Year 8 Game Maker Student Handout
Getting started
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Load sprite
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Assign the sprite to the object
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Place object in the room 
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Add a bomb sprite
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Add an object and assign it to the bomb sprite
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Editing a sprite

Right click the bomb sprite and select Properties. Press Edit Sprite to open the Sprite Editor.
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Select Transform<Stretch. Set the pixels to 30. Click OK. Close the Sprite Editor saving changes to the sprite.
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Place about 15 - 20 bomb sprites into the room. 
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  (or press F5). What happens?
Press escape to quit.
Programming objects
You need to explicitly program the objects for them to do something. Double click the shooter object to bring up its dialog box. Add a Key Press Left event.   
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Add a move action so that the shooter moves left when the left key is pressed. Enter 4 for the speed. Do the same for the right key press. 
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Run your game. Press the right and left keys. What happens?
Now, lets program the shooter to shoot bullets when the space bar is pressed. 
First, add a bullet sprite and object. Add event Create instance of the bullet object (object3) in the shooter’s key press space event.
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Run the game. Press spacebar. What happens?
Add a Create event for the bullet object. What value is appropriate for the vertical speed?
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Run the game. Make adjustments to the vertical speed of the bullet object if required.
We want the bombs to disappear when shot by the bullet. Add a collision event to the bomb object and a Destroy action. 
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Run the game.

Now you can experiment adding different sprites and objects to add some complexity to your game.
