Making Pong with
Game Maker 8

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

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



Introduction

Since the dawn of computer games many have dreamt of making theigames | recently started
YourGameDesign.coga website fopeope of all agesvho 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 daease tell your friends about it and 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 Game3Naker
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 flRemember to save the file a place where 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 8

7.When you run the free edition of 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 ptalems using this guide then please go to yoyogames.com and follow any download links
directly from their main page.

E-book from YourGamel[@sign.com Page3


http://www.yoyogames.com/gamemaker/try
http://www.yourgamedesign.com/wp-content/uploads/2010/01/04-downloadlink_gm8.png
http://www.yourgamedesign.com/wp-content/uploads/2010/01/gm8_icon.png

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 is also 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 workg with these three components of Game Maker:

e Sprites
e Objects
¢ Rooms

The tutorial is divided into steps for ease of use.

1.1f not done you should set Game | (&b <new game> - Game Maker 8.0 Lite
Maker toAdvanced Modén the File Edit Resources Scripts Run

menu This will give you more [ New CtrieN
options later on and idoesnot make 3 Open Cirl+ O £

it harder to use the program. _
Recent Files L4

H Save Ctrl+5
l"f'EJ Save As,.,

b Create Executable...
@ Publish your Game...

o] Import Resources...
H Export Resources..,

Advanced Mode

[@- Preferences...

(@) Exit Alt+Fd

2. Now we need to creatthe pts Run  Window Help
graphics fothe game. The first thing b |@eE Y&

is the player controlled bats and he
1 Create a 5prite|

we can usésame Makerduilt-in
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image editor. It handles this sort of
thing without a problem.

Flat two dinensional images in
games are called Sprites so we nee
to useCreate a spriteThis is done by
clicking on the red colored pacman
icon.

3. You will be shown thé&prite
Propertiesvindow. Here all kinds of
settings for a new sprite is set and
later saved. The first thing we need
to do is to name the piece of graphi
Go ahead and delete thepriteOtext
and name it bat instead.

Note: It is very important to use goo
names for everhing when making
games or you will eventually lose
track of the many small pieces.

While it is possible to load graphics
made ready elsewhere with thHeoad
Spritebutton we want to create our
bat inside Game Maker. Therefore
you should now press theditSprite

button.

€| Sprite Properties: bat
—

ﬂame:w

[ j Load Sprite ]

[ H Save Sprite ]

(L2 Edit Sprite

Callizion Checking
Frecize collizion checking

[] Separate collsion mazks

8= Modify Mask

Width: 32 Height: 32
MHumber of subimages: 0

Origin
w0 ¥ o0

4.You are now shown a window
calledSprite Editobut this is actually]
not where the bat is made. Click on
the paper icon to create a new sprit
and then click OK in the new windo
that appears to create a standard
sprite. Then double click on the
newly createdmage Q

™ Sprite Editor: bat

File Edit Transform Images Animation
# =2
20 XL IFECIFL T
[] Show Preview
Create a new sprite @
width:  EE
Height: 32

v X
5. Now you are in the buiin image @ImaseFd'rtén bat
editor. Here a square 32 by 32 pixe| e it View -
. . . V| [ 3 %) *s* Shift.. Ctrl+Alt+5 &
image is automa'tlc.ally shown. We €% MinorfFlip..  CuleAltsM L
can asily turn this into a bat by 5 Rotate.. Crl+ Alt+R
Ctrl+Alt+A

resizing itSelectTransformand then
Resize canvas

B Scale...
@ 'E. s;;: Ctrl+ Alt+K

= (o] @

Eb Stretch... Ctrl+Alt+E
@ 1 crop.. Ctrl+Alt+P
[Tr] [ (EE
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6. DeseleciKeep aspect ratiand Resize
then changewidth to 8 pixels New Size
instead. Then clicOK

Width: 25 T 8 piels

Height: 100 32 pizels

[ Keep azpect ratio

7.A fe_w more steps will finish the | (&% jmage Editor: bat =2 =E ="
bat_. First you need to select 'Fhe cold | i Edit View Transform —
white. Second, select the Paint - - .
bucket tool. Third, use the paint tool viDdsgH 9 | Ol 2 F
on the green bat which then turns

3 Colors
white. Fourth, click the green check E‘ Left.  Right

sign to accept all changes.

