Introduction to Game Maker

Reading and Questions

20 points

Game Maker is a freeware programming (meaning it’s available for free) that allows users to create their own computer games. Game Maker uses the basics of programming, but that doesn’t mean you have to know how to program to use it. You do, however, have to be familiar with a few basic terms.
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Sprites – For our purposes, a sprite is what something looks like. It’s the picture you will see of something up on the screen. For example, in the game Pac-Man, what Pac-Man and the ghosts LOOK like are all sprites. The sprites don’t make the characters up on the screen do anything. They just determine what they look like. You need a sprite for everything you see in a game other than the background. So for the game Pac-Man, you’d have a Pac-Man sprite with a name something like spr_pac_man_moving for when he’s moving through the maze, a spr_pac_man_dying for when he’s been eaten by a ghost, a red ghost sprite with a name something like spr_red_ghost, a pink ghost sprite with a name like spr_pink_ghost. The spr in front indicates that it is a sprite and _ is used represent a space. Again, though, the sprite doesn’t do anything other than make the character look pretty. It doesn’t tell it to do anything. You cannot even add the sprite to the game itself. To use it you have to add it to an object. And what, you ask, is an object? Read on to find out. 
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Objects – Objects, on the other hand, tell the sprites what to DO. In the Pac-Man example, there would be a obj_pac_man_moving object, a obj_pac_man_dying object, a obj_red_ghost object, a obj_pink_ghost object, a obj_blue_ghost object, etc. While the Pac-Man SPRITE just tells the game that the character is yellow with a pie-shaped piece missing from its mouth, the Pac-Man OBJECT tells the game to move the sprite up when you press the up-arrow key, down when you press the down-arrow, and so on. Objects also tell the game what to do when Pac-Man encounters a white pellet (gobble it up), when he encounters a ghost (have him die and restart a new life), and when all of the pellets are gone (move to the next level). In order to tell the objects what to do, the Game Designer (that’s you!) uses a combination of Events and Actions.
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Events and Actions – An event is something that’s going to happen in a game, while an Action tells your character what to do once that event has occurred. Continuing our Pac-Man example, an Event would be Pac-Man colliding with one of the small, white pellets. “Collision Events” might sound violent, but they really just mean that two objects have encountered each other. Anyhow, the EVENT would be a collision with the pellet. A number of ACTIONS would then take place. The computer would make a little gobbling noise and the pellet would disappear. As a Game Designer, you would need to add a Collision Event with the pellet to the Pac-Man object. Then, next to that event, you would list all of the actions you want to take place when that event has occurred: play a sound and destroy the pellet. The game runs through both Events and Actions in the order that you list them. 
Questions – Please answer each of the questions below using complete sentences. Please change the font and color of your answers. Each question is worth 2 points except number 7, which is worth 6 points (2 points for each part).
1. Define the term sprite.
2. Define the term object.

3. Explain how sprites and objects are different.

4. Who will the game designer be in the games you build?

5. Define the term Event.

6. Define the term Action.

7. Consider the following scenarios: 

· You try to add a character to a game that has a sprite but no object. Will this work? Explain why or why not.
· You add a character to a game that has an object but no sprite. What will happen?

· You’ve added an Event to an object but no Actions.

· Look at the screen shot on page 2 above, which shows the Events and Actions lists for obj_pac_man_moving. The Action list shows the actions the computer will take when obj_pac_man_moving encounters obj_pellet (this is called a collision event). List the order in which the 2 actions will take place and explain WHY they will take place in that order.

Examples of the sprites used in the Pac-Man game.





Screenshot of objects moving around the Pac-Man game.





Screenshot of the Events and Actions list for obj_pac_man_moving in Game Maker.








