" Pacman  Score: 0 Lives: 3

http://www.cs.uu.nl/~markov/gmaker/index.html
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vis xmes W7 ]gnso nsEEEE
Pak de bal

Probeer met de linkermuisknop te klikken op een bal. ledere keer dat dit lukt verdien je 1 punt
Dit spel heb ik gemaakt met GameMaker van Mark Overmars.
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Pacman_scripts
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Collision Event with object pacman:

play sound bonus; looping: false
set the score relative to 200
move to position (-1000,0)

set Alarm 0 to 500
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Create Event:
move to position (-1000,0)
set Alarm 0 to 500

Alarm Event for alarm O:
jump to the start position
set Alarm 1 to 200

Alarm Event for alarm 1:
move to position (-1000,0)
set Alarm 0 to 500

& )*

) )

%< .o D) *

U<



Het Monster_object

) #)



Het Bange Monster_ Object

D ) & &)* #
&l A F 5



Het PacMan_Object

&)*






Information about object: pacman

Sprite: pac_stand
Solid: false

Visible: true

Depth: -1

Persistent: false

Parent: <no parent>
Mask: <same as sprite>

Create Event:
set variable image_speed to 0.5

Step Event:
if number of objects point is Equal to 0
play sound won; looping: false
sleep 2000 milliseconds; redrawing the screen: true
if expression room == room_last is true
show the highscore table
end the game
else
go to next room with transition effect <no effect>

Collision Event with object monster:

play sound dead; looping: false

sleep 1500 milliseconds; redrawing the screen: true

for all monster: jump to the start position

for all scared: jump to the start position

start moving in directions 000010000 with speed set to O
set the sprite to pac_stand with scale factor O

jump to the start position

set the number of lives relative to -1

Collision Event with object scared:

play sound catch; looping: false

for other object: jump to the start position

for other object: change the instance into object monster,
not performing events

set the score relative to 100

Collision Event with object wall:
start moving in directions 000010000 with speed set to O
set the sprite to pac_stand with scale factor 0

Collision Event with object point:
for other object: destroy the instance
play sound click; looping: false

set the score relative to 10

Collision Event with object pil:

play sound beeb; looping: false

for other object: destroy the instance

for all scared: change the instance into object monster, not
performing events

for all monster: change the instance into object scared, not
performing events

for all scared: set Alarm 0 to 160

Keyboard Event for <Left> Key:
if relative position (-4,0) is collision free for Only solid
objects
start moving in directions 000100000 with speed set to 4
set the sprite to pac_left with scale factor 0

Keyboard Event for <Up> Key:
if relative position (0,-4) is collision free for Only solid
objects
start moving in directions 000000010 with speed set to 4
set the sprite to pac_up with scale factor 0

Keyboard Event for <Right> Key:

if relative position (4,0) is collision free for Only solid
objects
start moving in directions 000001000 with speed set to 4
set the sprite to pac_right with scale factor O

Keyboard Event for <Down> Key:
if relative position (0,4) is collision free for Only solid
objects
start moving in directions 010000000 with speed set to 4
set the sprite to pac_down with scale factor 0

Other Event: Outside Room:
execute script outside_wrap with arguments (0,0,0,0,0)

Other Event: Game Start:
set the number of lives to 3
set the score to 0

Other Event: No More Lives:
show the highscore table
end the game
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Het zelf maken van sprites.

De sprite Editor
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Edit menu

Transform menu
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Alle acties op een rijtje

Move actions

Main actions, set 1
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Main actions, set 2
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Drawing actions

Score actions



Code related actions
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