You are now back in the Sprite Edit
window. Here you also need to click
the green check sign to save the ba

2N &
o) @
FoE

Size ‘\
d (2] (=]

\.

~2

o
=

8. Back irSprite Properties/indow
we can now see the saved version
the bat. ClickOKto save all changes.

€| Sprite Properties: bat

MHame:  bat

’ j Load Sprite ]

’ H Save Sprite ]

| <2 Edit Spie |

Width: 8 Height: 32
Mumber of subimages: 1

Origin
wao v o0

T D

Collizion Checking
Frecize collizion checking
Separate collizion mazks

| £ Modify Mask

9. Now that the bat sprite is made
we need a ball sprite. Many of the
following steps will recreate parts of
what you did with the bat sprite.
Once again press the red pacman
icon toCreate a spriteln the Sprite
Properties window name hall and
click theEdit Spritebutton.

.ﬂ Sprite Properties: ball
P P

Mame:  ball

[ j Load Sprite ]

[ H Sawve Sprite ]

| <% Edit Spiite |
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10. In the Sprite Editor create a new
sprite and double click omage Oto

|£| Sprite Editor: bat

File Edit Transform Images Animation
edit it. -
viDi3cs | 3O | B | |
Show Prewvi
1 Show Proview Create a new sprite (=53]
Wwidth:  E2
Height: 32
11. UseTransform> Resiz&Canvas...| (& Image Editor: ball == ]
and set the size to 16 pixels in both| ' File Edit View Transform Image
height and width. This is the perfect viD3 et H Q| DlEAA B R

size for the ball. Now to draw the ba
you must first select a color for the
ball. Second, select the ellipse tool.
Third, choose the filled style. Fourth
draw the ballon to the image canvas
It can be a help to zoom in with the
magnify tool.

Once this is done click the green
check icon to accept all changes. A
click the same check icon back in th
Sprite Editor window.

(2 ) (&)

_._-——'—'-3'

Calors
Left:

Right:

Draw an ellipse. <5hift> for circle 9,15)

Zoom: 12007

12.You are now back in the Sprite
Properties window.ClickOKto save
all changes.

€] Sprite Properties: ball

MName:  ball

[ L'ﬂr Load Sprite l

[ H Save Sprite l

| < EditSpiite |

Width: 16 Height: 16
Murnber of zubimages: 1

Origin
¥ 0 ¥ 0

Callision Checking
Precize collizion checking
Separate collision mazks

E= Modify Mazk

——
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13.We now need a wall sprite. This
will be used for the top and bottom
of the screen so that the ball can
bounce of it.Goahead and
clickCreate asprite. This time we will
useLoad Spritsince Game Maker
actually comes with a 32x32 pixel
wall sprite suited for our Pong game

You can find this wall sprite under
the folderTutorialllocated in

€ Sprite Properties: wall

Mame: | wall Collizion Checking
Precize collizion checking
l'% .
7 Load Sprite Separate collizion mazks
I H Save Sprite I
0= i
I <% Edit Spiite I 5= Modify Mask
Width: 32 Height: 32

Mumber of subimages: 1

ProgramsGame_MakerBSprited (it | Image 1
may look a bit different from the
onecirkled red in the image). When| = S9t  REUiee
you have it loaded your Sprite DR HZ @
Properties should look as the -5 Sprites
screenshotClickOKto save this T | -
sprite. (Image 2) -4 bal
“ wall
All the basic graphical elements argl | ) Sounds
now done(Image 2)We will return | Image 2
to do more sprites later but these af
what we need to get the game
running.
14.The next big part of this is to ———— ——
make something usefuloutofour | @ @ & 151 T Z @O @ £ 4+ | @

sprites. By themselves they cannot
do anything so some logic needs to
be added to them. This is done with
objectswhich is wheresprites are
tied together with commands. All
this is done with graphical icons ang
does not require any programming
knowledge.

Ouir first object will be a bat. The
easy way to start a new object is by
clicking the blue ball icon in the
menu.

