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Catch the Clown User Guide

About the Catch the Clown game: Catch the clown is a very simple game that can be created
using the Game Maker 7.0 software. It contains 2 objects, the clown and the wall. The clown
object moves around a room and you need to catch the clown by clicking on it with your
mouse. Each time you catch the clown you score a point and the clown speeds up and becomes
harder to catch. If you can create this game you will have learned the skills needed to create
even better games!!!!
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The easiest way to follow this guide is to copy how stuff is set up in
the pictures.

Learn how to create the Catch the Clown game by following the steps below:
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1. First we need to create the sprites for our game. On the Resources menu select Create
Sprite

* Game Maker 7.0 Lite (Simple Mode): =new game=
Fil=  Edit

BE=A

Run  ‘Window Help

Create Sprite Chel+alk+5 (i) EE

E ‘@ Create Sound A+

) S¢ d Create Background Chrl+Aal+B

=) B @ create Object Chrl+Ak+O

) O[] Create Room Chrl+Al+R

D Re

i| Gz 8 Change Game Information Chrl-Ale+I

Iﬂ Gl B= rhange Global Game Settings  Chrl+ak+3

2. In Sprite Properties popup box change the Name field to sprite_clown and press the
Load Sprite button and browse to S:\ICT\My Teacher\Mr Crossan\Game Maker\Catch the
Clown\Resources\ and click on the Clown.bmp file, then click Open to load the sprite. The last
step is to make sure you have checked the Transparent check box to ensure that the

background of the clown sprite is see through. Click the OK button to close the popup window.

B Sprite Properties E| [zl

’ Lﬂr Load Sprite ]

Width: 32 Height: 32
Mumber of zubimages: 1

| <3 EdtSpie |

........................
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3. Create the wall sprite in the same way and change the Name field to sprite_clown. You

will find the image for the sprite at: S:\ICT\My Teacher\Mr Crossan\Game Maker\Catch the
Clown\Resources\wall.omp The popup should like below:

€] Sprite Properties

M ame: | sprite_wall | Ei

Lﬁ Load Sprite

Width: 32 Height: 32
Mumber of zubimages: 1

| <A EdiSpie |

Trangparent

v’ OK

You have now created two Resources for your game, you can see these resources by
expanding the Sprite menu on the left hand side of your screen.

* Game Maker 7.0 Lite {Simple Mode): <new game >*

File Edit Resources Fun  ‘Window Help

UA3H Ze P €E0=E@90 0 O @
=R

gprite_clown

}{ sprite_wall
) Sounds
") Backgrounds
Iy Dbjects
") Rooms
|ﬂ Garme Inforration
4| Global Game Settings

You can edit the properties of any resources created for a game by clicking on it and selecting

the Edit >> Properties menu. Let’s skip this for now though, we have a game to finish!!!
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4. We should now save our game. You'll see in the last picture that the game is currently called
<new game>* This means that you have not saved your game yet. Save the game to your own

shared area under Year 7\Unit 3\Game Maker\CatchTheClown Look below and see how the
name has changed on the blue bar at the top
N

* Game Maker 7.0 Lite {Simple Mode): Catch The Clown.gmk

File Edit Resources Run  Window  Help

U3H Ze P €e28@90 9 O @

=2
gprite_clown
)‘ zprite_wall
|51 Sounds
|7y Backgrounds
|y Dbjects
=) Rooms
|ﬂ Game Information
,ﬂ Global Game Settings

All good computer games come with sound effects. We need two sound effects for the Catch
The Clown game:

e A bounce sound for when the clown bounces of the wall

e A sound for when we catch the clown using the mouse

Let’s create the bounce sound first, go to step 5 on the next page.
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5. To create the sound for our game. On the Resources menu select Create Sound

