Making Pong with
Game Maker 7

This free ebook from YourGameDesign.comill show you
how to make the game Pong in Game Maker. You do
need any experience with gandesign or development tc

use this guide and all necessary software can be downloz
for free.



Introduction

Since the dawn of computer games many have dreamt of making theigames | recently started
YourGameDesign.coga website fopeople of all ages/ho wantnot just to play games buctuallylearn
the basics of creating them.

My goal is that ith this e-book and tutorials on the website you will be able to make your own exciting
games in no timeThere will be more tutorials andHgooks in the future so keep checking back for updates
or sign up to some of the social news feeds with RSS, Twitter or Facebook found through
YourGameDesign.com.

I hope you enjoy this-book and find it useful. If you do please tell your friends aboand if not then
please send a message so that any problems might be solved.

-Soren B. Andersen, creator of YourGameDesign.com
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Downloading and installing Game Maker

Before using this guide you will need Game Maker installed. You can download Game’ Nddker
edition” free from yoyogames.com. This chapter will show you how to do this.

1. Go to the download pagat Yoyogames.com

2. Click the green download button at the bottom of the screen.

3. Your browser will probably display a light yellow warning bar. This is expected and you should click the
yellow bar and select the option to save the file. Remember to save the file avhere you can find it
again.

.i, Internet Explorer ha

4. When the file has downloaded you can find it and run it.
5. Now follow the instructions on screen to install Game Maker.

6. When done you can run Game Maker from the icon on your desktop.

Game Maker

7.When you run the free editioof Game Maker a window will ask if you want to buy the Pro Edition. If
you don't want to you can simply click Continue without upgrading.

All done. Yoareready to begin making games witame Maker.

If you have any problems using this guide then ege to yoyogames.com and follow any download links
directly from their main page.
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http://www.yoyogames.com/gamemaker/try

Making Pong in Game Maker

One of the most basic and classic computer games of all time is Pong. Originally released by Atari in 1972 it
was a commercial hit and it@so the perfect game for anyone starting to learn game design.

Flayer =t d Flayer nght 2

The game has only few elements. A couple of bats, a ball, score counters and a playing field. Let's make this
game.

In this tutorial we will primarily be working with these three componerit&Same Maker:

e Sprites
e Objects
¢ Rooms

The tutorial is divided into steps for ease of use.

1. If not done you should set Game Make[ @) Game Maker 7.0 Pro: <new gam
to Advanced Modén the File menuThis Edit Resources Scripts R

will give you more options later on and ) New CtrlsN ) |
it does notmake it harder to use the 73 Open Ctrl+Q =
program. Recent Files r

H Save Ctrl+5

l"f—SJ Save As..,

3 Create Executable...
'@ Publish your Game...

ﬁ' Merge Game...

"N Advanced Mode

[ﬂ-’ Preferences...

@) Ext Alt+F4
|

1T

2. Now we need to creatéhe graphics pts Run Window Help

for the game. The first thing is the player : T
controlled bats and here we can u§ame AN 1N

Makersbuilt-in image editor. It handles thi H Create a spritei
sort of thing without a problem.
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Flat two dimensional images in games ar¢
called Sptes so we need to us€reate a
sprite. This is done by clicking on the red
colored pacman icon.

3. You will be shown thé&prite Properties

€] Sprite Properties

window. Here all kinds of settings for a ne ﬂame: 7] Precise collsion checking |
sprite is set and later saved. The first thin [ Smooth edges
we need to do is tmame the piece of ] Preload testure
graphic. Go ahead and delete thprite0 Wwidth: 32 Height: 32 Drigin
text and name it bat instead. b e izges O % 0 v 0
Note: It is very important to use good Q,:m Bounding Bo
names for everything when making game ©@ Automatic ©) Fullimage
or you will eventually lose track of the VoISt o Ll
many small pieces. Leit0 Higrt|C

o DK Top|0 Bottarn| 0
While it is possible to load graphics made
ready elsewhere with théoad Sprite
button we want to create our bat inside
Game Maker. Therefore you should now
press theEdit Spritebutton.
4.You are now shown a window called | Sprite Editor
Sprite Editobut this is aaally not where File Edit Transform Images Anima

the bat is made. Double click on the squal
greenimage 0

viDadH v ¥ D5

image [

[] Shiowe Preview

5. Now you are in the buiin image editor.
Here a square green 32 by 32 pixel imagge
automatically shown. We can easily turn
this into a bat by resizing it. Select
Transformand thenResize canvas

