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Foreword

Way back when Mario was still a mere twinkling in Miyamoto’s eye, I was the proud owner
of a state-of-the-art Commodore 64 microcomputer. It came with a game development sys-
tem called “The Quill,” which allowed anyone to create their own text-based adventure games.
It may have been incredibly crude, but it suddenly put at my fingertips the thrill of entertain-
ing my nearest and dearest by devising “interactive challenges” of my own. Unfortunately,
knew little about game design, and rather than easing my players into a new and alien world, I
treated them as opponents that had to be defeated before they could reach the end. Their spir-
its crushed, they left, never to return.. . .

It took me years of playing a variety of good (and bad) games to eventually learn how to
treat the player to the game-playing experience that their investment of time and money
deserved. It took just hours of reading this book to wish I'd had its invaluable guidelines and
the accompanying Game Maker tool to help me take my own first steps into game develop-
ment all those years ago.

Two decades later, I now work for Real Time Worlds as the producer of Crackdown, an
imminent Xbox 360 title developed exclusively for Microsoft. Crackdown is the result of over
three years of development from a team that’s now nearly 70 strong in Dundee (Scotland),
with many more contributors across North America and Eastern Europe. This game has cost
millions of pounds to create, and already consists of over two and half million lines of program-
ming code! Blood, sweat, and tears have been poured into this title to provide cutting-edge
graphics technology, stunning art assets, and dramatic surround sound. We've spent days
(and nights) wrestling with new technologies to provide the player with a “playground” and
“toy set” that was previously only the stuff of dreams.

Nonetheless, once you strip away the gloss, Crackdown boils down to a handful of game-
play linchpins, or what we term the “pillars of play.” Take it from me that when charged with
building such a grand gaming monument, it is vitally important to have absolute faith in the
basic foundations! I was therefore very pleased to see that this book encourages you to iden-
tify these pillars (or game mechanics) and discover how a system of simple rules can combine
in unique and compelling ways to create a spellbinding experience.

As you progress through the book you'll build a series of excellent games that you might
never have even dreamed you could be capable of creating right now. The instructions are
clear and concise, but also encourage you to experiment with your own designs. For example,
your version of the captivating and original Koalabr8 game (Chapter 7) will almost certainly be
a unique piece of software. The crazy devices you invent, and the way you lay out your levels,
will certainly differ from mine. Watch out for Lazarus too (Chapter 4)—it may interest you to
know that this eponymous hero first appeared in Jacob’s student portfolio, and was partly
responsible for securing his first programming job in the industry!



FOREWORD

Mark and Jacob have brought together decades of game development expertise in this
book. As well as being a professor of computing, and the creator of Game Maker, Mark first cut
his game-programming teeth creating versions of games like Super Breakout for the Atari ST.
Jacob has a string of titles to his name, and his in-depth knowledge of “the craft” consistently
yields outstanding results. Never more so was this the case than when I had the pleasure of
working with him on the team that created the PlayStation hit Hogs of War (also mentioned in
this book). Where Jacob differs from his peers is in his mastery of all four of the fundamental
game development disciplines: programming, sound, art, and, of course, design. Now, thanks
to Mark’s Game Maker software, you can find out what it feels like in their world!

One of the key messages I hope you'll take away from this book is that there’s a world of
difference between having a great idea for a game and being a great game designer. The initial
idea is simply the seed from which the game grows, or the stone from which the pillars are
hewn. The role of a designer is to fully realize the vision: conceiving and continually refining
the various supporting mechanisms to make them mesh like the components of a Swiss time-
piece. As is repeatedly stated in these pages, there is no correct solution to game design—only
a great idea, well executed and injected with personal flair and enthusiasm. Even if you're
struggling to pin down that idea right now, I'm sure you will have wrestled it onto the screen
and into the hands of friends and family before finishing the final chapter of The Game
Maker’s Apprentice.

Good luck!

Phil Wilson
Producer, Real Time Worlds
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Introduction

Who wouldn’'t want to make computer games? It’s creative, rewarding, and these days even
pretty darn cool too. You can make them to share with your school friends, your work col-
leagues, your grandchildren, or even the entire gaming world. This book is not specifically for
the young or old, but anyone who loves computer games and wants to have a go at making
them for themselves. We've all painted a picture, written a story, and made a wobbly piece of
pottery at some point in our lives, so it’s now time to embrace the art form of the future and
try making computer games too.

This book provides a collection of engaging tutorials that introduce you to the Game
Maker tool and teach you how to use it. The first four parts of the book take you step by step
through seven different projects using Game Maker’s simple drag-and-drop programming sys-
tem. By the time you've finished making Evil Clutches, Galactic Mail, Lazarus, Super Rainbow
Reef, Koalabr8, Wingman Sam, and Tank War, you'll have a well-rounded experience of making
games with Game Maker. Parts 2, 3, and 4 also end with game design chapters that encourage
you to stand back from your creations and consider how principles of game design can be
used to make them more fun. Moreover, we don'’t just talk about it, but we provide new ver-
sions of the games with improved features so that you can experience for yourself how solid
game design can lead to good gameplay.

Game Maker provides a simple environment that allows complete beginners to quickly start
building games, using an icon-based system of events and actions (see Figure 1). This drag-and-
drop programming technique provides an easy way to learn about game development and
allows you to create complete games without going near a traditional programming language.

o) Object Properties |Z] |E| @

- Move 3

Sprite : U Create Destray the instance

Mame: | abject_deman | Events: Actions;

P Jspiie_demon = | Set the score relative to 100
| Flay zound zound_demaon |§| @

[7] Wisible []50id @ Intersect Boundary - Jump
€]

[ AREIRD [ 2008 [|0Jy.|o::| [ Zuew [ Lu!eu.l| a0

" 0K Add Event
Delete Change

Figure 1. Game Maker's simple drag-and-drop system uses iconic events and actions to program
computer games.
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However, once you become more experienced, traditional languages can provide a more
powerful way to program games. Consequently, Game Maker also provides the Game Maker
Language (GML), which underpins Game Maker and makes it such a powerful tool (see
Figure 2). The last part of the book uses several simple examples to introduce you to GML,
before we demonstrate how you can use it to create artificial intelligence for undead creatures
in the Pyramid Panic game.

& sc ript Properties

v PR 8

1=
+1)
3
]
@
7]
I——.
=
ID.
£
=1

var i,]:
// see whether there is a winning move
for (i=0; i<=2; i+=1)
for (3j=0; j<=2; j+=1)
if (field[i,3] == 0O}
{
field[i,3] = 2:
if scr_check computer win() return true;
field[i,3] = O:
H

return false;

INS

Figure 2. Game Maker Language (GML) provides extra power for advanced users.

The example games in this book have been brought to life with graphics and illustrations
by real games industry artists. Furthermore, you can use all the professional resources pro-
vided on the CD in your own Game Maker projects with the blessing of the publisher and
authors. We only ask that you share your creations with the online Game Maker community
so that we can see what you have created with them. We want you to enjoy the creative journey
ahead and hope that it will help you to share in our passion and enthusiasm for creating
computer games!
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