1 Game Maker 7.0 Lite [Simple Mode): Caich The Clown.gmk

File Edit NeEEslga=-A8 Fun window Help
Ij ) |e Create Sprite Chrl+alk+5 (i) = 7)
E— 1§ Create Sound Chrl+AlE+L |5
F=
E S Create Background Chrl+AlE+HE
b4 @ create Object ChrhAlt+O
= Se[_] Create Room Chrl+AlE+R
o Be
=) Ot 8 Change Game Information ChrH-Alk+1
=) Re EE Change Global Game Settings  Chri+alk+G

|ﬂ Game Infarmatian
| Global Game Settings

You will see the Sound Properties popup box like below:

™ Game Maker 7.0 Lite (Simple Mode): Catch The Clown.gmk*

File Edit Resources Run  Window Help

I3H Ze b)) €09 @0 9 O @
=+ Sprites
E sprite_clown
P sprite_wall
== Sounds ——
] soundd Sound Prope... E|E|r5__(|
S o ore: |
=) Rooms

[i] Game Information % Load Sound @
|£| Global Game Settings
k-] Save Sound

Filename:

w" OFK.

Go to the next page to see how to load the sounds ->

In the Sound Properties popup box change the Name field to sound_bounce and press the
Load Sound button and browse to S:\ICT\My Teacher\Mr Crossan\Game Maker\Catch the
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Clown\Resources\ and click on the bounce.wav file, then click Open to load the sound. You will

know that your sound has loaded as you will now see Filename: bounce.wav in the popup box.
You can use the little green arrow to play the sound so that you can test it.

* Game Maker 7.0 Lite (Simple Mode): Catch The Clown.gmk®

File Edit Resources Run ‘Window Help

UAH X Pr €629 @0 0 0 9

= Sprites
E sprite_clown
A zprite_wall
== Sounds —
|| sound_bounce Sound Prope... |'_”Elgl
i) Backgrounds i
) Objects Marme: |sound_b0unce |
i) Rooms
,ﬂ Game Infarmation
|#] Global Game Settings

H Save Sound

Filename: bounce.way

Click the OK button to close the popup window.

6. Create the click sound in the exact same way. Change the Name field to sound_click and
when you click the Load Sound button, browse to S:\ICT\My Teacher\Mr Crossan\Game
Maker\Catch the Clown\Resources\ and click on the click.wav file and click Open to load the

sound file. Here’s how everything should look before you press the OK button.

* Game Maker 7.0 Lite (Simple Mode): Catch, The Clown.gmk*

File Edit Resources Run Window  Help

D3H 2@ P> €OE@O 0 5 @
= Sprtes
E sprite_clown
){ zprike_wall
=7 Sounds S
[H| soumd_bounce Sound Prope... Q|Elgl
H zound_click
[ Backgrounds Narne: “SDUnd_C"Ck |
) Objects

S oo 0o

|ﬂ Game Information

,ﬂ Global Garne Settings H Save Sound

Filename: click.waw
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You will now see your sound resources when you expand the Sounds folder in the Resources
box on the left hand side of the Game Maker User Interface.

So now we have created 4 resources for our game the next thing to do is to make them work as
part of our game. To do this we need to create objects. | bet you can guess how to create an
object!!!

7. To create an object, go to the Resources menu select Create Object

* Game Maker 7.0 Lite (Simple Mode): Catch The Clown.gmk®

File Edit BEEENGEEN Run  Wwindow  Help
O e | % Create Sprite crltaltes | @) 82 5 @)
E—— Create Sound Ctrl+Alk+H
(= o ]
E g Create Background Chrl+alt+B
Chrl+al+0
= 5c |:| Create Room Crrl+alk+R
]
Ml € Change Game Information Chri+alk+1
=) Be EE Change Global Game Settings  Chrl+Al+3
=~ Objects
object_
[) Rooms

|ﬂ Game Information
|4| Global Game Settings

When the Object Properties popup box appears change the Name field to object_wall

B Object Properties

" Maorve — 3
Marme: Events: Actions: i g
Sprite i
<no sprite EJZ |I| g
=]
MNew —
mE;
Wisible []5old Jump |~
‘Whether the object is solidl ﬁ %
—_— g
Kl )
2_
o
=

o OK Add Event
Delete Change

In the Sprite section click on the blue button where it says <no sprite> to select the correct
sprite. Have a look below at how to do this.
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9] Object Properties

Marme: Ewents: Actions: D\."E
Sprite

<ho sprites =

<no sprite

New ﬁ sprite_clown @ @

sprite_wall

v
Jumg

] K]

Yisible [ Solid

I AREIR I al0aE I el l FUIZ I Lu!eu| a0 |m

o OK Add Event
Delete Change

When you click the blue button use the mouse to select the wall sprite that we created earlier.

