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Introduction

Thank you for purchasing my book!

This book offers step-by-step instructions for making 10 mini games. Each chapter
covers a different game.

The games have been chosen to introduce you to some of the features of the
integrated development environment (IDE) and GameMaker Language (GML). It is
strongly suggested that you create these games in the order that they are presented
in this book. Each game assumes you have studied and understood the content and
concepts of the previous chapter(s).

By the end of this book you will have a sound knowledge of the fundamentals of
GameMaker Studio 2. You will have the skills needed to start making your own games
and possibly the start of a career in the game-making industry.

Resources for this book can be accessed via the Download Source Code button
located at www.apress.com/978484237441.
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CHAPTER 1

Spot the Difference

In this chapter, you will make a basic Spot the Difference game. The coding is quite
simple, and it’s a great way to start exploring the IDE. All of the images used in the
game are available in the Resources folder that you downloaded. This project uses a
background image and instances of an object to mark where the differences are, plus a
control object for keeping track of the player’s progress.

The aim of this game is for the player to find all of the differences between two
images before time runs out.

When you start GMS2, you will be presented with the start screen shown in Figure 1-1.

© Ben Tyers 2018
B. Tyers, Practical GameMaker Projects, https://doi.org/10.1007/978-1-4842-3745-8_1



CHAPTER 1  SPOT THE DIFFERENCE

Start Page - GameMaker Stud . (.

Recent Projects Gettine S

O &3]

New Open Import

\>: S

Marketplace Tutorials Demos

Figure 1-1. The Start screen



CHAPTER 1 SPOT THE DIFFERENCE

Click New, as shown in Figure 1-1, and then select GameMaker Language, as shown
in Figure 1-2.

< | Create New Project

I h

Drag and Drop GameMaker Language

Figure 1-2. Starting a GameMaker Language project
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Next, give the project a name, for example spot, as shown in Figure 1-3.

~ Save As

“ v 4 « owner > Documents > GMS2 v O Search GMS2

Organise ¥ New folder =~
I Desktop # ~  Name a Date modified Type

& Downloads #

|Z] Documents #

&= Pictures »
Book

No items match your search.

brain
GMZ and Resoul

Resources
¢@& OneDrive
This PC

ﬁ Network il

g

File name: [ spot]

Save as type: Project Name

A Hide Folders I Save | Cancel

Figure 1-3. Setting a name for a project



CHAPTER 1 SPOT THE DIFFERENCE

You will be presented with a screen like the one shown in Figure 1-4.

Figure 1-4. The initial start screen

This may look a little daunting at first, but don’t worry; after you have completed the
first five chapters of this book, you will be comfortable enough to find your way around
this screen. If the Resources tab is not shown on the right of the window, you can click
Windows in the top menu and then Resources.



CHAPTER 1  SPOT THE DIFFERENCE

This game of Spot the Difference uses four images, so load them now. In the
Resources tab, right-click Sprites and then Create Sprite, as shown in Figure 1-5.

Resources

Resources

4« Default

Lreate Sprite ALT+S

Create Sprite From Image(s)

Add Existing

Add Existing From My Library

Add Group

Expand All

Collapse All

{ Open In Explorer

Figure 1-5. Creating a new sprite
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Next, name the sprite bg_1 and click Import, as shown in Figure 1-6.

4 Sprite: sprite0
Meane:
bg_ll

Image:

Edit Image
W
H:

: 6
6

']

Import

Texture Settings:

Figure 1-6. Naming the sprite and importing it

Navigate to the Resources folder and load in Spot_Level 1, as shown in Figure 1-7.
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SPOT THE DIFFERENCE

Open
T
Organise »

Bomber

GameMakerStt

Project Files

SECRET
& OneDrive

[ This PC
. 3D Objects
I Desktop
|'s] Documents
¥ Downloads
D Music
&= | Pictures

B videos

MNew folder

spot_clock_hand

sk s

Spot_level_3

spr_difference_fo

« brain » Resources > Spot The Difference

spot_difference

e ng |

Spot_level_4

O
spr_menu_butto

v O Search

e

Spot_level_1

Spot_level_5

Spot The Difference pel

X

=~ 1 @

Spot_level_2

spr_clock

und n_strip
s Local Disk (C:)

¥ Network v

File npame: l ~| | All Supported File Types hd

Cancel

Figure 1-7. Loading in a sprite

When the dialog pops up, click Yes, as shown in Figure 1-8. You can also check the
“Don’t show the message again” box, also shown in Figure 1-8.

