STARTER SERFES

Learn to write a
simple jump & run game

using Game Maker $tudio
Step-By-Step Lessons

__tgamezu_nmts.nzfi"
J ' wr

Table of Contents — 2015 Edition FREE SAMPLE

LICENSE AGREEMENT ... 3
LIMITATION OF LIABILITY ..ottt ettt s s e e 4
ABOUT THE STARTER SERIES ...ttt e s s e 5
BASIC REQUIREMENTS ...ttt et ettt s st st et sbe e s e e 6
LEARNING GOALS ...ttt ettt ettt et et ettt st et et et et e seesaeeemneenneennees 8
THE TARGET PLATFORM ...cniiiiietieeeee et ettt ettt st st et e 9
TOOLS AND RESOURUCES ..ottt et ettt s s s s 10
LESSON 1-THE CONCEPT OF OBJECTS ...ttt st 13
LESSON 1 CON'T - CREATING NEW OBJECTS ...ttt ettt 15

Page 1 Copyright 2015 The HobbyPRESS (Hong Kong). All rights reserved.



LESSON 1 CON'T - BACKGROUND IMAGE........cotiiiiieienirteneneeee ettt sttt st 20

LESSON 1 CON'T - FREE ARTWORKS. ..ottt sttt ettt ettt st 24
LESSON 1 CON'T - EDITING IMPORTED ARTWORKS....c.etiteierieienieeteniinteeeente sttt 25
LESSON 2 - THE CONCEPT OF ON SCREEN COORDINATES .......cooiiiiiiiiiiiiiiiiiccc e, 28
LESSON 2 CON'T - ROOM, VIEW AND VIEW PORT ......coiiriiiirieienitetetenteeee sttt sneeanes 32
LESSON 2 CON'T - RESTRICTING OBJECT MOVEMENT .....coiiiiiiiniinteneeectenieseeie et 38
LESSON 3 - ACCEPTING USER INPUT ..ot 40
LESSON 3 CON'T - PROCESSING USER INPUT...cc.eiiiiiiiinieienteee sttt sttt sve et 42
SAMPLE SET T e s s 48
SAMPLE SET 2 1 e 49
LESSON 4 - THE CONCEPT OF COLLISION MASK ... .ottt 53
LESSON 5 - MANIPULATING OBJECT MOVEMENT, GRAVITY AND POSITION........c.cccoviiiiiiiinnn. 57
LESSON 6 - SOUND EFFECT IN ACTION ...ttt ettt st 67
LESSON 7 - ANIMATION SEQUENCE ...t 70
LESSON 8 - COLLISIONS DETECTION IN-DEPTH.....cociiiiiiiiiieeicit ettt 72
WHAT IS NEXT? oottt ettt et ettt et et et e sbe e s senesane e b e e neesanennee 76

Page 2 Copyright 2015 The HobbyPRESS (Hong Kong). All rights reserved.



Lesson 1 con't - creating new objects

To define a regular non-background object in GM Studio,
you first create a sprite. You right click on Sprites and

choose Create Sprite.

0. StarterSampleGM1.project.gmx - Free Edif

e 5 = ) o} £ ®

K Create Sprite

Add Existing Sprite
a Duplicate Alt+Ins

fr Create Group Shift+Ins

Sort by Mame
o Delete Shift+Del
‘Een' Ul F2

@ Properties... Alt+Enter

Open in Explorer

Give it a good name and then click Load sprite to import an

existing graphic.
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0. Sprite Properties: sprite

MName: |Player

i Load Sprite

Fish_\Water FPAP3 S5 Gall_1 Gall_2

N -

Now you right click on Objects and choose Create Object.
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i Time Lines
I Create Object
Add Existing Object
a Duplicate Alt+Ins

faw Create Group Shift+Ins

Sort by Mame
xgelete Shift+Del
‘Een' e F2

@ Properties... Alt+Enter

Open in Explorer

Again, give it a good name and then pick a sprite for it by

choosing to load sprite.

‘0. Object Properties: object?

Mame: |EEEEE Events:

~ Sprite

<no sprite >
spritel
Solid spritel

Perzistent |Jzes Phys Player

Depth: |0

Make sure the name you give to this object is not the same

as the name of the sprite, or you will get this message:
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Warning

I; A resource with this name already exists.

Object resizing can be done by drag and drop after

inserting the object into the room via Room Properties.

O Room Properties: room(O

015

Rotation |0.00

&lpha | 255

Calour -
Flip &
F|i|:l N

Object to add with left mouse:

add multiple
multiple
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Lesson 2 con't - room, view and view port

The precise technical term for the unit of measure of the
screen play area is pixels. 640 x 480 is the modern day

minimum, and is the default for any new room you create:

O Room Properties: room(

( | W | . = E ;I Shap 32

backarounds

Mame: |roomld

Width: (640

Height: (420

A room represents a level. Views allow you to configure
split screen setting over a room, assuming you have
turned on Enable the use of views. Each view can have
different settings regarding screen scrolling. Generally,
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you use views only if split screen display is desired.

C to highlight objects with c

objects zettings tles

backgrounds WIEINE phyzics

=" Enable the use of Views
=" Clear Background with */indow Colour

=" Clear Dizplay Buffer with *indow Colour
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Views can overlap. When they do, the same object may
show up in the overlapping views (so it looks like there are

several objects sharing the same movement on screen).

‘0. Room Properties: room(

Shap 32 @ L

Page 34 Copyright 2015 The HobbyPRESS (Hong Kong). All rights reserved.



A view is active only if this option is checked:

~""Wizible when room starts

Ports are the drawings of the views. The position of a port
is the position on the screen display. This may be different
from the position of the view, which is the position in the
room (which can be different from the screen display). A
port can be made larger or smaller than a view, which

involves scale up and scale down of the view.

For beginner, you may not want to use views and ports.
Having multiple views and ports can be complicated to
control and manipulate. If you must use views for
whatever reason, avoid allowing too many of them to
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