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NOTICE

While we encourage you to use Garry Kitchen's GameMaker™ in
the creation of your own products, none of the characters, sounds,
audiovisual and other elements contained in Garry Kitchen’s
GameMaker may be reproduced in any product produced, sold
or distributed in any manner without the prior express written
permission of Activision, Inc. Any and all games and other
products made with Garry Kitchen’s GameMaker must contain
the following:

“This product is made with Garry Kitchen’s GameMaker, copyright
Activision, Inc., 1985.”



ACTIVISION LIMITED 90-DAY WARRANTY

Activision, Inc. warrants to the original consumer purchaser of this computer software product
that the recording medium on which the software programs are recorded will be free from
defects in material and workmanship for 90 days from the date of purchase. If the recording
medium is found defective within 90 days of original purchase, Activision agrees to replace free
of charge, any product discovered to be defective within such period upon receipt at its Factory
Service Center of the product, postage paid, with proof of date of purchase.

This warranty is limited to the recording medium containing the software program originally
provided by Activision and is not applicable to normal wear and tear. This warranty shall not be
applicable and shall be void if the defect has arisen through abuse, mistreatment or neglect. Any
implied warranties applicable to this product are limited to the 90-day period described above.

If the recording medium should fail after the original 90 day warranty period has expired, you
may return the software program to Activision, Inc. at the address noted below with a check or
money order for $750 (U.S. currency), which includes postage and handling, and Activision will
mail areplacement to you. To receive a replacement, you should enclose the defective medium
(including the original product label) in protective packaging accompanied by: (1) a $7.50
check, (2) a brief statement describing the defect, and (3) your return address. EXCEPT AS
SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES,
WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF
MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE, AND NO OTHER
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE
ACTIVISION. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR
CONSEQUENTIAL DAMAGE RESULTING FROM POSSESSION, USE OR MALFUNCTION
OF THIS PRODUCT, INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT
PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURY, EVEN IF ACTIVISION HAS
BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY
LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL
DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF
LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL
RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE.

WARNING

Any attempt to duplicate this product may damage it. Such damage is ot covered by the
warranty. U.P.S. or registered mail is recommended for returns. Please send to:

WARRANTY REPLACEMENTS
Consumer Relations
Activision, Inc.

2350 Bayshore Frontage Road
Mountain View, CA 94043

COPYING PROHIBITED

This software product is copyrighted and all rights are reserved by Activision Inc. The
distribution and sale of this product are intended for the use of the original purchaser
only and for use only on the computer system specified. Copying, duplicating, selling or
otherwise distributing this product without the express written permission of Activision
are violations of U.S. Copyright Law and are hereby expressly forbidden.
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GameMaker OVERVIEW

Now you can create your own animated computer graphics and
games just like the best professional designers with GameMaker by
Garry Kitchen.

It’s an easy to use tool that lets you create background scenes, design
characters, create music and sound effects and put them all together
in a program. Or you can choose from backgrounds and characters
already created and saved for you, plus a great selection of pre-
programmed music and sound effects.

Everything you need to put together your animation programs or
games is included in GameMaker. We've also included several pre-
programmed games—Chopper, a brand new game designed with
GameMaker by John Van Ryzin, and two old favorites—MegaMania™
and an abbreviated version of Pitfall!™} adapted by Dan Kitchen
using the GameMaker program. Plus there are many more games and
surprises included in GameMaker that guarantee you hours of playing
and programming fun. (You will find a complete list of all the pre-

programmed game elements at the back of the manual.)

This manual is organized into several parts. We recommend you

begin by learning how to load GameMaker into your computer in

the Loading GameMaker section. Then read Using the Joystick

or Keyboard to learn how to use the joystick controller and keyboard
with GameMaker.

Next, go through the Getting Started/Creating a Simple
Animation Program section. This section takes you step-by-step
through creating your first program. Once you've gone through this
section, you're on your way! The rest of the manual can then be used
for more advanced programming ideas.

The GameMaker Editor section discusses the commands you'll use
to put your program together.

The SceneMaker section tells you how to create computer graphics
for scenes.
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The SpriteMaker section explains how to create characters and
objects and how to make them animate.

The SoundMaker section describes how to make and use a variety of
sound effects.

And the MusicMaker section explains how to arrange creative
musical scores for your programs or games.

The section on Advanced Game Design describes the various
commands you’ll use to connect all the parts of your program
together. In the introduction to the section, Garry Kitchen offers some
valuable ideas concerning what goes into designing a game. By looking
at each of the commands used to create a game called Archer,” you
will see how a complete game is created using GameMaker. For a
description of all the commands available in GameMaker, consult the
GameMaker Commands section. A GameMaker Quick Reference
Booklet is included in your GameMaker package for handy reference
to all the programming commands.

We recommend you play with GameMaker. It’s a program designed for
experimentation, creativity and fun.

LOADING GameMaker

® Follow the manufacturer’s instructions to set up your computer
system.

® Insert the GameMaker disk into your disk drive, then turn on
your Apple computer.

When the program loads into your computer, you'll see the
GameMaker Title screen.

To start the program:
1. Ifyou are using a joystick:

® Your joystick should be connected.
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® Press the lower left joystick button. The GameMaker Editor
screen will appear.

2. If you are using the keyboard:

® Press the space bar. The GameMaker Editor screen will appear.

USING THE JOYSTICK OR KEYBOARD

GameMaker uses a joystick or the keyboard for programming.

Selecting Commands With The Joystick or Keyboard

To execute any command with GameMaker, you must first select it.
In this manual, whenever you're instructed to select something, it
means:

1) Move the joystick until the pointer is on the object to be
selected. This can be a command or an area on the screen.

2) Press the lower left joystick button.

NOTE': Whenever the manual instructs you to press the joystick
button, it will always mean the lower left joystick button.

or

1) Move the pointer using the cursor arrow keys (the four
keys with arrows pointing 1, | ,— or <) orthe L, J,
K, M keys (which correspond to up, left, right and down,
respectively) until the pointer is on the object to be
selected. This can be a command or an area on the screen.
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NOTE: Throughout this manual the arrows and I, J, K and M
keys will be referred to as the keyboard control keys.

2) Press the space bar.

Try it out! Move the arrow to the menu command at the upper
right corner of the Editor screen. Now press the joystick button
or space bar. You've just told GameMaker you want to go to the
Main Menu by selecting the command. The Main Menu is now on
your screen.

You don’t need to type or memorize any programming commands.
Using GameMaker is simply a matter of selecting commands or areas
of the screen.

GETTING STARTED/
CREATING A SIMPLE ANIMATION PROGRAM

Designing a program is like building something: a model plane, a
house, a chair—any object that must be designed and constructed in
pieces, then put together. It involves having an idea of what you want
the final product to look like, then putting the pieces together to make
it look like you want it to look.

Let’s create a simple animation program using GameMaker. If you've
followed the instructions to the end of the Using the Joystick or
Keyboard section, you should be at the GameMaker Main Menu.

If you're not there, move the pointer to the menu command. Press the
button or space bar. The Main Menu will return to your screen.

To begin:

® Move the pointer to the editor command.
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® Press the button or space bar. (Remember, this is called
selecting a command.)

® You now see the GameMaker Editor screen. The program that
you see listed on the screen is the program that makes the Title
Screen of GameMaker.

Let’s clear the screen. To do so:

® Select the clr command at the right of the screen.
® At the top of the screen, you'll see the message:

clear the program area?
[yes] [no]

® Move the pointer to yes and press the button or space bar.

The first thing we'll do in the program is use a “scene”. Scenes are
explained in detail in the SceneMaker section of the manual. For
now:

® Move the pointer until it points to the small tab at the bottom
right corner of the Command Window.

® Press the button or space bar. The tab will start flashing.

® Pull back on the joystick, press | , or M until you see four or
five commands displayed in the Command Window at once.

This will make it easier to find the commands you'll need for creating
your animation program.

® Press the button or space bar again. The tab will stop flashing.