Import Files

VAN

Importing files to a sprite is not an undoable action. Do
you want to continue?

Don't show this message again

Figure 1-8. Dialog pop-up
8



CHAPTER 1 SPOT THE DIFFERENCE

Your screen will look something like Figure 1-9.

Figure 1-9. A sprite loaded in

Now, save and close this window. There are a few ways to do this. The first is to drag
the window title with the left mouse button held down and then click the X. The second
is to hold down the middle mouse button in an empty area and drag the workspace
contents so you can see the close X box, as shown in Figure 1-10, and click it.
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Figure 1-10. One method of closing a window

You can also right-click the window bar and select Close, as shown in Figure 1-11.

Close

Close All But This

Frames per second - Current Frame: 0 of 1 frames

Figure 1-11. The other method of closing a window
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CHAPTER 1 SPOT THE DIFFERENCE

Now, create a new sprite named bg_2 and load in another resource so it looks like
Figure 1-12.

Figure 1-12. The bg 2 setup

11



CHAPTER 1  SPOT THE DIFFERENCE

Next, create a sprite named spr_menu_button and load it in. This sprite is a little
different. Set the name of the sprite and click Edit Image, as shown in Figure 1-13.

Name:
spr_menu_button

Image:
Edit Image
Import

Texture Settings:

Tile Horizontally

Tile Vertically

Separate Texture Page

Premultiply Alpha
Edge Filtering
Group:

Default

» Collision Mask

Figure 1-13. Editing an image
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CHAPTER 1 SPOT THE DIFFERENCE

Click Image » Import Strip Image. Select spr_menu_button_strip, as shown in
Figure 1-14.

Image  View Effects

Cuciiame CTRL+X
Copy Frame CTRL+C

Select All

Add Frame SHIFT+A
Insert Frame Insert
Delete Selected Frames Delete

Import Image(s) CTRL+SHIFT+A

C onvert to Erame 5

Import Strip Image CTRL+I

Exportto FNG

\|| Frames

Auto Trim All Frames

Reverse Frames

Mirror

Flip

Rotate All Frames (clockwise 90)

Rotate All Frames (anti-clockwise 90)

Figure 1-14. Importing a strip image
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Set the number of frames and frames per row to 2, the frame width to 275, and the
frame height to 55, as shown in Figure 1-15.

Convert to Frames

Number of Frames

Frames per Row

Frame Width

Frame Height

Horizontal Cell Offset

Vertical Cell Offset

Horizontal Pixel Offset

Vertical Pixel Offset

Horizonal Separation

Vertical Separation

Figure 1-15. Settings for the sprite strip

Next, click Convert. You can close this window by clicking the X shown in Figure 1-16.

Workspace

utton

Frames per second Current Fr

Edit Image

Import

Preview Mask Origin: 137 x 27 : Middle Centre =

Figure 1-16. Closing the sprite editor
14




CHAPTER 1 SPOT THE DIFFERENCE

The final thing to set up for this sprite is the origin. The sprite origin is the place

where the image is anchored when it is placed into a room. Set this as middle center, as
shown in Figure 1-17.

®

Preview Mask  Origin: 137 X127 Middle Centre
Top Left
Top Centre
Top Right
Middle Left
Middle Centre
Middle Right
Bottom Left
Bottom Centre

Bottom Right
]

Figure 1-17. Setting the sprite origin as middle center

You can now close this window.

Next, create two sprites named spr_face and spr_difference and set the origin to
middle center for both. The sprites needed for this are in the Resources folder. You
should now be able to do this without screenshots.

Next, create a couple of fonts to use for drawing. You can create a new font by
right-clicking Fonts in the Resources tree, as shown in Figure 1-18. Create two fonts. One
is font_info, which is Arial size 12, and the other is font_hud, which is Arial size 19.
These fonts can then be set to draw text in whatever font style and size you have set.

15
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Windows | Local | VM | Default | default

Resources

Resources

4« Default

A [ rites

B be 1
&2 bg 2

Figure 1-18. Creating a new font
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In this game, you save the player’s progress in something called an INI file. These
files allow for easy saving and loading of data. This data is generally loaded at the start of
the game. You will create an object to load any data.

First, you need to create an object. Right-click on Objects in the Resources tree and
create a new object named obj_splash, as shown in Figure 1-19.

Figure 1-19. Creating and naming an object
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