You also need to make sure both the Visible and Solid check boxes have a green check like
this:

9 Object Properties Z |E| g|

: Ifove: 3
Mame: Events: Actions: i S
Sprite
b{ sprite_wall é!a
El @
Visible Solid Jump

List of defined eventsi E

I ARELR I aI00s I 00D I ZuEwWw I LU!EUJ| aa0

Delete Change

Click the OK button. That’s our first object created.

8. Now create the clown object in the same way. Remember change the Name field to
object_clown. Make sure that you select the clown sprite and that the Visible check box

has a green check mark. Leave the Solid check box blank this time. See how it should look

below.
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List of defined events E

9] Object Properties |Z||E”gl
Name: Events: Actions: ove _ g
Sprite: i
E spiite_clown E{z %
B[] =

B,
Wisible [ Solid Jurmp ﬂ
ﬂ

=

.
i)

[
i

o

E

o OF Add Event
Delete Charge

Now we need to make our clown object do stuff in the game like move and bounce of the wall.
To do this we need to add events and actions.

9. At the start of the game we need to ensure our clown object is created and that it starts to
move. Click the Add Event button. You will see the Event Selector popup box, click the

Create button. The Create event is automatically loaded into the Events: window it should be
highlighted in blue and have a light bulb like below:

= ——
@] Object Properties |’-_||E|[Z|

. Maove E
Mame: Events: Actions: i -
Sprite reate
= sprite_clown =) lzl
Drag actions hereI |§|
Vishle [ Solid Jump

2] K]

I AREIR l a400s I|0J].LICICI I ZuUEw l LLI!QLI.J| ano

o OK Add Event
Delete Change
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You now need to create an action for your create clown event. We need to drag the Move

Fixed action into the Actions: window. The Move Fixed action can be found under the move

tab on the right hand side of the Object Properties box. It looks like this

e

You will now see the Move Fixed popup box. Your window will look like this:

&)

Mame: |object_clown

Sprite

E zprite_clawn §£

Yisiblz [ 5olid

Actiohs:

Move

Move Fixed
Applies to

() Self
() Other
() Obiject:

Directions:

Speed:

Start raving in a direction

I

(] [#] [3]
=] (4] [+

Jump

2] K]

I 24095 I |00 I ZuEwWw I LU!ELLI| an0W

(s ¢] 2]
[=[a]=]
2] 3] ]

| 0

[ Relative

We need to click all the directions to make sure the clown object starts moving when it is
created at the start of our Catch the Clown game. When you select all directions, direction is
chosen at random. You can set the directions by clicking on the blue arrows, they will turn red

when you click them. Do not click the square in the centre. Set the Speed: to 4. Have a look

below to see how you should set everything up.
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- Applies to
(3 Self

) Other
() Object;

(=] #] 2]
Directions: @@
(2] $] ]

Speed: 4

[ ] Relative

7o

When you have set everything up like above, press the OK button.

Now your clown object will move in a random direction at the start of the game.

Now remember what our finished game looks like. We have walls to and we need the clown to
bounce of the wall when it collides with it. A collision is the same as a crash — when two objects
hit together so we need to set up a collision event.

10. Click on the Add Event button, then click the Collision button in the Event Selector popup
box. The collision button is the one with the two red arrows pointing together. When you press
it you will get another small drop down box. Use the mouse to select the wall object as we are
setting the clown up to react when it hits the wall. See below:
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r
O Object Properties

. -
Mame: Everts: Actions: Ve S
.