<2 Image Editor

File Edit Text Image

v'| Ij | i) % Mirror horizontal Ctrl+Alt+M
1% Flip vertical Ctrl+Alt+F

[+
#3+ Shift... Ctrl+ Alt+H

Chrl+Alt+L
Ctrl+Alt+ 0
Ctrl+Alt+T

Rotate 90 clockwise
Rotate 90 counter
Rotate 180

@ 42 Rotate... Ctrl+ AR+R
NO| Erozcnes o]
Eb Stretch... Ctrl+Alt+E

6. DeseleciKeep aspect ratiand then
changeWidthto 8 pixels instead. Then clig
OK

E][E] D Seale., Ctrl+ Alt+5
[l
Resize
Mew Size
Width: 25 ¥ 8 pisels
Height: 100 X 32 pixelz

[] Keep aspect ratio
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7. A few steps will now finish the bat. First
you need to select the color white. Secon
select the Paint bucket tool. Third, use thg
paint tool on the green bat which then
turns white. Fourth, click the green check
sign to accept all changes.

You are now ack in the Sprite Editor
window. Here you also need to click the
green check sign to save the bat.

[=E =]

Edit Tedt Transform

<o Image Editor

File Image

viDvi Bl e 4

2N,
i

2]
]
/@)

left  nght

8. Back in Sprite Properties window we cg
now see the saved version of the bat. The

€] Sprite Properties

£\

Mame:  bat Frecize collision checking
is only one thing left to do. Uncheck [ Smocth edges
TransparencyThis will maksure the bat is | (% LoadSpie |

. Prefoad testure
aCtua”y shown in the game. width: 8 Height: 22 il
Murmber of zubimages: 1 % D v 0
Note: Transparencys actually useful in - _
many other situations where nen ([ Center ]
rectangular spritesire needed!f checked | b EdiSpie | Bounding Box
i imi @ Automatic () Full image
Transparencyvill make all colors similar to Eﬁ Trampm)m & Meruel
the pixel in the bottom left corner of the Lett|7 Riight 0
sprite impossible to see in the game. — Top[31 | Battom|0
When done cliclOK
9. Now that the bat sprite is made we nee| = €| Sprite Properties
a ball sprite. Many of the following steps Neme: bal
will recreate parts of what you did with thg | =~ =
bat sprite. :
Once again press the red pacman icon to | €3 LoadSpite
Create a spriteln the Sprite Properties Wwidth: 32 Height: 32
window name itball and click theEdit Mumber of subimages: 0
Spritebutton.
| <4 EdiSpiie

Tranzparent
10.In the Sprite Editor double click on | Sprite Editor
image Oto edit it. File Edit Transform Images Anima

viDaddtH v ¥ D5

image [

[] Show Preview
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11.UseTransform> Resize Canvasand

set the size to 16 pixels in both height ang
width. This is the pdect size for the ball.

Now to draw the ball you must first select
color for the ball. Second, select the ellipg
tool. Third, choose the filled style. Fourth,
draw the ball on to the image canvas. It c
be a help to zoom in with the magnify too

Oncethis is done click the green check icq
to accept all changes. Also click the same
check icon back in the Sprite Editor
window.

VIOl bl ¢ 3] H|

12.You are now back in the Sprite
Properties window. It should look like the
image below.

This timeTransparenshould be éft
checked so that Game Maker automatica
removed all the unwanted pixels
surrounding the ball. CligRKto finish this
sprite.

€] Sprite Properties

lift

right

Hame:  ball

[ ﬁ Load Sprite ]

Width: 16 Height: 16
Murmber of subimages: 1

| <. Edit Spiite !

