	


Create Your Own Game
An Introduction to Computer Game Creation
Instructor: Shamim Khan (Email: khan_shamim@colstate.edu)
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Creating a simple game – your first shooting game
Note: The screen shots included  in this lab exercise may look different on your computer screen.

1. Start the Game Maker 6 program by clicking on the “Start” button, move your mouse to “All Programs”, look for “Game Maker 6”. Click the Game Maker icon to start the Game Maker program. You will see the following:
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2. Click on “Add” on the top menu and click on “Add Sprite”.
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3. Click on the “Load Sprite” button:
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4. Click on the “various”folder icon and then open “Ghost2”.
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5. Rename “Ghost2” to “Monster”. See below.
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6. Close the above box by clicking on the “X” at the top right corner. Click “Yes” to save.

7. At this stage, save your files first. Click on “File” and click on “Save as”.
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8. Click at the “Examples” under “Save in” and change the folder to “My Documents\Temp”. Type in “highsch” in the file name box and click save:
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9. Repeat steps 2 to 6, for each of the following  objects, click [image: image9.png]


 located near the top left corner of your window to save your file after each stage:

a. Square- Click on “Square” and change the name as “Left Border”. See the following for what you should get:
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b. Fire- Click on “Fire” and change the name as “Fire”. See the following for what you should get:
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c. Dot- Click on “Dot” and change the name as “Shot”. See the following for what you should get:
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10. Click on “Add” on the top menu and click on “Add Sound”.
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11. Click on “Load Sound”.
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12. Open the file “explosion”:
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13. Rename the sound to “Explosion”.
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14. Close the above box by clicking on the “X” at the top right corner. Click “Yes” to save, and click [image: image17.png]


 located near the top left corner of your window to save your file.

15. Click on “Add” on the top menu and click on “Add Background”.
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16. Click on “Load Background”.
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17. Open the file “Sky”. Change the backgroud object name to “Sky”
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18. Close the above box by clicking on the “X” at the top right corner. Click “Yes” to save, and click [image: image21.png]


 located near the top left corner of your window to save your file.

19. Click on “Add” on the top menu and click on “Add Object”.
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20. Under “Sprite”, click on the button to the right of the “<no sprite>” entry, and a drop down menu appears. In the drop down menu, select the “Fire” sprite:
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21. Click on “Add Event”, and you will see an “Event Selector” menu as follows:
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22. Click on the “Keyboard” icon and then click on <Left>.
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23. Click the left mouse button on the [image: image26.png]


 icon, and  keeping it pressed, drag the [image: image27.png]


 icon into the “Actions” area:
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24. Click the “Relative” option, enter “-10” (negative 10) for the x Value, and click “OK”. Click [image: image29.png]


 located near the top left corner of your window to save your file.
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25. Repeat Step 21 to 23, for <Right> key:
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26. Click the “Relative” option, enter “10” for the x Value, and click “OK”.
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27.  Change the Name to “Fire” and click “OK”. Click [image: image33.png]


 located at the top left corner of your window to save your file.
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28. Click on “Add” on the top menu and click on “Add Object” (see step 19). Choose “Left Border” this time (see step 20).
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29. Change the name to “Left Border” and click “OK”.  Click [image: image36.png]


 located near the top left corner of your window to save your file.
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30. Repeat step 28, change the name to “Right Border” and click ok. Click [image: image38.png]


 located near the top left corner of your window to save your file.
31. Click on “Add” on the top menu and click on “Add Object” (see step 19). Choose “Shot” this time (see step 20).
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32. Click on “Add Event” and then on “Create”.
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33. Click and drag [image: image41.png]


 icon into the Actions area:
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34. Click the arrow pointing up, set the speed to 8 and click “OK”.
[image: image43.png]O _Object Properties.

Name Aot
e diccion L

Start moving in a direction ] % ‘

R 5@

Pvisbe [ 83‘;; e ——
b 0| [EiEE
Clpersiter Bl

= B
Boret [ ey (=] 2)2] patrs
Mesk: [samease| Diectons: 4= 8] =) &
e Lefefs) E
Speed: |§

I

+ 0K

[ Relative





35. Change the name to “Shot” and click “OK”. Click [image: image44.png]


 located near the top left corner of your window to save your file.
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36. Click on “Add” on the top menu and click on “Add Object” (see step 19). Choose “Monster” this time (see step 20).
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37. Repeat steps 32 and 33.