This tells Game Maker ©©reate an

object

Create an u:ul::ljecti
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15.This looks a bit like when we
worked with the sprites but there arg
important differences. First you
should name your bat. In the image
you can see it is calldzht_right. This

.ﬂ Object Properties

Marr:  bat_right
Sprite

Events:

<nio sprikes @

is because we will need two bats. = <no sprite>
One for the left side and one for the _
right side. Let us start with the right y | ball
. v
side. [V] isible ] 5alid u wall
Depth: 0 i |
To activate the bat sprite for this
object you need to click on the sma
selector icon below the name of the
object. Asmall menu will appear
once you do so and you can now
select the bat sprite.
16. Time to get some game logic int _
the bat. This is handled tBventsand | Events Actions:
Actions EachEventcan contain a
series ofActions ClickAdd Event
This will show a small menultead
the Event Selectditmage 1)
Event Selector =]
In the Event Selector cliddeyboard [ D rreaie ][ T yaouse ]
and selecUp (Image 2)
[ E)l Drestroy ][ 4 Other ]
Note: be careful not to seledtey | Bsem | ™oDEe |
Pressor Key Re_leasie the Event [ % Step ][ 3 icew Press ]
Selector This will have unwanted [ s ][ - ]
effects for controlling the bat. Lolision . Loy Belease
| @ K.eyboard ” ¥ Cancel ]
This defines that thgame will wait —— —
for the arrow key Up to be pressed. { fidd Event }
’ Delete ] ’ Change ]
Image 1
[ % Step ” @ ey Press ]
’ g0 Collision ” I Key Beleass ]‘
. % Cancel |
< eft=
=Right> =
<Up=
<Down:=
e

Image 2

E-book from YourGamel[@sign.com

Page9




17.Now we will add the firsAction
This action will move the bat
upwards.

Locate theJump to positiomcon in
the list of available actions. Drag thi
with your mouse into thé\ctions
area(lmage 1)

When you let go of the mouse a ney
window is showr(Image 2)Here we
can define how much the bat moves
per keypress. It needs to move up
but since Game Maker is-ieverse
on the yaxis when handling
movement it needs to be set t&
instead of just a positive value. We
also need to check thRelative
marker so tlat the bat is moved?
according to itself and not the fixed
coordinates of the room.

Click OK when you have this set.

What will happen now is that the
game will detect whenever the Up
key is pressed down (the event) anc
therefore move the bat up (the
action).

Actions:

Move

¥

H

Jump to Position

Applies to
@) Self
() Other
) Object:

¥

H

w 0

Relative

Image 2

Jump to a given pozition

-

.||b
i

Jump
¥

*

el

P 1

Image

18.The up key is set but the down
key mustalsobe set. To do this you
should once again cligkdd Event
and selecKeyboardn the Event
Selector The difference is that this
time you selecDowninstead.

Once this is done youwan drag the
Jump to positiomcon intoActions

In theJump to positiomenu that
now appears we will now define tha|
the bat should move 7 in the-gxis.
Since it was reversed this means th
it will move downwards. Remember
to once again check theelative
marker.

ClickOKto finish andOKonce again
in the Object Propertiesrindow to

save and close it.

Events: Actions:

e < Lo

Em <Up> ‘

Jump to a given pogition

Jump te Position

Applies o
@ Self
() Other
) Object:

5

kA

Felative

w" 0K
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19.1tis finally time to make
something happen in this game. Th
bat_rightobject should be able to
move up and down so this should b
tested. © do this we need soom.
This is basically what many know a:
levelin computer gamedkoomsan
Game Maker contain all thebjects
that make up a level.

Aroomis created with the white box
icon right next to the blue ball icon
we used fombjects(Imagel).

Once clicked it will create the room
in a new window calleRoom
PropertiefImage 2)

In this window we can place our
bat_rightobject. Since this bat is
controlled by the up and down keys
on the right side of the keyboard it i
a good idea to placthe bat in this
side of the room. Placeat_right by
clicking in the wanted spot. By
keeping the mouse button down yol
can drag it around. If the bat needs
to be moved later you can rigtadick
on it to delete it and then you need
to place it again.

T HElp
e mI@O eiE 4

Create a ru:u:-rni

Image 1

T ——
' | 5 201 A A S 16 Sy 6 |[EH]

Dk Ciciad)

A ™

[

Image 2

20.The game needs to be tested
now. First save your work by clickin
the diskette icon.