Tranzparent

Precize collizsion checking
[7] Smooth edges

Preload texture
Origin
% 0 v 0

Bounding Box

@ Autornatic () Full image
(1 Manual

Right| 15

Battom| 15

I

13.We now need a wall sprite. This will bg
used for the top and bottom of the screen
so that the ball can bounce of {&o0 ahead
and clickCreate asprite. This time we will
uselLoad Spritsince Game Maker actually
comes with a 32x32 pixel wall sprite
perfectly suited for our Pong game.

You can find this sprite under the folder
variouslocated in
ProgramsGameMakerYSprited

When you have it loaded your Sprite
Properties should look as the screenshot.
ClickOKto save this sprit¢lmage 2)

All the basic graphical elements are now
done(Image 2) We will return to do more
sprites laterbut these are what we need tg

get the game running.

€l Sprite Properties

N

Mame:

L B Load Sprite J)
Wdidth; 32 Height: 32

Mumber of subimages: 1

wall

Image 1

rune

O & H|

E{E! Sprites
P bat
ball

: “ wall

----- ) Sounds

Image 2

CLIL PESULUTLES

=@

Frecize collizion checking
[7] Smoath edges

Preload testure
Origin
w0 v 0
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14.The next big part of this is to make
something useful out of our sprites. By
themselves they cannot do anything so
some logic needs to be added to them. T}
is done withobjectswhich is wheresprites
are tied together with commands. All this
done with graphical icons and does not
require any programming knowledge.

Our first object will be a bat. The easy wa|
to start a new object is by clicking the blug
ball icon in the menu.

This tells Game Maker tGreate an object

L= =g TOT

CEPELYE T Z@O @ES| @

Create an u:ul::ljecti

15.This looks a bit like when we worked
with the sprites but there are important

9| Object Properties

differences. First you should name your | | Ham& bat right Events
bat. In the image you can see it is called Sprite
bat_right. This is because we will need tw <no sprite @
bats. One for the left side and one for the — <no sprite>
right side. Let us start with the right side. _
@ bai
. . . . o Wisibl Solid
To activate the bat sprite for this object yqg whE 1 Sol bl wal
need to click on the small selector icon Depth: 0 I
below the name of the object. A small
menu will appear once you do so and you
can now select the bat sprite.
16. Time to get some game logic into the _
bat. This is handled BgventsandActions | Events: Actions:
EachEventcan contain a series @éfctions
ClickAdd EventThis will show a small
menu called theéevent Selectaimage 1)
In the Event Selector clitdeyboardand Event Selector ]
selectUp (Image 2) [ J Cieate ” ) Mouse ]
Note: be careful not to seledfey Pressr | Zestoy || @ Other |
Key Releasia the Event SelectofThis will | Haam | ™oDaw |
Eave unwanted effects for controlling the [ % Step ” E T—— ]
at.

[ g8 Callizion ” & K.ey Release ]
This defines that the game will wait for thg | % Keyboard I[ X Cancel ]
arrow key Upo be pressed. - '

| Delete | | Change |

Image 1

Free ebook from YourGameDsign.com

Page8




[ = Step | @EaKeyFress |
[ g+ Callizian ][ & Kep Release ]
i @ K.epboard ” ' Cancel ]
< Left>
<Right» =
<Up>
<Down:=
el
Image 2
17.Now we will add the firsAction This Events Actions: =
action will move the ba_t_upwar(_js. _ %] Jurnp to a given position E I
Locate theJump to positioficon in the list = -
of available actions. Drag this with your p L
mouse into theActionsarea(lmage 1) o r
When you let gmf the mouse a new dump -
window is showr(Image 2)Here we can ﬂé’ i
define how much the bat moves per — F
keypress. It needs to move up but since | Image 1
Game Maker is ineverse on the yaxis
when handling movement it needs to be | Jump to Position
set to-7 instead of just a positive value. W irdlios i
also need to check thRelativemarker so £ © Self
that the bat is moved7 according to itself oo
and not the fixed coordinates of the room -
Click OK when you have this set. # O
What will happen now is that the game wi
detect whenever the Up key is pressed
down (the eent) and therefore move the
bat up (the action).
Image 2
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18.The up key is set but the down key mu
alsobe set. To do this you should once
again clickAdd Eventaind selecKeyboard
in the Event SelectofThe difference is that
this time you selecbowninstead.

