - muzhraom
Depth: [0 el @l“? lewelexit =

b Il death

[ Persstert g 4 ammunition

Parent: |<no parenty El | #¢ ® bonus

Mask: |csame asspite> Sl | |
i <Up>

@ Change zpnte into sprite_left

{73 If & position is collision free

Jump to a given position
If & position iz collizsion fres

A Start of a black

Jump to a given pozition
ove to contact in directio

Keyboard Event for <Left= Key | bilocl,

[ ©) Show |nformation ] @might

[ae]

Click on the Keyboard event for
the LEFT key, and you'll see that
when the left key is pressed,
there's a Change sprite action - if
you want to change the character
sprite, be sure to change it here
as well - preferably with a left-
facing sprite.

EVETE,

Create

i . black.
e %“ manster
B @ flyer
g mushroom
P 5 levelesit
& W death

g 4 ammunition
44 ® bonus

i <Lefty

& <Upy

& <Right>

& <Down

4% Outside Room

& press <Spacer

I

A Chead et ds the oF

If & position is collision free
m Set the grawvity
Else
Set the gravity

ﬂ Lt Ex2 vewlina soerned
If wspeed ig larger than 12
Set variable vspeed to 12

A Dok whather o o ladiky
@ If there is an object at a position

@ Start of a block.

m Set the gravity
Set variable wspeed to 0

|§| Change sprite into sprite_climbing
S Endof a block

AND, when the character climbs,
the sprite changes to a climbing
sprite,

E Change spiite into sprite_climbing

So you would need three sprites.

File  Edit

UEGECHIN Images

Animation

o Ij Mirror Horizonkal k Chrl+ Al

1% Flip vertical Chrl+AlE+F

Shaw |
N €1+ shift.., Chrh+Alt+H
Rotate 90 clockwise  Chrl+alk+L

Raokake 90 counker ChelHAlE+D

Then add the same sprite again,

La® gditspritet\g Bat

OF
90 +o #] Tranzparent Edit the sprite.

And click Mirror Horizontal...

Mame: | zprite_firerighl] Precize collizion checking And save W'Th new name...
[] Smooth edges
% Load Sprite I
Preload testure
Width: 54 Height: B4 Drigin
Mumber of subimages: 1 « [0 v
Center

® S
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