Sprite " Start moving in a direction
& Isprite_c:lown =
EI
a
Wigible [ 5olid —Jumpy

2] [K]

Event Selector [*]
o Create J\j touse

[ ;i»‘)l Destray ][ @ QOther l

[ :) Alarm ][ ™ Draw ]

l :: Step ][ & K.ey Press ]

[ %+ Collision —
@ Keyboard

E object_clown

I AREIR I 24005 ||cu]uo:- I ZuEw I Lu!aLuI S0l x'|

o 0K Add Event

When you select the wall object your Object Properties popup should like below:

=
B Object Properties

3

Hame: |abjsct_clown Events: Actions: e = %

Sprite o Create
= ISDrite_cIown =) ™ obiect_wal E
@ @
.
Visible [] Solid - Jump

] [K]

| AR | 200z | 0403 | Zuew | puew

& OK Add Event
Dielete Change

The Collision event will be highlighted in blue this time. Now we need to create some actions

K]
. Bnuncei . . . . ery
again. Drag the bounce action into the Actions: window it’s the one on the bottom
right. You can find action by holding you mouse over them. The name will show in a small white
box to tell you what action each one is.
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When you drag the bounce event into the Actions: window it should look like below:

=
O Object Properties

- Maove 3

Sprite Create IE' Bounce against solid objects P[]

= Isprite_clown & ; ™ object_wall IE' E E
@ El

Visible [ 5clid ~ Jump

(2] K]

| 21032 | |0 | Zuew

Bounce

Applies to
Add Event lE' [ORL]]
v X [ _sseren ] oo

preCise; | not precizely | B

againzt; |solid objects | a

I

Set up the Bounce properties as follows:

e Applies to = Self
e precise: = not precisely
e against: = solid objects

Applies to
lEl @) Self

() Other

() Object:
precize: |n0t precisely | a
against: |Solid ohjects | a

o
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Click the OK button and now we can add the bounce sound

Click on the mainl tab in the actions list on the right hand side of the Object Properties
window. Then drag the Play Sound action into the Actions: window. It should now look like

below:

Spirite

[¥]Wisible [ 5okd

Mame: | abject_clawn Ewvents: Achions:

Ohjects

4
. Create IE' Bounce against solid objects @

= = o ™ Chizct wa
b sprite_clown =) obigct_wal Play sound <undefined: E

Sprite

B ™

Sounds

Rooms

l AEIR I 2400 I [T l zu!eLul U SADW

sound: ||s0und_bounce

loop: |false

Using the small blue buttons on the Play Sound popup window select the sound_bounce file
and set loop: = false. If you’ve got this far this should be easy for you. Click the OK button

when done.

That means now when our clown collides with the wall it will bounce away and a sound will be

played.

The last event we need to do is to make sure that the speed of the clown increases when you

click on it with the mouse or when you ‘Catch the Clown’. We also need to increase the score

when you catch the clown, we'll also need a sound for this.
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11. Create a Mouse event by pressing the Add Event button. Select Left button from the
big drop down list.

9| Object Properties

Hame: [ abject_clown Events Actions: '3”9‘7‘3 =

Sprite K Baounce againzt solid abjects
& [sie clown )| Play sound sound_bouncs

isible [ Solid

aneap | 2uoas | joguoa [ zoew | juew awow

Event Selector
Left button

T [ addEvent | DDestoy | 0 ight button
Dam | Wy Middl button

®sep || Fake Hobutton

¥4 Colision | Bakeyl  Loft prassed

3m Kepboard % i Pohtpressed
I Middle pressed

Left released
Right released
Middle released

Mouse enter
Mouse leave

Mouse wheel up
Mouse whes! down

Global mouse: 3

Joystick 1 b
Joystick 2 »

We need four actions:

Click the Score tab and drag the Set Score action into the Actions: window Set up hew
score: = 1 and make sure the Relative check box is checked

=
D Object Properties

Hame: | object_clovn

Spiite ' Create

= Ispnte_clown =3 3 A obiect_wal
@ Left Button

Actions mecos

m Setthe scoreto 0

Events:

~Lives
[#] visible []5ald E‘
Set Score

~Health

ElElE

I Meupl aunns 1041009 | ZuEw Luleu.ll T

Relative

o

Click the OK button.
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Click the mainl tab and drag the Play Sound action into the Actions: window Set up sound:

= sound_click and loop: = false

D Object Properties

Spiite

& Isprile_cluwn E

[¥] Vigible [ Solid

Mare: | object_clown

Events:

Actiong:

al

- Ohjects

o Create

hadd
B Left Button

4 object_wall

Play Sound

Set the score relative to 1
Flay sound <undefined:

L] [l [£]

- Sprite

e & ®

- Sounds

- Rooms

e 40w (B

Click the OK button.