It is a good idea to save your game
after making changes so that you cq
return to an older version if
something goes wrong.

To run the game click theeen play
button (Image 1)

Try using the up and down keys on
your keyboard. The bat should be
able to move in the right directions
(Image 2)

If it does not then maybe the
Relative marker needs to be checke
or the y-axis values are flipped.

Return tosteps 1618 to check

L= TTITETE

R >> Oi

Run the gamei
Image 1

Image 2

[=] =
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everything is done correctly.

Also notice that you are able to moy
the bat of the screen. This is
something we will now fix. Press the
Escape key to exit the game and
return to Game Maker.

21.We will now create the wall
object. Click orCreate an object

Name the newly created objeutall
and use the wall sprite from the
selector menu.

This is all that needs to be done for
this object. ClickOKto save changes,

@ Object Properties

Mame:  wall

Ewvents: Actionz:

Sprite
“ wall é!a

[ Mew | [ Edit |

Yizible
Depth: 0
[7] Pergiztent

Parent: IW é!a

taszk:

[ Salid

<zame ag sprites é!a

[ € Show |nformation ]

+" 0K

| AddEvent |

| Delete | | Change |

22.To make sure the bat does not ¢
through the wall and exits the
playing field we need to edit the
bat_rightobject.

Here we need to add a new event
calledCollision This collision should
take place between the bat and the
wall (Image 1)

When done draghe Bouncecon
into Actions In theBouncewindow
that will now appeaflmage 2)ou
should then selecall objectswith
the selector button.

ClickOKin the Bouncewindow when
done.Also clickOKto save all

changes in théat_right object.

.il Object Properties

Name:  bat_right Events: Actions:
Sprite Jumnp ta a given position
,F S| i <D
Mew
Event Selector =]
@visble [ Sold | L Ceae | Mowe |
Depth: 0 [ j)l Destraoy ][ @ Other ]
[7] Persistent [ ) dslarm ][ M Draw ]
Parent: ’W é}a [ 5 Step ][ & F.en Press ]
Mask: ’m aa s | b;_right
l @) Show Infarmation ] 2/ Jn Kevhoai | u
!

1

Dele

te Change

Image 1
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Ewents: Actionz STE

m E Bounce againzt solid objects

ey (=] [£] [3]

i <Down \ m E
Bounce \ |§| @

ool Jump

pplies ta

B s l I fEi
() Other

(") Dbject:

Paths

precise; ot precizely

.
.

/ Bl

’ | 7 =

against &l objects

Image 2

23.Before testing the new collision '

. . EI o Objects
we need to insert walls into our S bat_right
Room Doubleclick on your Roomto| | @ .
open it(Image 1) :

For the easiest way to insert the wa| |
object we can change the grid size. Imagurej {'“"‘"" 3Ame Settinns
Objects automatically snap to the

grid and sincehe wall is 32 by 32 :
pixels we will set the grid to this size O Reom Properties

(Image 2) v | O=221258

|| hark araimds I wiELA |

Now we can insert all the wall piece

onto the playing fieldImage 3) The i SRS —
easiest way is to hold down the Shil " Ci . it .
key while holding down the left “*“ . aAsssssdasaasassasaada

mouse button. This way you can drg
the mouse over the wanted areas
and place the walls correctlpee

image belowRemember that if you
want to delete a piece of wall then =
simply right click on it.

Note:if your wall object is not

selected then you can do so in the ;
selector menu circled reith the it v
image.

Image 3

A= TS TRTT WEITT

24. Save your work with the diskette
icon and click on the green play L | P> DI

button to test the game. Run the gamei

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

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

Name this new objedbat_leftand
click on the Up event and then sele
Changglmage 2) This makes it
possible to hange the key event
while not having to changghe
Actions

In the Event Selectawindow that
now is show you should select
Keyboard> Letters> W (Image 3).

When this is done repeat the proces
for the Down key event but select S
as the new down keinstead.

The end result should look like Imag
4.