38. Click the bottom row of arrows (pointing down in all directions), set the “Speed” to 2 and then click “OK”.
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39. Change the object name to “Monster” and click ok. Click [image: image48.png]


 located near the top left corner of your window to save your file.
40. Double click on “Fire” under “Objects” on the left screen of the Game Maker:
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41. Click “Add Event”, and then click on “Collision”.
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42. From the drop down menu, click on “Left Border”.
43. Click and drag the [image: image51.png]


 icon into the “Actions” area, enter “20” in the x value, click on “Relative”.
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44. Click “OK”. Click [image: image53.png]


 located near the top left corner of your window to save your file.

45. Repeat step 41 and select “Right Border” this time.

46. Click and drag the [image: image54.png]


 icon into the “Actions” area, enter “-20” in the x value, click on “Relative”, and then click on “OK”. Click [image: image55.png]


 located near the top left corner of your window to save your file

47. Repeat step 41 and select “Monster” this time.

48. Click on the “main2” on the right hand menu bar, click and drag the [image: image56.png]


 icon into the “Actions” area.
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49. Click “OK” under the “Object Properties” to finish with this object.

50. Double click on the “Monster” under the “Objects” on the left screen of the Game Maker:
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51. Click “Add Event”, and then click on “Collision” (See step 41), then select “Left Border”.
52. Drag [image: image59.png]


 icon into the “Actions” area, and click on “OK” in the pop up menu. Click [image: image60.png]


 located near the top left corner of your window to save your file.
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53. Repeat steps 51 and 52, but this time select “Right Border” under “Collision”.
54. Click “Add Event”, click on “Collision”, and then select “Shot” under “Collision”.
55. Click on the “main1” on the right hand menu bar, click and drag the [image: image62.png]


 icon into the “Actions” area.
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56. Click on “Self” and then click on “OK”.
[image: image64.png]Destroy the instance

Applis to
@sel
O Other
O Obeet





57. Still in the “main1” menu, click and drag the [image: image65.png]


 icon into the “Actions” area.
58. Click on button to the right of the box “sound”, select “Explosion” and click ok.
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59. Click on the “score” on the right hand menu bar, click and drag the [image: image67.png]


 icon into the “Actions” area.
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60. Enter “10” under new score, click on “Relative”, and click “OK”.
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61. Click “OK” to end the “Monster” object. Click [image: image70.png]


 located near the top left corner of your window to save your file.
62. Click on “Add” on the top menu and click on “Add Room”.
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63. Click on the “Background” tab:
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64. Click on the button to the right of the box containing <no image for a drop down menu >, and click on the “background0”:
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65. Click on the “settings” tab and change the value of Width to “540” and Height to “400”.
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66. Now it is time to put the monster in your game! Click on the “objects” tab, and click on the grid on the right of the window to position your monsters. See below:
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67. Now you are ready to position the fire that can destroy the monsters. Click on the space where you can see the monster icon, and a pop up menu will appear, click on “Fire” in the pop up menu. Click on the window scroll-down bar on the right and pull it all the way down.
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68. Click in the grid window to position your “Fire”. Place it near the bottom as shown below. If you want to reposition it, click using the right mouse button to delete it. Then place a new “Fire” using a left mouse click again. Click [image: image76.png]


 located near the top left corner of your window to save your file.
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69. Click on the space where you can see the Fire icon and select “Left Border” on the pop up menu. Click on the left side of the grid window to position all the “Left Border” icons.
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70. Click on the scroll bar at the bottom to pull it all the way to the right. Click on the space where you can see the “Left Border” icon and select “Right Border” on the pop up menu. Click on the right side of the grid window to position all the “Right Border”. [image: image79.png][ Room Properties
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71. Finally, click on the [image: image80.png]


 located near the top left end of the window to save and close the room properties. Click [image: image81.png]


 located near the top left corner of your window to save your file.

72. You can try to run your game now by pressing <F5> on the keyboard. 
… Is there a problem with your game?

73. Close the game by clicking the “X” near the top right hand corner of the game window. First, you realise that your “Fire” cannot fire shots at the monsters. To add this capability, double click on the “Fire” under “Objects” in the left column to bring up the “Object Properties” box:
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74. Click on “Add Events”, select “Keyboard” and click on <Space>. Click on the “main1” tab on the right menu bar, and drag the [image: image83.png]


 icon to the “Actions” space.
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75. Click on the pull down button on the right of  the “object” box and click on “Shot”. Click on the box next to “Relative”, and then click “OK”.
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76. Click “OK” on the Object Properties window to finish with the “Fire” object. Click [image: image86.png]


 located near the top left corner of your window to save your file.
77. Press F5 again. 

78. Congratualtions! You have just created a simple shooting game as shown below:
[image: image87.png]



Note: You can download a free copy of the Game Maker software from: 
http://www.gamemaker.nl/
Happy game making!
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