&
a

| AR | 24033 ||ow.|oa ZuiEw

" 0K

Click the move tab and drag the Jump to Random (be careful it’s the one with the ? in it)
action into the Actions: window Set up Applies to = Self and snap hor: = 0 and snap vert:

=0

D Object Properties

Spiite

[] isible [ 50lid

Mame: | object_clowin

Events

Actions:

™
O
x|

~Maove

o Create

e Isprite_clown & 2 P4 object_wall

@ Left Button

Jump to Random

Applies to
@ Self

() Other

) Object:

Set the soore relative to 1
Play sound sound_click
Jump to a random position

=] [a] B

~dJum)

B
(2] K]

| aedp | 00 ||uw.|u:| | ZuEw I Lugewl oW

Click the OK button.

+ OK
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Click the move tab and drag the Move Fixed action into the Actions: window Set up

Applies to = Self and Speed: = 1 and make sure that the Relative check box is checked.
This will ensure that the speed of the clown increase by 1 every time you catch it and it will
move to a random position and move in random directions.

L Obje Propertie L]

. Mave 3

Hame: Ewents: Actions: = 2
Sprite v Create Set the score relative to 1 °
& [pie_clown B -N- b\ect_wall Pl sound seund_clck El %
_ B Left Button =

.Jump to a random position @ @ =

= o
Visible [ Solid w Start moving in a direction Jump ﬂ
Move Fixed g

Applies to . . E

e [

() Other . @ =

() Object: -
g

W Ok Directions: E]E]E]
Speed: |1
[¥] Relative
AT

Click the OK button.

Our game is nearly ready now the only thing we have left to do is to create a room for our game
to be played in.

12. Select Create Room from the Resources menu

* Game Maker 7.0 Lite [Simple Mode): Catch The Clown.gmk*
File  Edit
L& | e Create Sprite CtrH-Alt+5 =N

Fun ‘window Help

rﬂﬁ ‘@ Create Sound Chri4-al+1

=

E g Create Background Chr+AlE+E
p 4 @ Create Object Chrl A+ O

ER e i Il Create Room Chrl-+alt+R

Chrl+al+1
Chrl+alk+3

S ®) Change Game Information
I Be £= cChange Global Game Settings
=~ Objects
}{ ohject_wall
ﬁ object_clown
¥ oo

i| Game Information
|| Global Game Settings
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You’ll see the Room Properties popup window like below:

* Game Maker 7.0 Lite (Simple Mode): Catch The Clown.gmk*

File Edit Resources Run wWindow Help

UBH Z PP e0E@0 0 0 0

=5 Sprites
a; zprite_clown
)‘ zprite_wall
== Sounds
M| sound_bounce
M| sound_click
=) Backagrounds
= Objects
)‘ object_wall
&E object_clown
== Rooms
|5 room1
,ﬂ Game |nformation
4| Global Game 5ettings

[ Room Pro perties

| [ = Snapﬁ: SnapI: |E| PR

obijects | settings || backgrounds

<

Object to add with left mouse:

object_clown é{i

Left mouse button = add
+ 2 Alr= = no snap
+ =5hifts = multivle
+=0l= = move

Right mouse buston = delete
+ <5hifts = delete all
+ = Chi= = popup menu

Delete underlying

There are 3 tabs in the Room Properties window objects, settings and background (just

above the clown’s head in the image above). First of all we will use the settings tab to change

the size of our room and create a name for the game. Click on the settings tab and set it up

like the next image. Change Snap X: to 32 and Snap Y: to 32 — the reason for doing this is
that our sprites are 32 wide and 32 pixels long and this makes it easier to draw them in a

minute. Leave the Name field as room1, Set Caption for the room: to Catch the Clown,
Set Width: to 352 and Height to 352. Leave the Speed: at 30
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[= Room Properties