Once this is done you can drag themp to
positionicon intoActions

In theJump to positiomenu that now
appears we will now define that the bat
should move 7 in the-gixis. Since it was
reversed this means that it will move
downwards. Remember to once again
check theRelativemarker.

ClickOKto finish andOKonce again in the
Object Propertiesvindow to save and closg
it.

Events: Actions:

4 LW

m <Up> ‘ Jurnp to a given position

Jump to Position

Applies to
@ Self
() Other
") Objeck:

%

b

Relative

19.1tis finally time to make something
happen in this game. THmt_rightobject
should be able to move up and down so
this should be tested. To do this we need
room. This is basically what many know a
levelin computer gamesRoomsn Game
Maker contain all thebjectsthat make up
a level.

Aroomis created withthe white box icon
right next to the blue ball icon we used fot
objects(Image 1)

Once clicked it will create the room in a
new window calledkoom Propertiefmage
2).

In this window we can place obat_right
object. Since this bat is controlled by thp
and down keys on the right side of the
keyboard it is a good idea to place the ba
in this side of the room. Pladmt_right by
clicking in the wanted spot. By keeping th
mouse button down you can drag it
around. If the bat needs to be moved late
you can rightclick on it to delete it and
then you need to place it again.

T Helg

Yyern @D e+

Create a rl:u:uml

Image 1

= fizom Prozeme

' | 6 I A5 [ 6 [Semy 16 |[EH]

]

i
dmech | gmang | M

[

20. The game needs to be tested now. Fin
save your work by clicking the diskette icq

It is a good idea to save your game after

making changes so that you can return to

L= i TR

CAITAN N X

Run the gamei
Image 1
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an older version if something goes wrong| © ==l
To run the game click the green play buttg
(Image 1)
Try using the up and down keys on your
keyboard. The bat should be able tmve
in the right directionglmage 2)
If it does not then maybe the Relative
marker needs to be checked or theayis
values are flipped. Return to steps-18 to
check everything is done correctly.
Also notice that you are able to move the| Image 2
bat of the sceen. This is something we wil
now fix. Press the Escape key to exit the
game and return to Game Maker.
21.We will now create the wall object. @ Object Properties
Click orCreate an object .
Mame:  wall Ewvents: Actiong:
Name the newly created objeetall and spailiz
use the wall sprite fronthe selector menu. il Joal =
[ Mew | [ Edit |
This is all that needs to be done for this
object. ClickOKto save changes. 7] Wisible Solid
Depth: 0
Perzsiztent
Parent: |<no parent: =)
Mask:  |<same as sprite: Eﬂa
| € Show |nformation |
e | AddEvent |
| Delete | | Change |
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22.To make sure the bat does not go
through the wall and exits the playing fielg
we need to edit thébat_right object.

Here we need to add a new event called
Collision This collision should take place
between the bat and the wa{lmage 1)

When done drag th&ouncecon into
Actions In theBouncewindow that will
now appear(Image 2you should then
selectall objectswith the selector button.

ClickOKin the Bouncewindow when done.
Also clickOKto save all changes in the
bat_rightobject.

0] Object Properties

Mame:  bat_right Ewvents: Actions:
Sprite | U Jump to a given position
bat B m <Down
e
Event Selector
[¥] Visible [ Solid ’ ., Create ” "_) Mouse ]
Depth: 0 ’ 2l Destray ” @ Other ]
[ Persistent ’ ‘f} Alarm ” W Draw ]
Parent: |<no parent> a ’ ﬁ Step & Fey Press ]
Mask: |<same as sprite> |5, ‘g e Colision [ bat L
@ K.eyboard
[ ) Shaow [nformation l 2/ u
—_— 3
elete ange
L | Delete | | Change |
Image 1
Ewents: Actions: ”we

G <Upe

G <Down

IEI Bounce against golid objects

Bounce

Applies to
@ Self
() Other
() Object:

precise;  hiot precizely

against  all objects

23.Before testing the new collision we
need to insert walls into ouRoom
Doubleclick on your Room to opé@nlmage
1).