® Move the pointer to the small arrow at the bottom left of the
Command Window.
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® Press the button or space bar. You will see the commands scroll
up into the window, one at a time.

NOTE: To scroll in the reverse direction, point to the arrow at
the top left corner of the Command Window and press the button
or space bar.

@ Scroll through the commands until you reach the command:
sceneis|[ ]

NOTE: The commands in the Command Window are listed
alphabetically, so you always know in which direction to scroll
to find a particular command.

® Release the button or space bar to stop scrolling.

® Move the pointer until it points to the beginning of the
command.

® Remove the GameMaker program disk from the disk drive,
turn it over and re-insert it in the drive label side down.

® Press the button or space bar. You'll notice a message at the
bottom of the screen that says:

loading catalog

GameMaker is now loading all of the scenes that were previously
created and saved with SceneMaker on this side of the disk. When
the catalog is finished loading, you will be pointing to the name
brthdy.

® Move the joystick forward, press I, or 1. You'll see the next
scene in the catalog. Keep pushing until you reach jungll.

® Press the button or space bar to load jungl1 into your program.

There! See how easy it is! You've just completed your first
programming instruction.

10/GETTING STARTED



NOTE: If you select the wrong command by mistake, you can correct
it tn one of two ways. First, point to the beginning of the command
in the Program Area and press the button or space bar. (If you're too
JSar to the left of the command, you'll see a label number appear—
1001. Don’t worry about this for now. Move the pointer just to the left
of the beginning of the command and press the button. You know
you've “selected” a command when it becomes highlighted. ) Now, you
can either 1) find the correct command in the Command Window,
point to it, and press the button or space bar; the new command will
automatically replace the old one. Or 2) Point to the del command at
the far right of the screen and press the button or space bar; the
command will be deleted from the Program Area.

Let’s run your program. To do so:

® Select the run command.

NOTE: On Apple II series computers with 64K RAM, you must
tnsert your program disk label side up into your disk drive.

You should now see a picture with four trees on a grassy plain on the
top half of your screen and a black cavern on the bottom half. You are
running your program, even though it has only one programming
instruction!

® To get back to the Editor screen, press the button or space bar.

NOTE: From now on, we will be “selecting” various commands.
Whenever we use the word “select,” this will mean:

® Find the correct command by scrolling through the
commands in the Command Window until the one for
which you are looking appears.

® Point to the command you want.
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® Press the lower left joystick button or space bar, thereby
adding the command to your program at the location of the
blinking cursor in the Program Area.

Now you're ready to add some characters or “sprites” to your
program. You'll want your characters to appear in your scene.

The “catalog” of sprites that have already been created with
SpriteMaker and saved for you are on the reverse side of the
GameMaker disk. Before proceeding, take out the disk, turn it over
and insert the disk, label down, in your disk drive.

® Select the command:
spritelis|[ ]

® Press the button or space bar to select sprite 1 and again to
load the catalog.

® Advance through the catalog of sprites until you find dog.
® Press the button or space bar.

NOTE: Notice that, when you load the dog sprite, another
command is automatically added to the Program Area that says
sprite 2 is -dog. This is because the dog sprite is actually made
up of two sprites that work together as one. This is explained
Surther in the SpriteMaker section of the manual.

You've now added a command that will use the dog sprite in your
program. Now we'll place the dog on the scene in the right place.
To do so:

® Select the command:
sprite x position = 000
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® At this point, moving the joystick forward or pressing 1 or I
selects sprites one through eight. For now, select the dog sprite
(spritel).

The pointer now will be on the numbers. To scroll through the
numbers, push forward on the joystick or press 1 or L.

® When you reach 034, press the button. This will set the
horizontal (x) position of the dog sprite (sprites 1 and 2).
(An illustration of the screen’s horizontal (x) and vertical (y)
coordinates appears in the GameMaker Positioning
Coordinates illustration on page 100.)

Now let’s set the vertical position of the dog sprite.

® Select the command:
sprite y position = 000

® Press the button or space bar to select the dog sprite.

@ Scroll through the position numbers until you reach 130 and
press the button or space bar.

® Select the command:
sprite color set = red/blu

® Press the button or space bar to select the dog sprite.

® Press the button or space bar again to select the color set
red/blu.

® Now run the program. (Point to the run command and press
the button or space bar.)

You should see the dog sprite placed on the ground just to the right of
the first tree. Looks pretty good, huh?

Now we’ll “animate” the sprite. We’ll make the sprite move. But first,
press the button or space bar to return to the editing screen.
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® Select the command
sprite animationspeed = 000

® Press the button or space bar to select the dog sprite.

® Select 7 for the animation speed.

NOTE: From now on we will be setting numbers, colors, etc. This
means:

® Select the command.

® Fill in the highlighted areas by moving the joystick forward or
back (orpressing 1 or |, orIor M) to select an appropriate
value for that command.

® Press the button (or the space bar) when you reach the value
you want. \

® Now run your program. \
\

You can see that the dog is running, but l\le’s running in one place.
We need to tell the program the direction in which we want the dog
to run and how fast we want him to run. '

® Select the command:
sprite dir = 000 000

® Select the dog sprite and set a direction equal to 064 right.
This command sets the direction of the sprite.

® Now select the command:
sprite movement speed =000

® Select the dog sprite and set a movement speed of 120.
This is the speed at which the dog will move.
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® Run the program.
The dog is now running across the jungle. Let’s add another sprite

to the program. (You can have up to eight sprites appearing on your
screen at any one time.)

® Select the command sprite 1lis[ ]

® Select sprite 3 and press the button or space bar. Press again .
to load the catalog of pre-created sprites.

® Select duck.

® Select the sprite x position = 000 command.
® Set duck 3 as the sprite.

® Select an x position of 77.

® Select the sprite y position = 000 command.
® Set duck 3 as the sprite.

® Select ay position of 123.

® Select the sprite animationspd = 000 command.
® Set the sprite to duck 3.

® Set an animation speed of 7.

® Select the sprite dir = 000 000 command.

® Set the sprite as duck 3

® Select a direction of 064 right.

® Select the sprite movement speed = 000 command.
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® Set duck 3 as the sprite.
® Select a movement speed of 120. .
® Run the program!

Now you have a program of a dog chasing a duck. It is easy to add a

couple of more ducks to the program by using the copy command.
Then the dog will be chasing a flock of ducks!

@ Point to the copy command and press the button or space bar.

@ In the message line at the top of the screen, the program asks
you to select the first line.

® Move the pointer until you reach the beginning of the sprite 3
is duck command.

® Press the button.

The command is highlighted by a black bar. The message in the
Message Line now reads select last line.

® Move the pointer down the screen until you reach the
beginning of the duck 3 movement speed = 120.

An entire area of commands in your program is now highlighted by a
large black rectangle.

® Press the button or space bar.
You now have four choices: to quit, to delete the highlighted area, to
move the area or to copy the commands in the area to another place
in the program.

® Point to copy and press the button or space bar.

The program now asks you to select destination.
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® Move the joystick until you're pointing to the blank line
directly under the black highlighted area.

® Press the button or space bar.

The entire highlighted area is now copied to the new location you
selected.

@ Point to the scrolling arrow at the bottom left of the screen
and press the button or space bar. This allows you to scroll
through the program to see different sections of your program
listing. The scrolling arrow at the bottom right of the screen
allows you to scroll in the opposite direction.

Now we need to change a few things. We want to change the sprite
that says duck 3 to duck 5. To do so:

® Change the new sprite is duck commands to be sprites
-5 and 6.

® Select all of the instances in the new (copied) section of
commands where it says duck 3.

® Move the joystick or press 1 or Ito change each sprite to
duck 5 (one command at a time, of course).

® Change the x position of duck 5 to 95.

® Change the y position of duck 5 to 129.

® Run the program.
Now let’s add a little music to the program. Make sure the flashing blue
square (the cursor) is positioned at the blank line directly under the

last command in your program. (To do this, select the blank line under
the last program line.)

