MAKER ONLINE

Les 1 / Sokoban




Vandaag

e Demonstratie: Website “Game Maker Online”
e Zelf aan de slag met Sokoban

24-2-2011 Michel Fiege 2



DEMONSTRATIE

http://gm.michelfiege.nl
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Zelf aan de slag

e http://em.michelfiege.nl

* Goed lezen
— Gebruik de plaatjes!

e Oefenbestanden downloaden

Ill

— In dit geval “sokoban.zip”

* Help elkaar!

Succes!
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http://gm.michelfiege.nl/

Wat heb je vandaag
geleerd?




Knoppen

nieuw spel spel spelen nieuwe achtergrond nieuwe room
spel opslaan nieuwe sprite| nieuw lettertype
D3HIZeI PP @ePETATZI@OO0EF| 5 @

|

spel exporteren | nieuw geluid nieuw object
spel openen spel debuggen informatie over het
spel instellen

24-2-2011 Michel Fiege 6



Events & actions

LO] Objed Prbpelties: obj_me N
ﬂamé; obi_mel = hEventsz Actions:
Sprite %
£ fipime =, Aan| de rechterkant staan <
[ New | [ Edt | acties|die je kunt gebruiken 1
V] Visible {1 Solid '
Depth: 0 {" &%
|| Persistent ,3-,
Parent: [<no parent> = K,
Mask: Iaame as sprite> = -
| @) Shon Infomation | Een gebeurtenis (Event) toevoegen T
5
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Sprite & subimages

2282

Subimage: QO 1 2 3
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Room & gri

File Edit Resources Scripts

@ sokoban2.gmk - Game Maker 8.0 Lite

Run Window Help

13H 2 )V eOEER T Z @O

g

0 =

+| 5 @

| & = Sprites
B spr_ti
spr_crate
spr_brick
® spr_spot_free
spr_spot_taken
spr_fill
~— spr_gameinfo
B spr_end
8 spme
-4 Sounds
3] snd_bg
-~ snd_push
] snd_spot
=) Backgrounds
) Paths
() Scripts
= Fonts
1] font_tw_cen_mt
) Time Lines
.~ Objects
B obj title
ob_crate
obj_brick
® obj_spot_free
obi_spot_taken
ob_fil
~— obj_gameinfo
B obj end
& obl_me

T

i] Game Information
| Global Game Settings
+| Extension Packages

Es: levell
(VDo
_backgrounds | views |

obiects | _setings | s

Huidige object

Obiject to add with left mouse:
obl_me

Lgft mouse button = add
+ <Alt> = no snap
+ <Shifi> = multiple
+ <Coi> = move
Right mouse button = delsts
+ <Shift> = delete all
+ <Ctri> = popup menu
V| Delete underlying

x0

y:32

IR WA S |

N Y =R

object: obj_gameinfo

HHH

)

-

),
I

id: 101113
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Variabele

@/ Object Properties: obj_me

—

MName: ob_me
Sprite
e fspr_me =
[ New | | Edit |
Visible ] Solid
Depth: 0
|| Persistent
Barent: |<no parent> =

Mask: l<same as sprite> =

[ ©) Show Infarmation |

v’ OK

gmo <Downy

| AddEvent

[ Delete I [ Change

=0 R T
Events: Actions: s
i <Left> If instance is aligned with grid @ @
i zg::hb & Start of a block

c Change sprite into spr_me
ﬁ Start moving in a direction

var| Set variable moves to 1

v End of a block

@0®

- Other ———

o @ [8
Vo

dip l elxa I a109s | |ojuos ZUBW l LUIE L l a0
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Volgende keer...
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