For the easiest way to insert the wall obje
we can change the grid size. Objects
automatically snap to the grid and since tf
wall is 32 by 32 pixels we will set the grid
this sizg(Image 2)

Now we can insert all the wall pieces ontg
the playing fieldiImage 3) The easiest way
is to hold down the Shift key while holding
down the left mouse button. This way you
can drag the mouse over the wanted areg

and place the walls correctl$ee image

5] [5] B

EE EEE
HZ

2] K]

=
=]

=3
=

&l [
| 7]

w
m
i

.
=
O. o
+I-0'
-

EI - Objects

bat_right

ﬂ [lnhAl [3ame Settinns
Image 1

.ﬂ Room Properties

b b

v |9 [ = s
|| I'I;Il"l( armi mrk' I 'n'iF'IMQ |
Image 2

S\ SnapE: 32 |SnapI; 32
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below.Remember that if you want to
delete a pece of wall then simply right clic
on it.

Note:if your wall object is not selected
then you can do so in the selector menu
circled red in the image.

o FosmFropedties

o (W3] [0 o 3200 0 5 [Sreen X (Ser 2 [l

Frm— e —
s ....,“,.|

nen

Image 3

24. Save your work with the diskette icon
and click on the green play button to test
the game.

If the game runs correctly then the bat
should not be able to go through the wallg
If it does go through then go back to step
22 and check if everything was segii.
Especially that collision in tHeat_right
object with the wall is set tall objects

= TCITLY TR T WEITT

CAITI N XN

Run the gamei

25.Time to create the second bat. With
bat_rightdone this is easy when you right
click on this object and seleBuplicate
(Image 1)

Name this new objedbat_leftand click on
the Up event and then sele@hange
(Image 2) This makes it possible to chang
the key event while not having to
changethe Actions

In the Event Selectarindow that now is
show you should select KeyboareLetters
-> W (Image 3).

When this is done repeat the process for
the Down key event but select S as the n¢
down key instead.

The end result should look like Image 4.

El{f‘,.! Objects

F-) Time Lines H
J Insert Object

=~ % Insert Groun
@ Object Properties

Mame: Ewvents:

Sprite vl

bat =

[] 5clid

im <Downy

Mew

Wisible
Depth: 0
[ Persistent

Barent: |<no parents =
Mask:  |ceame as spriter Eﬂz

Ll:] Duplicate Alt+Ins

Shift+Ins

[ @) Show Information l

Image 1

—

—Image 2

Free ebook from YourGameDsign.com

Pagel3




" ’_IHH.ISE

[ @ othe

[ T

EE EE

" 3! Ky Passz

[T

]

< Cirl=
<Al
<Shift>
<hpace>
< Enter>

Keypad

Digits

Letters
Function keys
Others

<Mo key=

-:Anj- I;ey.x

< Left>
<Right>
< g
<Down=

| L * I

[y @ ;[
i

- w w w ow

S TITomMmon®»
DOoOTOZECE -

|Mm| upo:lm::l

H-r:-tH-:!;-lvh

Actionz

Jumnp to a given pasition

Image 3

Image 4
26.0Open youiRoomagain. Select the new 5 & ek = amr 2 M= £ - S
bat_leftobject and insert it in the left side assssasssasnasanasanaa

of the playing field.

Save your work and click the green play
button to test the game. The new bat_|left
should behave exactly like bat_right only
that it is controlled by W and S instead.

Ot b2 ke ot bt e

Lot mowd T2

-

Faphr moure bunon ® deley
i

+ il = papp mar

s Sy

27.For this game to comalive we need
the ball. Making it is easy.

Click the blue ball icon to create a new
object.

Object Properties will now be shown. Firs
name this objecball. Second, select the
ball sprite for it. Third, add the event calle
Create Fourth, drag thévlovefixedicon
into Actions

A new window called Moved fixed will

R ] ¥ 182
[a] Object Properties [=[=
Mame:  ball 1 Events: Actions: i |
Sprite C Start moving in a direction E
® |ca 2 B ‘l\__/’ E
4 = [
Wisible [T 5olid - Jump
Depth: 0 E
[ Persistent
Parent: I<no parents =
Mask: |<same as sprite> é{ hsE
©) Show Information
— C
= - Steps
Delete Change
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appear. It should be modified so that all th

diagonal arrows are clicked aspeeds set
to 8. This speed can always be modified
later if the ball should move faster or
slower. CliclOKwhen done.