® Select the pause for 000 units command.
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® Set 000 to 100 units.
® Selectthesongis|[ ]command.

® Load the catalog and select the wiltel song. (This is an
abbreviation for the William Tell Overture.)

® Run the program.
Tallyho! The dog is now pursuing the ducks followed by the tune
of the William Tell Overture. And there you have your first program!
It’s pretty simple, isn’t it?
It’s also very easy to change and modify things in your program. You
can add more sprites to the scene. You can change the scene, change
the sprites or change the music. And each time you do, you have a

unique program!

Now let’s save this program on your own library disk.

® Make sure you have a disk, either new or used (but no longer
needed), which works with your computer. An extra blank disk
is included in your GameMaker package.

® Remove the GameMaker disk and insert the disk that will now
be your library disk.

® Select the file command.
® Select the init command.

® To confirm that you want to erase your library disk, select yes
in the Message Line. If you change your mind, select no.

® When GameMaker is finished initializing your disk, point to
the file command and press the button or space bar.

® Select save.
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® Type in the name chase as the file you want to save. The name
will appear at the top of the screen. Then press the button or
space bar.

® Again, select yes to confirm that you want to save the file
chase.

Now let’s save the background scene for your game. You need to do

this, because background scenes for games should be saved on the
same side of the disk as the program you created. To do so:

® Select the menu command.

® Take out your disk and re-insert the GameMaker program disk,
label up, into your disk drive.

® Select SceneMaker.

When SceneMaker is finished loading, follow these steps:

® You should see the scene for your program on your screen.

Take out the GameMaker disk and insert your library disk in the disk
drive (the one on which you just saved the chase game).

® Select file.

® Selectsave.

® Type in the name jungll and press the button or space bar.
The scene (named jungll) is now saved on the same disk as your
program. To get back to the Editor, select quit and answer yes

to the confirmation question.

Now you can load the chase program into GameMaker and play
with it at any time.
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We've gone through just a few of the programming and animation
ideas of GameMaker. If you want to learn more about creating
complete games, or how to use any other part of the program,

go on to the appropriate sections in the rest of the manual.

GameMaker EDITOR

Introduction

“One of the great things about the GameMaker program is that you
can do everything with a joystick,” says Garry Kitchen, creator of
GameMaker.

“Usually when I'm programming a game, I sit hunched over the
computer keyboard for months. With GameMaker, I can sit back in an
easy chair, put my feet up and relax. Plus I don’t have to remember any
commands. They're all there for me.”

The GameMaker Editor is where you actually put all of the pieces of
your program together. The illustration below shows the Editor screen
and its main parts.

Master
Message Line lCommand.s
a
Scmu"‘g !,l ity s emp —‘"";;’;39 ‘1 =
Buttons p——————_tt—01
m‘ﬁﬂo TS SCarel Jtit
2ad T e ey fam
Command | &i:,031 & scoretar e
Window | fics: siireta &
r——-——-—-—!—-—-—-——-—-—.——.u.—... B
daf
Scrolling
Buttons

Programming Area
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The Master Commands

The eight small rectangles at the right border of the screen are the
Master Commands. To execute one, point to it with the arrow and
press the button or space bar (select the command). The Master

Commands are:

menu: Takes you to the GameMaker Main Menu.

file: Presents another set of commands which handle various
filing jobs. These are:

quit:

load:

save:

init:

del:

Takes you back to the Editor.

Loads a program from disk. (See Saving and
Loading, page 92.)

Saves a program on disk. (See Saving and Loading
page 92.)

Initializes a diskette so your computer can read and
write on it. Initializing erases everything on a disk.
When you select this command, GameMaker asks you
to confirm your choice. Select yes to erase your disk.
Select no to cancel the command. (NOTE: Make
sure you have the disk you want to erase in your disk
drive before using this command. Disks only have to
be initialized once. Then you can save and delete files
as many times as you want until the disk is full.

The only time you should re-initialize a disk is if you
want to erase all the files on the disk or use the disk
with another brand or model of computer.)

Deletes afile saved on disk. To delete a file:

1. Select the del command.
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2. Move the joystick or press | or M to cycle through
the files on the disk until you reach the one you
want to delete.

3. Press the button or space bar again.
4. Select yes to delete the file.

5. Select no to select a different file name or cancel
the command.

make-a-disk: Allows you to create a version of your game
that does not need GameMaker to operate.
To use the make-a-disk command:

1. Load the game you want to create into the
GameMaker Editor. (See Saving and
Loading on page 92.)

2. Select the command make-a-disk.
3. Answer message to type your name.

4. Confirm selection of make-a-disk function
by selecting “yes” when yes-no message
appears on message line.

5. Message tells you to load program disk
(if necessary) into disk drive, then press
joystick button or any key. Stand by while
data necessary for the make-a-disk
function is loaded.

6. Message tells you to insert disk to be

initialized. Press any key. The joystick
button will not work.
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prat:

clr:

run:

7. Look for message, “Please stand by while
making a disk.” After make-a-disk function
is complete, message will tell you to insert
program disk.

8. When your friend gets your disk with your
game, it can be played by inserting it into
his Apple II disk drive and turning on his
computer.

NOTE: Make sure you include instructions for
playing your game when you send it to your
Jriend or keep it for your own game library.

Prints a listing of the program shown in the Program Area
of the GameMaker Editor screen. Make sure your printer
is on and then answer the yes/no message to confirm or
cancel your choice.

Clears the program area. Select yes to erase the screen.
Select no to cancel the command.

NOTE: Unless your program is “SAVED?”, there is no
way to retrieve it once the Program Area is cleared.

Runs the program in the Program Area. To get back to

the Editor from a running game, press the button on the
Jjoystick or press the space bar. If the program you've
designed is using the joystick button and/or the space bar,
press the ESC key on the keyboard.

Inserts a blank line at the blinking cursor in the Program
Area. To insert a blank line:

1. Point to the line below which you want a blank line
inserted.

2. Press the button or space bar to highlight the line.
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3. Select the ins command.

del: Deletes aline at the blinking cursor in the Program Area.
To delete a line:

1. Point to the line you want deleted.
2. Press the button or space bar to highlight it.
3. Select the del command.

find: Finds and places the cursor next to any command that’s
labeled. (See the jump to label 1001 command on page
70.) To find a label:
1. Select the find command.

2. Use the joystick to select the number of the label you
want to find.

3. Press the button or space bar.

copy: Allows you to copy, move or delete a number of program
lines in the Program Area. To copy:

1. Select the copy command.
2. Select the first program command you want to copy
by pointing to it and pressing the button or space bar.

A black rectangle highlights the line.

3. Move the pointer to the last program command you
want to copy and press the button or space bar.

4. Point to the area on the screen where you want the
copied lines to go. Press the button or space bar.

You’ll see some additional commands in the Master
Command area:
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copy: To copy the lines you selected to the new location.
move: To move the lines you selected to the new location.
delete: To erase the lines from the Program Area.

The Message Line

The Message Line gives you messages to help you use some of the
more complex commands. Also, any time GameMaker feels you might
accidentally erase or delete some of your work (for example when
using the del command or saving a file), the Message Line asks you to
confirm your selection. It does this by giving you a yes/no prompt.

To answer a question in the Message Line:

1. If using the save, init or make-a-disk commands type in the
name of your choice.

Otherwise:

1. Cycle through a list of available selections.

2. When you come to your choice, press the joystick button or
space bar.

At the right side of the message line is the name of the file that’s on
your Editor screen and the amount of free memory available for you
to work with. You start with 2273 spaces, or programming lines.