' i) Snapﬁ: Snapi: |E| o
objects | #&ttings | backgrounds

Name:  |raom1

Caption for the room:
Catch the Clown

Wwidth: | 352

|

Height: |352

Speed: |30

x: 32 y: 192

You will now see that the size of the room has changed. Changing the Caption for the room:
to Catch the Clown will make sure the name of our game is displayed when we play it.

Next click on the objects tab. This is where we draw the room. You need to select which object

you want to draw using the little blue button under where it says Object to add with left
mouse: First select our wall object.

[= Room Pro perties

B [ = Snapﬁ: SnapI: |E| K-

obiects | settings | backgrounds

Obiject to add with left mouse:

object_wall a

v
Laft mouse button = add |wm
qf <dlts = no snap &3. ohject_clown
+ =5kifts = multple
+ 200l = move
Right mouse button = delete
+ 25khifts = delete all
+ 2 Cnl= = popup menu

Delete underlying

object_wall

20 y: 160
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You can now click into the boxes where you want each of the wall blocks to appear. We can do
them one by one but you can hold down the <shift> key and click the left mouse buttons to
draw lots of squares at the same time. The full list of drawing instructions can be seen at the
bottom of the objects tab window. The right mouse button is used to delete objects.

Object to add with left mouze:

||:|I:|iec:t_wall =

Left mouse button = add
+ = Alt= = no snap
+ =5hifts = mulnple
+=Cwl= = move

Right mouse button = delete
+ < Shifte = delete all
+ =0kl = popup menu

D elete underlying

You will need to practice to be able to use these skills!!!

Draw a wall around the outside of your room like below:

[ Room Properties |:||E|b__<|

o ) [] = Snapﬁ: SnapI: |@| yalks

Gl Y X X X XX XXX X X
v X P4

Obisct to add with lsft mouss: ’4‘ ’4
s (P4 X
imesbn ot | X
el 222X XXX R

Right mouse button = delete
+ 2 5khifts = delste all
+ 2Chi= = popup menu
Delete underlying

0 w0 object: object_wall id: 100452

Now we need to add our clown. Use the small blue button to select our clown object like
below:
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[ Room Pro perties

o 9 | [] = Snapxz Snapx: |E| Yol

obiects | settings | backgrounds| ""b‘

XX

XXX

Wi X

& X

Obiject to add with left mouse: "‘

e |4

Left mouse button = add "‘
+ 2 Alr= = no snap

+ <Shifts = multple
+2lhl= = move
FRight mouse button = delete
+ 25hifts = delete all
+ 2 Chi= = popup menu

Delete underlying

22

222222

Now click the left mouse button where you want your clown to appear at the start of the game.

Guess what? your game is now ready if it looks like above!!! Save it again using the File >>

Save menu.

i Game Maker 7.0 Lite (Simple Mode): Catc

&= Edit Resources Run ‘Window Help

J MNew
@‘ Open,.,

Recent Files

Advanced Mode

@) Exit

Chrl+M
Chr+o
»

Alk-+F4

=N Rooms
=R

|ﬂ Game Information
|| Global Game Settings

CT=9O

objectz @

We now need to test our game by playing it © to play the game. Press the little green arrow at

the top of your screen.

1 Game Maker 7.0 Lite [Simple Mode): Cz

File Edit Resources Run  Window Help

EEH Z P €90=@

| =1 Sprites IT
m "y 1

Riin the naszL

p
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Testing:

Check that the game is working correctly using the following checklist.

What to Check Does it work

Does our clown appear at the beginning of the game? Yes or No

Does the clown move at the beginning of a game?

Does the clown bounce off the wall when it hits it?

Does a sound play when it bounces of the wall?

Can you catch the clown with the left mouse button?

Did a sound play when you clicked on the clown?