Mowve Fixed

Applies to
@ Self
() Other
() Object:

(s] ¢ [2]
Directions: @@@
L) ¢

Speed: 8

[T] Relative

¢ Cancel

28.With ball movement in place we need | Event Selector &
collision or the ball will continue through | [ s Ceate [ 7 Mouse |
objects it encounters. | ZDeswoy | @ Other |
[ 2} dlam ” ™ Draw ]
ClickAdd Eventind selecCollision Start [ 2
. . +* Slep ” & Key Press ]
with bat_right (Image 1) = :
&4 Colision 5 ¥ au Ralasce

Once the Event is set you can drag the
Bouncdcon into theActionsarea(lmage

2). In the new Bounce window change

againstto all objects

ClickOKwhen done.

& K.eyboard bat _left
#dd Everil bl vl

@ bai

Delete [_Change

Image 1
Events Actions:
g Create ‘ E Bounce against zolid objects
x
Bounce
Appliez to
E @ Self
(1 Other
() Object:

precise; | hot precisely

against;  all objects

Image 2

B

=
[=]
2
11

(5] (5] B8

[
=
3

=

=l B [S] [«] BE

Paths

& [=]
[&] [&]

Steps

)
[2:]
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29. This process of adding collision shoulg | Events: Actians:
also be done witlbat_leftand thewall. Go , Create K| Bounc
ahead and do this. The end result should | | |s&  bat_right
like like the following image and have e g wal
Bouncesetin Actionsfor all of them. T bat_let
ClickOKwhen done to save all new setting
for the ball object.
30.Open your Room to insert theall. It T Y IR TCR . EINE =
might help to set thegrid back to 16 by 16 | | === = julu bbbl sl
]

so that you can place it precisely in the
center of the room.

Save your work and run a test game to s€
if the ball is moving. You must act quickly
you want to save the baftom leaving the
playing field.

If the ball does not haveollision with any
of the bats or the wall take a closer look &
step 28 and 29 to see if something in you
game is missing.

31.To keep the ball in the game some go
objects are needed. These objects are gqg
to be invisible to the player but are highly
important behind the scenes for the game
to know when a goal has been scored.

Create a spritename itgoal_rightand use
the gandard 32x32 pixels in size.
DeactivateTransparencynd clickOK
(Image 1)

Do the same thing, only this time making
yellow and naming igoal_left You should
end up with the following new sprites
(Image 2)

d Sprite Properties

MName: goal right

Lﬂ Load Sprite

Width: 32 Height: 32
Mumber of subimages: 1

<o Edit Sprite

[ Transparent

o OK
Image 1

f=)iE =)

Precize collizion checking !

7] Smooth edges
Preload texture
Qrigin
% 0 ¥ 0

Bounding Box

@ Autormaticc () Full image
() Marual

Left| 21 Bight/ 0

Top 31 Bottom | 0

Eli:fj Sprites

frove bat

- goal_right
. goal_left
-ﬁk‘l Smmnde

Image 2
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32. Add both of the new sprites to new
objects. Make sure to deactivatésibleso
that the player cannot see them in the
game (Image 1).

You will end up with the following new
objects (Image 2).

,ﬂ Object Properties

Mame:  goal_right
Sprite

. qgoal_right El!a

[RI=) Edit

Depth: 0

Perzsistent

Parent: |<no parent> E!;
Maszk: ’m EL

| ) Shaow [nfarmation

Everts

Add Event

A | [ IMmage 1

Image 2

33.Now enter theball objectby double
clicking on it. We need to add collision
between the ball and the new goal object;

Firstadd a collision event witgoal_right
and then drop theJump to start position
into Actions(Image 1)

Then go into the score tab marked with
red (Image2) and dragSetScordnto
Actions In the new Set Score window you
need to enterl (one) into the text area ang
clickRelativeso that the 1 point is added o
top of the currentscore every time a goal i
scored.

Also add &leepaction found under the
Main2tab. Set itto 2000 milliseconds. Thig
will pause the game for two seconds ever|
time a player scoremage 3)

ClickOKwhen done.

Image 1
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