If the memory is getting low, you can use various methods to change
your program and conserve memory. See the GameMaker Helpful
Hints and Cautions section on page 89.
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The Command Window

The Command Window displays all of the commands available to you
for making a program. The Command Window can be lengthened or
shortened, and the list of commands can be scrolled forward and
backward in the window. To increase the size of the Command
Window:

1. Point to the small “tab” at the lower right corner of the window.
(See the GameMaker Editor illustration on page 20.)

2. Press the joystick button or space bar. The Command Window
tab will flash.

3. Use the joystick or press | or M to move the pointer toward
the bottom of the screen. The Command Window will expand.

4. To shrink the window back, repeat the above procedure and
move the pointer toward the top of the screen.

To scroll through the commands:

1. Point to the small “up” arrow at the upper left corner of the
Command Window.

2. Press the joystick button or space bar and hold it down. If you
are using an Apple Il or I +, and you have an auto repeat key, it
must be depressed. The commands will scroll from bottom to
top through the Command Window.

3. To scroll toward the bottom of the commands, repeat the same
procedure while pointing to the “down” arrow at the lower left
of the Command Window.

To select a command from the Command Window and place it in a
program:
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1. Place the blinking cursor where you want the command to go
in the Program Area by locating the line on which you want the
command to go and pressing the button or space bar.

2. Scroll through the command list to bring the command you
want into view.

3. Select the command you want to use. The command will be
copied into the Program Area.

Try it out! First point to the scrolling button at the bottom right of the
Command Window and press the joystick button or space bar. Move
the pointer down the screen to expand the window.

Make sure you can see the blinking cursor in the Program Area. Then
point to the first command in the Command Window and press the
joystick button or space bar. This command will become the first line
in your program.

The Program Area

The Command Window and Program Area work closely together.
All of the commands used to make your program are taken from
those listed in the Command Window.

The way you create a game or program is by putting the commands
together in the order you wish them to be executed. The order of the
commands is important! (For more information, see the Advanced
Game Design section which starts on page 59.) You can run your
program as often as you like to see if it's working the way you want.

Many of the commands you choose need more information to be
complete. For example, scroll the command list until you find the
command “Sceneis[ ]’ with the pointer. Press the joystick button
or space bar. The command appears in the Program Area. To complete
or change the information in the highlighted area of a command:
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1. Select the highlighted area of the command. This tells
GameMaker you're ready to fill in the box or change the
information.

2. Move the joystick or use the keyboard control keys to cycle
through the list of choices for that area.

3. When you reach the choice you want, press the joystick button
or space bar. That value will be fixed as part of the command.
The values in the commands can be changed at any time while
you are composing a program by repeating the above procedure.

Scrolling in the Program Area
To scroll through the list of program commands in the Program Area:

1. To move forward (top to bottom) through your program listing,
point to the small “up” arrow at the bottom left of the Program
Area and press the button or space bar.

2. To scroll backward through your program listing, point to
the small “down” arrow at the bottom right of the Program
Area and press and hold the button or space bar. (See the
GameMaker Editor illustration on page 20 to help you
locate the Program Area Scrolling Tabs.)

3. To stop scrolling, release the button or space bar.

SceneMaker

Introduction

The SceneMaker program helps you draw your own computer
graphics for your animation programs or games. Also there are
many scenes already designed and saved on both sides of the
GameMaker program disk. The scenes are listed in alphabetical
order in the catalog displayed when you load a scene. (A complete
list is also at the back of the manual on page 96.)
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“It can be very time-consuming,” Garry Kitchen says, “to do
detailed computer graphics. With SceneMaker, you're given tools
that make it extremely simple to make a professional drawing. It's
like making a computer painting. And it’s very easy to do.”

To load the SceneMaker program:

1. Make sure Side 1 of the GameMaker disk is inserted, label up,
in your disk drive.

2. Select the menu command. Or select quit and then menu.

3. Select the SceneMaker command from the GameMaker
Main Menu.

When the SceneMaker program finishes loading, you'll see the
SceneMaker Screen.

The SceneMaker Screen
iS'ceneMaker Commands
Drawing |mmEmem @mm @0
Modes : :{!u
i SceneMaker
Paint Box

SceneMaker Drawing Board
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The SceneMaker Commands help you create the scenes.

The SceneMaker Paint Box lets you choose the colors for your
scene.

The Drawing Modes offer options for drawing the scene.

The SceneMaker Drawing Board is where you actually draw
your scenes.

Loading a Scene

You can create your own scenes from scratch for use in your game
or program. Or you can use those already created and saved for
you. To see how SceneMaker works, let’s call up the scene that
you used in the Getting Started section.

1. Select the file command.

2. Remove your GameMaker program disk, turn it over and
re-insert it label side down.

3. Now select the load command. You will see the message
loading catalog. When the catalog is loaded, move the
joystick or press | or M until you reach the jungll scene
and press the button or space bar.

4. Select yes to confirm that you want to load the jungll scene.
You will see the bottom half of the scene on your screen. To see the
whole scene, you must turn on the view command. (See view on

page 36.)

The SceneMaker Commands

The commands in the small rectangles at the upper right of your
screen are the master commands for the SceneMaker program.
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quit:

undo:

clear:

Presents another set of commands which handle various
filing jobs. These commands work in exactly the same
way throughout the GameMaker program. See the file
description under the GameMaker Editor Master
Commands on page 21 for more information.

Takes you back to the GameMaker Editor. Select yes to
leave SceneMaker or no to cancel the command.

Reverses the last major change you made in SceneMaker.
Undo is an “oops, I didn’t want to do that” command. Use
it immediately to correct an error.

Clears the SceneMaker Drawing Board. You must confirm
this choice by selecting either yes or no. If you haven’t
saved the scene you are working on (see page 92) you will
lose it if this command is selected.

The SceneMaker Paint Box

Select the colors for your scene in the Paint Box area. All the colors
available to you are listed on page 99. To choose a color:

1. Point to the color you want and press the button or space bar.
The color becomes highlighted.

NOTE: Due to technical limitations in Apple computers, the best
results can be gained if you use the colors in the following
combinations:

red violet
blue green
black ( °° Y black
white blue
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The Drawing Modes

SceneMaker provides you with all the tools you'll need to draw your
scene. When you select a drawing mode or turn it on, your selection
becomes highlighted. Select it again to turn it off.

NOTE: Several SceneMaker modes can be used together. For
example, you might want to turn on the zoom mode
and then use the circl mode while in zoom mode. Any
modes that are on will be highlighted or will flash.

If you select a mode that can’t be used with one that’s currently
on, SceneMaker will automatically turn off the old mode for you.

The available drawing modes are:

draw: Letsyou draw lines in the SceneMaker Drawing Board
area. To draw:

1. Select the color you want to use.

2. Turn the draw mode on.

3. Pull back on the joystick or press | or M until you
see apencil in the Drawing Board area. Use the
joystick or keyboard control keys to position the
pencil on the Drawing Board.

4. Press the button or space bar. A small dot of color
will be painted on the Drawing Board.

5. To draw, press and hold the button while moving the
joystick or press and hold the space bar while moving
the pencil with the arrow keys or I, J, K, and M keys.

circl: Lets you easily draw a circle. To use the circl mode:

1. Select the color you want to use.

2. Turn the circl mode on.
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3.

4.

Position the pencil on the Drawing Board.

Press the button or space bar. Move the joystick just
alittle. A shaded pencil will mark a point. This point
will become the center of your circle.

. Use the joystick or keyboard control keys to move to

another point on the Drawing Board and press the
button or space bar again. The distance between the
pencil points will become the radius of the circle.

A circle will be drawn using the radius.

line: Lets you quickly and easily draw a straight line. You can
draw horizontal, vertical or diagonal lines. To use this
mode:

1.

2.

Select the color you want to use.

Turn the line mode on.

. Position the pencil on the Drawing Board and press

the button or space bar. Move the joystick. A shaded
pencil will mark the point.

. Move the pencil to a new location.

. Press the button or space bar. A line will be drawn

between the two points.

box: Letsyou quickly draw arectangle or square. To use the
box mode:

1.

2.

Select the color you want to use.

Turn the box mode on.

. Position the pencil on the Drawing Board and press

the button or space bar. Move the joystick. A shaded
pencil will mark the point.
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4. Move the pencil to a new location.