Did the clown jump to a random place when you clicked it?

Did the clown change directions after it jumped?

Does the clown speed up after you catch it

Does the name appear in the blue bar at the top of the game?

Does the score appear in the blue bar at the top of the game?

Does the score go up every time you catch the clown?

If all the answers are yes, then you’re game has passed the test. If you have one or more No
answers you will need to edit your game to make sure it works.

Congratulations! You're now a game designer and a game tester

Now let’s improve the game by adding a background to our room and playing some music
during the game.
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Adding the music

To add the music. On the Resources menu select Create Sound. In the Sound Properties
popup box change the Name field to sound_music and press the Load Sound button and
browse to S:\ICT\My Teacher\Mr Crossan\Game Maker\Catch the Clown\Resources\ and click
on the music.mid file, then click Open to load the sound. It should look like this, Press OK

Sound Prope... |Z||E|g|

Mame: |suund_music |

EEEm|e)

Filename: music.mid

You now need to make the sound play. Double click the clown object to open the Object

Properties window for the clown. Now select the Create event it should highlight in blue when
you do this like below:

| Object Properties — @
MName: Events: Actions: Ot
- o [ 18
Sprite ale Start moving in a direction 7
= sprite_clovn & “ P4 obiect_wal Play saund <undefined: |Z|
7y Left Button
0 s

eB®

Sounds

Rooins

igible [150lid
Play Sound

I AREIR l 2400% l ] I zu!eLul Juigw  SA0wW

sound: ||sound_rnusic | =

loop: |lrue | Ei

o
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Click on the mainl tab in the actions list on the right hand side of the Object Properties
window. Then drag the Play Sound action into the Actions: window.

Using the small blue buttons on the Play Sound popup window select the sound_music file

and set loop: = true. Setting loop = true means that the sound will play . Click the OK button
when done.

Adding the Background

Select Create Background from the Resources menu

* Game Maker. 7.0 Lite (Simple Mode): Catch The Clown.gmk*

File Edit BEEERNEES Run  Window  Help

Ij 2 | & Create sprite ChrH-alt+5 = 4 Q)
Create Sound ChrH-Al+U
=] 5
o E P2 Create Background Chrl+-Alk-+E
p 4 @ Create Object Chr-Al-+O
=5 54 |:| Create Room ChrlHAlE+HR
M
|£| ©) Change Game Information ChrH-alt+I

Iﬂ EE Change Global Game Settings  Chrl+alE+S
[y Backgrounds
== Objects
P4 object_wal
E object_clown
== Rooms
,ﬂ raanm]
Iﬂ Game Information
|4] Global Game Settings

When you see the Background Properties popup window set it up like this:

E Background Properties

Marme: | background_mai

| % Load Background |

fidth: 107 Height: 103

[ Transparent

[ % Edit Background ]
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Change the Name field to background_main use the Load Background button to load the
background.bmp file located in the S:\ICT\My Teacher\Mr Crossan\Game Maker\Catch the
Clown\Resources folder. Leave the Transparent check box blank. Press the OK button.

Now go back to the Room Properties window of room1 by double clicking on room1 on the
resources menu on the left hand side. Set it up like this Uncheck the Draw background
color. Check the Visible when room starts box. Select the background_main using the
small blue button. Check the Tile Hor. and Tile Vert. boxes. Set X: =0 and Y: = 0. Uncheck
the Stretch box and set Hor. Speed: = 0 and Vert. Speed: =0

Just like below:

[= Room Properties E”E”E

objects | zetings | backgrounds

[ Draw background color

] —

Background 0
Background 1
Background 2

Background 3
Background 4
Background 5
Background &
Background 7

VYizible when room starts

[ Fareground image

background_main 5{;
TieHa, %[0 |
Tiever.  Y:[o |

[ Stretch

Hor. Speed: El
Wert. Speed: El

x: 128 w196

That’s it you’ve finished the game and added some improvements! Well done! You could make
£50,000 per year as a game designer if you work hard in your ICT classes!!!

OO O

Now go and play your game to enjoy it!!!




