GameMaker – Worksheet 1b


Introduction to GameMaker

Before you can start designing games, you need to understand what the following words used in Game Maker mean:

	Scripts, objects, actions, background, events, instance, rooms, sprites, sounds


Game Maker games take place in __________.  Think of a room as a level or scene for your game. Rooms have a ___________. This could be a plain colour or an image. You can move from room to room during your game. Sometimes the rooms represent different levels of the game.
In your room you put __________.  These are the things in your game such as balls, walls, characters etc.  Some objects just sit (like walls) and other objects move around and react to things that happen. There can be more than one __________ of an object in a game.  For example we might have multiple instances (lots of monsters) of a monster object in a game.  When we talk about the monster object we mean all the instances of the monster in the game.  When we talk about the instance we mean one particular instance of the monster.

Things that happen are called __________. An event could be the player pressing a key on the keyboard or it could be your game character colliding with a wall. When events happen, your objects can take ___________.  The actions that could happen might be that an object bounces, the score is increased, a sound plays etc. 

If you want to see the objects in your game, (and mostly you do) you need something to make them visible on the screen.  For this you need __________. A sprite is an image that represents an object.  (Think of objects as being invisible like ghosts, and sprites are the clothing you put on them to be able to see them.)  You can used the sprites built into Game Maker or you can design your own.

You can add ___________ into your game, either as background music or as effects.

If you want to extend the things your game can do then you will want _________ in your game.  Scripts are small pieces of computer programming code.

· So remember, these are the main things in your game:
Put the correct word in the first column of the table below
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 instances:
	the scenes (levels) in which the objects live
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 rooms:
	the images used as background for the rooms
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 sprites:
	the things in the game
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 scripts:
	one particular instance of an object
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 backgrounds:
	images that are used to show the objects
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 objects:
	these an be used in games, either as background music or as effects
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 sounds:
	small pieces of code that can be used to extent the possibilities of your game.


Now you should be ready to get started.
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