5. Press the button or space bar. A square or rectangle
will be drawn using your two points as the two
farthest diagonal corners of the box.

fill: Lets you fill in a black space with color. To use the fill mode:

1. Select the color you want to use.
2. Turn the fill mode on.
3. Position the pencil on the Drawing Board.

4. Press the button or space bar. Several pencils will
appear on the Drawing Board and will fill in the open
space with color. (Make sure the space you want to
“fill” is appropriately marked off, or you'll fill your
entire screen. Remember, however, you can always
undo your last choice. Refer to the section on

-SceneMaker Commands, page 31, for a further
explanation of undo.)

zoom: Gives you a magnified view of what you're drawing. It’s
very useful for drawing detailed scenes. To use zoom:

1. Turn the zoom mode on.

2. Move the pencil into the Drawing Board area. You'll
see a flashing window on the Drawing Board and a
checkerboard display in the upper left corner of
your screen. The small flashing window on the
Drawing Board acts like a magnifying glass. This
magnified portion of the Drawing Board is what
appears in the checkerboard display in the upper
left corner of your screen.
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3. Use the joystick or keyboard control keys to move
the flashing window to the area on the Drawing
Board where you want to draw. In other words,
what you want magnified. :

4. You can now draw your object dot by dot. To do so,
place the pencil in a square of the checkerboard and
. press the button or space bar. A block of color is
placed on the board. You can see the real size of
the picture on the Drawing Board in the flashing
window.

5. To quit the zoom mode, move the pencil as far to the
right as possible (until you reach the SceneMaker
Paint Box).

6. Pull back on the joystick or press | or M until the
list of available modes appears again.

copy: Letsyou “cutand paste” drawings in an area on the
Drawing Board. For example, if you have just spent a lot
of time drawing a tree and would like another tree in your
scene, you can use the copy mode, to “surround” the tree
with a box and “copy” it to a new location. To use the
copy mode:

1. Turn the copy mode on.

SceneMaker/35



2. Use the joystick or keyboard control keys to move
into the Drawing Board area. You'll see a flashing
corner cut mark.

3. Position this cut mark on the area you want to copy
and press the button or space bar.

4. Use the joystick or keyboard control keys to expand
the cut marks into a box. This box should surround
the area you want to copy.

5. Press the button or space bar again.

6. Use the joystick or keyboard control keys to move
the “cut-out.” A copy of the “cut-out” box will move
with you.

7. Position the box in a new location.

8. Press the button or space bar. Any drawings which
appear in the original area will be copied to the new
location.

view: The view mode “hides” the SceneMaker commands and
lets you see and work on the entire Drawing Board area
instead of just a part of the scene. To view the picture:

1. Turn the view mode on.

2. You will see the entire Drawing Board area. It takes
up the entire screen and shows you what you are
working on. You can draw anywhere on this screen
as long as you have a drawing mode turned on.

To get back to the list of available modes, move the

pencil off the top of the screen or press the ESC key.
The SceneMaker screen will come into view.

36/SceneMaker



When using the view mode, any mode that you turned on prior to
selecting view will remain on.

move: To work on one piece of your scene at a time while still

being able to easily reach the list of modes and
SceneMaker commands, use the move mode. To do so:

1. Turn the move mode on.

2. Use the joystick or keyboard control keys to bring
new sections of the Drawing Board into view.

3. Press the joystick button or space bar to quit the
move mode.

Erasing

There are several ways of erasing with SceneMaker. For example,
we've already mentioned how you can select the undo command
to erase the last thing you did on the screen. (See SceneMaker
Commands on page 31).

To erase using the draw mode:

1.

2.

Select a different color in the SceneMaker Paint Box.

Turn the draw mode on.

. Position the pencil on the object you want to erase and trace

over it with the pencil. The area will be erased.

To erase your picture dot by dot:

. Turn the zoom mode on.

. Position the flashing window in the area you want to erase

and press the button or space bar.

. Position the pencil on the dot of color you want to erase

in the zoom area.
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4. Press the button or space bar. The color will be lifted off the
Drawing Board.

To erase using the box and fill modes:

1. Select the background color of your scene in the SceneMaker
Paint Box.

2. Turn on both the box and fill modes.

3. Mark off the area of the scene you want to erase with a box.
(See the box Drawing mode instruction on page 33.)

4. SceneMaker will draw a box and fill it with background color,
erasing what was previously there.

Saving your Scenes

Once you've drawn a scene, make sure you save it. (See Saving and
Loading on page 92.) Remember! You must save your scene before
you quit and go to the GameMaker Editor, or you'll lose what you
were working on.

SpriteMaker

Introduction

You can make colorful animated characters with the SpriteMaker
program. You can also use any of the sprites already pre-created for
you. The pre-designed sprites are listed in alphabetical order in the
catalog when you load a sprite. (The catalog of sprites is contained on
Side 2 of your GameMaker disk. A list can also be found at the back of
the manual on page 97.)

“When you're drawing a detailed character for your game, it’s
important that you get a ‘zoom’ view of it,” remarks Garry Kitchen.
“SpriteMaker lets you do that. It also lets you experiment with colors,
sizes and textures. Characters are an important part of any game, but
they're also fun just to create and play with by themselves.”
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To load the SpriteMaker program:

1. Make sure Side 1 of the GameMaker disk is inserted, label up,
into your disk drive.

2. Select the menu command. Or select quit and then menu.
3. Select SpriteMaker from the GameMaker Main Menu.

When the program finishes loading into your computer, you will see
the SpriteMaker screen.

The SpriteMaker Screen

The illustration shows you a picture of the SpriteMaker program
screen.

Sprite Maker

Sprite Positioning Area

The SpriteMaker Commands help you create sprites.

The Sprite Drawing Board is where you actually draw sprites.
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The Sprite Positioning Area is where you position sprites when
using more than one sprite working together to create a complete
character.

Loading a Sprite

To see how the SpriteMaker works, let’s call up the dog sprite you
used in the Getting Started section. To do so:

1. Turn the GameMaker disk over and insert the disk, label down,
in your disk drive.

2. Select the file command.

3. Select the load command. Loading catalog appears in the
message line. When the catalog has finished loading, use the
joystick or keyboard control keys to cycle through the choices
until you reach the dog sprite. Press the button or space bar.

4. Select yes to confirm that you want to load the dog sprite.

After the sprite loads, you will see it on your screen. You will notice
that the sprite appears in both the Sprite Drawing Board and the
Sprite Positioning Area. You design sprites on the Sprite Drawing
Board. The Sprite Positioning Area shows what the whole sprite will
look like when it appears in a program.

Setting Up A Sprite

Before you can draw a sprite, you need to tell GameMaker a few things
about what you want the sprite to look like. To do so:

1. Select the setup command. A box containing additional
choices appears.

2. Point to sprites and press the button or space bar to select
how many sprites you'd like working together as one. For
example, look at the dog sprite. You’'ll notice that only half of
the dog appears on the Sprite Drawing Board. This is because
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the dog sprite consists of two sprites that work together as
one. The back half of the dog is one sprite, and the front half

is another sprite. When you include the dog sprite in your
animation or game program, two sprite numbers will always
be taken up by the dog sprite. (See the section called Drawing
More than One Sprite on page 43 for more information.)

3. Select quit. A message appears in the Message Line that says
position your sprites. Depending on the number of sprites
you've decided to use, you'll see up to four boxes in the Sprite
Positioning Area, labeled 1 through 4. Press the button or
space bar. Usethe joystick or keyboard control keys to position
sprite numberl where you want it. Do the same for sprites 2
through 4, pressing the button or space bar each time you're
ready to position a new sprite.

For example, to make a dog, the sprites were positioned
like this:

Drawing A Sprite

Now you're ready to start drawing a sprite. First, you have to choose
the colors you want to use for the sprite. The only colors used for the
dog sprite are white and blue. The background color used is always
black.
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To change a sprite color:

1. Select the color (1, 2, or 3) you want to change. The color is
highlighted.

2. Use the joystick or keyboard control keys to cycle through the
list of colors available. (For a list of all available colors, see the
chart on page 99.)