) Time Lines
{:"‘,! Objects H

“ wal [ ¥ Insert Ohject
i Y "
== Rooms ER|| Duplicate Alt+Ins
©bed] roomd :
C e o F¥ Insert Grouo  Shift+Ins Image 1
|§| Object Properties
Marne; Events: Achi
Sprite waall E
bat a
5 <Dlows
Hew 2 Do
Yizible [ 5alid
Depth: 0
[ Persistent
Parent: |cnao parents =
Mask:  |csame as spriter a
[ @) Show Information ]
pedBren
)
— Image 2
e | Il
| B Dasling H Faths % |
mer=w| Gl
1 I3
T @ |
| % Colizen " 3"' F.ay Fiale Sieps —
= [
B 1= =
«Right
= U=
< Dawn
< Crl
<Al
<5hift
Space
Eriters
Keypad [
Digits ¥
Letters » A 1 s
Function keys b E E T
Ortihers L < - U
o M v
«Mo keys E v (K
<Ay key> F a X
G [ ¥
H s F
1 [
Image 3
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Events: Actions:

26.0Open yourRoomagain. Select
the newbat_left object and insert it
in the left side of the playing field.

Save your work and click the green
play button to testhe game. The
new bat_left should behave exactly
like bat_right only that it is controlle
by W and S instead.

Lo u vl Jump ta a given position
Image 4
o | ) oI A D s B ey 2 (M) ]
ot ettt o ittt
chesln | getlegn | Wi

——

P

7] Dot aneving

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

Click the blue ball icon to create a
new object.

Object Properties will now be showi
First, name this objediall. Second,
select the ball sprite for it. Third, ad
the event calledCreate Fourth, drag
the Move fixedicon intoActions

A new window called Moved fixed
will appear. It should be modified sg
that all the diagonal arrows are
clicked andspeeds set to8. This
speed can always be modified later
the ball should move faster or
slower. CliclOKwhen done.

.ﬂ Object Properties \E”E
Mame:  ball 1 Events: Actions: ruve )
Sprite Start moving in a direction E
@ |t 7 B '0\__/’ F
4 [Z] =
Wisible [ Salid Jump
Desth 0 [
|| Persistent
Parent: |<no parents §L
Mask: |<zame as sprite §L hlel
@) Show [rfarmation
— C
= Steps
Delete Change
Move Fixed
- Applies o
@ Self
() Other
() Object:

(5] #][2]
Diirections: E]
L] 4

Speed: &

[T] Relative
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28. With ball movement in place we
need collision othe ball will
continue through objects it
encounters.

ClickAdd Eventind selectCollision
Start withbat_right (Image 1)

Once the Event is set you can drag
the Bouncecon into theActionsarea
(Image 2) In the new Bounce

window changeagainstto all objects

ClickOKwhen done.

Event Selector

&)

[ o LCreate ][ }\_\J b oLize l

| HDeswoy || @ Oher |

[ 2 Blam ][ ™ Draw l

[ i Step ][ #a Key Press l
9 Callsion | % KauBalazce

@ k.eyboard bat_left
el Ever & 2l

P val

Delete [_Ehange

Mowve:

(6] [ |
] [5] |
=l [l

Jump

5] (2] |

Image 1
Events: Actions:
, Create ‘ IE Bounce againzt solid objects
x
Bounce
Applies to
IEI @ Self
() Other
(") Object:

precize; | hot precigely

against;  all objects

Image 2

2] [K]

Paths

[

Steps

29.This process of adding collision
should also be done withat_left
and thewall. Go ahead and do this.
The end result should like like the
following image and havBounce
setin Actionsfor all of them.

ClickOKwhen done to save all new
settings for the ball object.

Events:

Actions:

g Create K

ik bat_right
e ] sl

Boune
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30.Open your Room to insert the
ball. It might help to set the grid bac
to 16 by 16 so that you can place it
precisely in the center of the room.

Save your work and run a test gamg
to see if the ball is moving. You mus
act quickly if you want to save the
ballfrom leaving the playing field.

If the ball does not have collision

with any of the bats or the wall take
a closer look at step 28 and 29 to s¢
if something in your game is misgin

31.To keep the ball in the game
some goal objects are needed. The
objects are going 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_right
and use the standard 32x32 pixels i
size.Color it green, savand clickOK
(Image 1)

Do the same thing, only this time
making it yellow and naming it
goal_left You should end up with th
following new spritegimage 2)

Image 1

Image 2
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