3. When you reach the color you want, press the button or space
bar.

You can use up to three colors per sprite.
To draw a sprite:

1. Choose the color with which you want to draw. To do this,
point to the color and press the button or space bar twice.

2. Move the pointer to the left to get into the Sprite Drawing
Board. The pointer will become a flashing dot of color.

3. To lay down the dot of color on the Drawing Board, press the
button or space bar. Move the flashing dot. Another color dot
will move with you.

See how easy it is! To use another color in a sprite:

1. Move the cursor back to the command area. The pointer will
reappear.

2. Select the next color you want to use.

3. Move the pointer back onto the Drawing Board. The flashing
color dot will be the new color you've chosen.

Any time you want to erase a color dot, simply move the cursor onto
the dot you want to erase and press the button or space bar. The dot
will be picked up by the cursor.
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Drawing More Than One Sprite

Using more than one sprite together to make one larger sprite is like
drawing separate pieces of a puzzle so that, when combined, they fit
nicely together and look like one large object.

If you've set up a sprite so that more than one will be working
together, you’ll need to draw the other parts of the sprite. To do this:

1. Select the SPR =1 command in the Sprite Maker command
area. (Notice the four flashing corners that surround the back
half of the dog. This is the first sprite used in creating the dog.)

2. Move the joystick to select SPR = 2. (You will see the flashing
corners surrounding the front part of the dog.)

3. Look at the Sprite Positioning Area. You will see the area of the
sprite that you’ll be working on.

Notice how the two sprites were drawn so that each half of the dog fits
together like pieces of a puzzle. The first sprite consists of the back
part of the dog’s body. The second sprite consists of the front half of
the dog’s body. You can use up to four sprites together as one. (You
specify this in the setup mode. See page 40.)

You could, for example, use four sprites to make a large dog. You'd
simply divide the dog into four puzzle pieces and draw each
separately.

The first sprite could be the dog’s tail and upper half of his back end.
The second sprite could be the upper half of the front of his body and
his head. Sprite number three could be the bottom half of his back end
and his hind legs. And the fourth sprite could be the lower half of the
front of his body and the front legs.

Creating a Sprite That Will Animate

Often, you’ll want to create a sprite so that the character or object will
move once you put it in your program. For example, you may want the

SpriteMaker/43



dog to run or the duck to flap its wings. To do this, you create the sprite
using different frames. This is much like what a film cartoonist does
when creating a cartoon character. Each frame becomes a step in the
way the sprite moves.

If you've been following the instructions, you should have the dog
sprite still on your screen. (If not, load it into the SpriteMaker now.
See page 92 for loading instructions.) The dog sprite consists

of two sprites fitted together like a puzzle to work as one. The dog
animation sequence has four frames. The different frames work
together to make the dog appear as if he is running. To see how the
frames work:

1. Select the FR =1 command in the Sprite Maker Command
Area. Look closely at the dog as it appears in the Sprite
Positioning Area.

2. Move the joystick forward or press 1 orI so that the command
changes to FR = 2. Notice that, in the second frame, the dog
changes a little. The dog’s legs have started to stretch out.

3. Move the joystick forward or press 1 or I to look at frame 3.
The dog is in a running position now.

Each frame of the dog animation sequence must be drawn separately.
And, if the sprite consists of more than one sprite working together,
each part of the sprite must be drawn separately for each frame of
animation.

Going through the sprite animation frame by frame will show you how
the sprite will animate in slow motion. To see the sprite fully animated:

1. Select the emd command. An additional set of options will
appear in the command area.

2. Select the anima command. In the message line you will see
animate—from 01 to 01.
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3. Select the to 01 area of the command. Move the joystick
forward or press 1 or Iuntil you reach 04 (since the sprite
has four frames).

4. Press the button or space bar.

5. Now select the speed at which you want the sprite to animate.
(You can select from 01 to 08. Experiment with the speeds to
learn the effects of changing the animation value.)

6. Look at the Sprite Positioning Area. You can see the dog
“animating”—moving from frame to frame at the speed you
selected. To change speeds during an active animation
sequence, use the joystick or keyboard control keys.

7. To stop the animation, press the button or space bar again.

A sprite animation sequence can have up to 4 frames. It takes a little
practice, but once you get the hang of it, frames are really easy to
create. In addition to creating your own sprites, you can call up any
sprite that’s already on your GameMaker disk and modify it.

Sprite Editing Commands

There are various editing features available to make sprite animation
easier. All of these commands are under the emd command of
SpriteMaker.

With the dog sprite still on your screen, point to cmd. A selection of
other commands appears. These are:

flip: Turns the sprite in the direction you indicate. Select the
command. Then use your joystick or keyboard control
keys. Flip can turn your sprite upside down or around.

anima: When you select this command, you can see how the

frames work to “animate” the sprite. Press the button
or space bar again to turn the animation off.
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shift: This command moves the position of the graphics within
the area of the current frame.

quit: Takes you back to the previous set of commands.

clear: Erases the drawing on the Sprite Drawing Board. You
must confirm that you want the sprite erased.

NOTE: If you select this command it will erase all of
the frames of the sprite, not just the one you’re working
on! Be careful! Tb erase just one frame, copy a blank
Jrame overiit.

copy: Copies the sprite on the Drawing Board in another
frame. (This is very useful in animating sprites.) When
you select this command, you must indicate the frame
you want copied and where you want it copied. For
example, you could draw one frame of a bird and then
copy the same drawing in the second frame. By changing
the second frame just a little, you can “animate” your
sprite without having to redraw the sprite every frame.

You must save a sprite before you quit to the GameMaker Editor, or
you'll lose your sprite forever! (See Saving and Loading on page 92.)

SoundMaker

Introduction

Using sound effects can help create the feeling of excitement in
your programs and games. There are sound effects already

created and saved on the second side of the GameMaker disk. They
are listed in alphabetical order in the catalog when you load a sound
effect. (For a complete list, see page 98 at the back of the manual.)

46/SoundMaker



“Sounds are often used as rewards in a game,” says Garry Kitchen.

“If someone does something good, they should get either a graphic
reward or a sound reward. As far as conventional programming goes,”
he continues, “sounds are a difficult concept to grasp, technically. You
constantly wish you could just turn the knobs on your computer and
see what happens. The SoundMaker program lets you do just that.
You can just sit and turn the knobs and see how it sounds.”

The SoundMaker Screen
To load the SoundMaker program:

1. Make sure Side 1 of the GameMaker disk is inserted, label up,
into your disk drive.

2. Select the menu command. Or select quit and then menu.
3. Select SoundMaker from the GameMaker Main Menu.

When the program finishes loading into your computer, you'll see the
SoundMaker screen.

The SoundMaker Screen

The following is an illustration of what you will see on your screen:

SoundMaker
Commands

Sliders
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The SoundMaker program closely resembles a “sound board” used
by professional recording engineers.

The SoundMaker Commands help you create the sound effects.

The Knobs let you control the minimum and maximum strength
of any sound attribute.

The Sliders act much the same way as knobs.

Loading A Sound

Let’s call up a sound to get an idea of how the SoundMaker program
works. To do so:

1. Turn the GameMaker disk over and insert the disk, label down,
into your disk drive.

2. Select the load command. Loading catalog appears in the
message line. When the catalog has loaded, move the joystick
orpress | or M until you reach the haryds sound and press
the button or space bar. (Haryds is the “losing” sound you hear
in the Pitfall!™ game.)

3. Select yes to confirm that you want to load the haryds sound.

Let’s listen to this sound. To do so:

1. Select the hear sound command.

Each part of the sound effect sequence you just heard was created
separately in a frame, then the frames were put together in a
sequence. The haryds sound was created using six frames. Use
SoundMaker to create single sounds in frames, then link them
together to create one complete sound effect.

Knobs and Sliders

The SoundMaker program includes Knobs and Sliders to control the
strength of the sound attributes. See the illustration on page 47.
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To move a knob:

1. Point to it and press the button or space bar. The value that
is controlled by the knob (usually to the right of it) becomes
highlighted. Use the joystick or keyboard control keys to
increase or decrease the numbers.

2. When you reach the number you want, press the button or
space bar.

To move a slider:

1. Point to it and press the button or space bar. Use the joystick
or keyboard control keys to move the slider up. The counter
will change as you do so. Pull back on the joystick or press

| or M to lower the slider.

2. When you reach the number you want, press the button
or space bar.

SoundMaker Commands
The SoundMaker commands in the upper half of the SoundMaker
board work in exactly the same way as the similar commands in
the rest of the GameMaker program.
quit:  Returnsyou to the GameMaker Main Menu.
insert: Inserts aframe in the middle of a series of sounds.
delete: Deletes the current SoundMaker frame.
copy: Copies a sound from one frame to another.
clear: Clears the sound effects board completely. You must
confirm that you want the board cleared. If you don’t

save a sound effect, clearing the board will erase it
permanently.
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NOTE: Selecting this command erases all frames
in a sound effect sequence.

NOTE: Load, save, init and delete file commands work in exactly
the same way as in the rest of the program.

Master Controls

There are three Master Controls on your sound effects board.
They are:

reps: The repeat control repeats sounds. It’s controlled by the
number knob and the delay knob. Set the number knob
to determine how many times the sound will be repeated.
Set the delay knob to tell GameMaker how much time to
pause between repeats.

NOTE: If you select hear sound when repeat

s set, SoundMaker will repeat the entire sound
sequence over and over. If you select hear frame
when repeat is set, you'll hear a single frame
repeated over and over. If you set the repeat knob
at 255, the sound will repeat indefinitely.

spd: The speed slider sets the speed of the sound.

frm: Indicates which frame you're creating. The knob below it
tells how many frames are used in the entire sound effect.
You can have up to 63 frames to compose a single sound
effect.

SoundMaker Controls

wave: Choose between three different sound waves—noise,
pulse, or slide. The noise wave creates a hissing sound.
The pulse wave creates a tone of varying timbres based
on the pulse width. The slide wave allows you to slide a
frequency up or down within a frame.
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frq:  Controls the high and low frequency, or pitch, of a sound
effect. The low frequency levels have a fine-tuning effect
on the pitch. The high frequencies have more dramatic
effects.

spd: Raises or lowers the frequency of the sound effect at
different speeds. Used only with the slide wave.

The spd control operates in two ranges.

The values of 0—128 control how fast the frequency
of the sound is lowered from the top of the frequency
to the bottom of the frequency.

The values of 129—-255 control how fast the frequency
of the sound is raised from the bottom of the frequency
to the top of the frequency.

For example, setting the spd value at 127 creates a slow
“sweeping” sound from the top of the frequency range to
the bottom of the range.

Likewise, setting the spd value at 255 creates a quick
“sweeping” sound in the opposite direction—from the
bottom of the frequency range to the top of the range.

pls:  Stands for pulse. Works only when using the pulse wave.
Determines the width of the pulse wave. Raising or
lowering this knob changes timbre.

dur: Stands for duration. Determines the amount of time
a sound level will be maintained.

NOTE: Ifyou've programmed a sound effect, but you do
not hear anything when you select hear sound, check to
see if the duration or.frequency is set to 0.

tie:  Creates a smooth transition in sounds between frames.
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Hearing Sound Effects

The following commands let you hear the sound effects you create
or load. They are:

hear sound: Lets you hear the sequence of frames that make
up the entire sound effect.

hear frame: Lets you hear a single frame.

constant:  Highlights when you point to it and press the
button or space bar. It repeats the sound or frame
indefinitely until turned off. When this command
is turned on, the delay command works with it
to make the sound faster or slower. To turn the
command off, select it again.

NOTE: “Tie” controls whether game action may
occur between frames of a sound when running
agame.

quiet: Select this command to stop a playing sound.
Pressing the ESC key performs the same function.

We recommend you tinker a lot with the SoundMaker program. You'll
be surprised at the sounds you can create! It also helps to look at the
sounds already to created to see how they were made.

Remember to save any sound effects you create, or you'll lose them
forever! (See Saving and Loading on page 92.)

MusicMaker
Introduction

MusicMaker is used to create background music for programs and
games. You can use the music already created and saved for you or
create your own. The pre-programmed music is listed in alphabetical
order in the catalog when you load a music piece. (The catalog of
music is contained on Side 2 of your GameMaker disk. A complete list
of the available music is on page 98.)
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“The music in a game is very important,” Garry Kitchen says. “First of
all, it lets the player know when a round of play has ended and another
one is about to begin. It can also be used as areward. It has an effect
on people. Good music can get someone excited about playing a game.
And it’s very easy to create with MusicMaker.”

To load the MusicMaker program:

1. Make sure Side 1 of the GameMaker disk is inserted, label up,
into your disk drive.

2. Select the menu command. Or select quit and then menu.
3. Select MusicMaker from the GameMaker Main Menu.

When the program finishes loading, you’ll see the MusicMaker screen.

The MusicMaker Screen
Keyboard Note Selection Box

Music
Sheet
: ‘ & <2l Scrolling Arrows
Musical ' a
SW = channel ; Instrument
——E%«Mwmw F| 2 Selectors
Channel Selectors
Editing Column

The MusicMaker Commands help you create and change music.

MusicMaker offers a Music Sheet with three Musical Staffs on
which the music is written.
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The Scrolling Arrows allow you to move forward and backward
through the music, note by note.

The Note Selection Box is where the available notes are selected.
The Editing Column is where notes are entered and edited.

The Channel Selector lets you select the number of “voices” you
want to use. The Apple has two voices. This means the computer can
play up to two instruments at one time.

The Instrument Selector lets you choose the instrument that will be
played in each channel (voice).

Loading Music

To see how MusicMaker works, let’s call up the song you heard in
the program you created in the Getting Started section. To do so:

1. Turn the GameMaker disk over and insert it, label down,
in your disk drive.

2. Select the file command.

3. Select the load command. loading catalog appears in the
message line. When the catalog is loaded, move the joystick
or press the | or M keys until you reach the wiltel song and
press the button or space bar.

4. Select yes to confirm that you want to load the wiltel song.

After wiltel loads, you will see the first notes of the song in the
Editing Column of the MusicMaker screen.

Let’s play the song. To do so:

1. Select the play command.

2. Select ESC to stop the song.
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3. To clear the screen of this song, select the clr command.

4. Select yes to confirm that you want to clear the song from
the program. (This will not clear the song from your disk.
A copy still remains there.)

The MusicMaker Commands

The commands in the upper right of the screen are the Master
Commands for the MusicMaker program.

file:

quit:

Presents another set of commands which handle various
filing jobs. These commands work in exactly the same
way throughout the GameMaker program. See the file
description under the GameMaker Editor Master
Commands on page 21 for more information.

Takes you back to the GameMaker Editor. Select yes
to leave MusicMaker or no to cancel the command.

Inserts a note between two others. To use ins:

1. Use the Scrolling Arrows to locate the place in
which the note will be inserted. (The note you're
about to insert will be inserted before the one then
in the Editing Column. See the section on Scrolling
Arrows on page 58 for more information on
scrolling.)

2. Select the ins command. The command highlights.

3. Move the pointer into the Editing Column and
position the note you want to insert at the
appropriate place on the staff.

4. Press the button or space bar. The note will be
inserted. Each time you press the button or space
bar while the ins command is highlighted, a new
note will be inserted into the music.
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5. To turn off the ins command and advance (move the
then current note to the left and bring the next note
into the Editing Column), select the ins command
again.

top: Takes you to the very first note in the song. Select the top
command to place the first note of the song in the Editing
Column.

del: Deletes a note in the song. To use del:

1. Use the Scrolling Arrows to bring the note you
want to delete into the Editing Column.

2. Select the del command.

3. Select yes to delete the note from the song. Select
no to cancel the command.

NOTE: Each time you delete a note, the note following
the one you delete moves up in the Editing Column.

play: Letsyou hear asong.
clr: Clears the music sheet of all notes. Remember to save the
song you're working on before selecting this command,

or you'll lose the work. You must confirm this choice.

stop: Lets you stop playing a song. To continue hearing the song,
select cont.

Changing Instruments

You can choose one of 4 instruments to be played on each channel.

To choose an instrument:

1. Select the instrument that you want to change.
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2. Use the joystick or keyboard control keys to cycle through the
list of available instruments. When you reach the one you want,
press the button or space bar.

To turn an instrument off:
1. Select the instrument.

2. Use the joystick or keyboard control keys to cycle through
the list of choices until you reach off.

3. Press the button or space bar.

When an instrument is turned off, you won’t hear the notes on that
instrument’s channel when a song is playing.

Entering Music on the Staff

To select a note to enter on the staff:

1. Move the pointer inside the Note Selection Box and
press the button or space bar.

2. The note in the box flashes. You can only work on the music for
one channel at a time. To select the channel you want to work
in, move the joystick left or right, or press the appropriate
keyboard control keys. The color of the flashing note matches
the color of the channel on which you are working. Channel 1
isred and channel 2 is blue.

3. Use the joystick or keyboard control keys to cycle through the
list of available notes. (A chart listing the notes is at the back
of this manual on page 99.) When you find the one you want,
press the button or space bar.

To enter the note on the staff:

1. Move the pointer into the MusicMaker Editing Column.
The flashing note will follow you.
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2. Use the joystick or keyboard control keys to move the note
up and down the Music Sheet. When you reach the place
on the staff where you want the note to go, press the button
or space bar.

3. To advance and move to the next position on the staff, press
the button or space bar again.

NOTE: When you're working in the Editing Column, you can move
the joystick left or press < or J to cycle through the available notes
without having to return to the Note Selection Box.

Scrolling Arrows

The Scrolling arrows let you scroll forward and backward through
a song, note by note. To scroll:

1. Select the Scrolling Arrows. The arrows highlight.

2. Use the joystick or keyboard control keys to move through
the notes in a song.

3. To turn off the scrolling, press the button or space bar.
Tie

To make your notes flow together smoothly, use the tie command.
To select, turn the tie command on.

Tempo

Change the speed at which a song is played by changing the tempo.
To change the tempo:

1. Select the Tempo command.
2. Select slow, medium, or fast.

3. When you reach the tempo you want, press the button or space
bar.
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NOTE: It’s a good idea to experiment with the tempo of a song
to see how it corresponds to the action in a particular game.

When you create or modify any song, remember to save it. (See
Saving and Loading on page 92.) If you don’t save your music, your
work will be lost forever!

ADVANCED GAME DESIGN

Introduction and Tips from Garry Kitchen

Most game designers program their games in a computer language
called assembly language. It’s a very complicated and time
consuming language that can take years to master.

With GameMaker, you can use the GameMaker commands to

make the same kinds of programs created by professional game
designers in assembly language. GameMaker takes the drudgery out
of programming, so, instead of spending all your time writing
computer code, you can spend your time playing and being creative.
GameMaker designer Garry Kitchen offers some tips on the steps
involved in creating a game:

“There are three important steps in creating a game. The first step is
the idea for the game. The idea has to have a theme or focus. It has to
have characters, and the game has to take place in a particular
setting. Also, when coming up with an idea for a game, you have to
think about game play mechanics. Game play mechanics concern
what the person playing the game is going to have to do in order to
play. In other words, how is the person going to interact with the
game?

“The second step in creating a game involves actually creating the
program. With GameMaker, this is very easy to do. First you decide the
scene for your game. Then you put up or create the main objects or
sprites you'll be using in the game. Then you give the game some
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movement. You include in your program how you want each character
to interact with other characters in the game.

“Next, you add sounds or music to the game. For example, you may
want a firing sound to go off when you shoot a gun, or you might want
the program to beep each time the score increases.

“Finally, you need to add game play and scoring to your program.
Game play has to do with the object of the game, what will happen
when certain things occur, how the game will involve different levels
of play, and things like that. Scoring, of course, is the number of points
the player will get for playing the game well.

“The third step in the process involves working on the game play.
This is where the intangible part of creating a game comes in. For
example, you need to fine-tune the feel of the game. This includes
answering questions like: Is everything ‘in sync’? Do the sounds match
the movement in the game? Are the character movements jerky or
smooth? Are the graphics as good as they could be?

“Then you need to include depth. This is very important to game
design. You have to include surprises in the game. You have to make
sure that the player doesn’t see everything in the game in the first five
minutes of play. The player has to be continually surprised by new
characters, new challenges, new graphics and new scenes.

“The next component is what I call addictiveness. The game has to
be good enough for the player to come back and play again. Again, all
of this comes as a process of trial and error. You have to try different
things. You have to experiment with your program until something
works right.

“The last 10% of game design is really what separates the good games
from the great games. It's what I call the clean-up phase of game
design. Here’s where you make sure all the elements look great.

The game should look good, feel good, sound good, play good.
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“In the end, the most important part of creating a game is time and
effort. GameMaker makes that part of it very easy. Experimenting
makes a good game. Keep trying things out. And don’t get discouraged
if everything doesn’t work 100% right the first time. Practice makes for
perfection. Find out what works and what doesn’t. That’s how all good
game designers do it.”

The Archer ™ Game

The short animation program you created in the Getting Started
section of the manual introduced you to the concept of how you start
an animation program. You simply choose the commands you want to
use in your program from the Command Window in the GameMaker
Editor and complete the commands, if needed.

Let’s call up the game called archer. It’s on Side 1 of the GameMaker
disk. Archer is an “archery” game. It’s not a very complicated game
and was written solely for the purpose of explaining some of the
most commonly used program commands. We'll take you through
the archer program listing, line by line, so you can get an idea of
how to use the commands. When you start to create your own game,
you can even copy some of the procedures used.

A complete description of all of the commands in GameMaker is
included both in the section titled GameMaker Commands and on
the GameMaker Quick Reference Booklet. Keep this card handy
whenever you start to design a program.

Let’s get started.

® Make sure Side 1 of the GameMaker disk is inserted in your
disk drive.

® You should be at the GameMaker Editor screen. If you're not,
go there now.

Let’s load in the archer game. To do so:

® Select the file command.
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® Select the load command. When the catalog finishes loading
into your computer, use the joystick or keyboard control keys
to find archer.

® Press the button or space bar.

® When archer has been loaded, you'll see the program listing
in the Program Area of the screen.

Let’s run the game to see how it works:

® Plug a joystick into your computer.
® Select the run command.

Asyou can see, the archer game has a longbow at the bottom of the
“archery field.” There are two targets at the top of the screen. There
is also a duck flying by.

The object of the archery game is to move the joystick left and right
until you line up with a target. Then press the joystick button to shoot
an arrow. If the arrow hits a target, you get 1000 points. When you've
hit both targets, the game begins again.

The various parts of the archer game were created with the different
programs in GameMaker. The targets, longbow and duck are sprites.
The archery field was made with SceneMaker. When you hit a target,
you hear a sound created with SoundMaker. And when you first start
the game, music is played that was created with MusicMaker.

® Press the ESC key on the keyboard to get back to the Editor.

Let’s go through the commands to see how they are entered to create
the archer game. You can only see a portion of the entire program in
the Program Area of your screen at any one time. To scroll through
the program listing:

® Select the Scrolling Arrow at the bottom left of your screen.
(The one that’s pointing down.)
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® Press and hold the button or space bar to scroll more than
one line at a time. Some Apple users may also need to press
the Auto Repeat key while pressing the button or holding
the space bar.

NOTE: Ifyou need to refresh your memory on the different parts
of the GameMaker Editor or how to scroll, review the GameMaker
Editor section of the manual starting on page 20 before going on.

You will see the title of the archer game on the first line of the
program. Notice how the word “archer” and the following few lines in
the program are preceded by a slash mark (/) at the very beginning of
the line. These lines were created with the / comment command. The
/ comment command lets you type in notes to yourself or someone
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