KEEPING SCORE:

How TO USE SCORES, LIVES AND HEALTH

A game isn't much of a game unless you can measure how well you're doing. How well players are doing
in a game is often measure by their score, how many lives they have and/or their health. GameMaker
allows you to easily keep track of each of these things.

KEEPING SCORE

To keep score in our game, the first thing we're going to need to do is create an object. We will call this
object obj_score:

@ Object Properties: obj_score EI@
Mame:  obj_scare Ewvents: Actions: Score
Sprite = = =
<no zpritex El.la
[ Mew | Lives

| Misible Sold
Depth: 0 IE‘

Fersistent .EHEH ﬂh.@ .E
Parent: |<ro parents E
Mask:  |<zame as spiite> ]

| @) Shov Infarmation |

l ME.IFI[ mpca| aungs 00 l ZUIELL l Lugeml anow

— | AddEvent |

| Delete ‘ | Change ‘

Next we will need to create an event so that the score is set and drawn at the start of the game. This will
require us to create an event called Game Start which you can find by clicking Add Event > Other:
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Choose the Event to Add \E'

[ 4 Lreate ] [ ) Mouge ]
[ 2 Desiray ] L& Other .I Outside room
[ wf} Alarm ] [ gy Cirawy Intersect boundary
[ % Step ] [ Ha Key Press Views b
[ < Callizion ] [ # Key Release I Game start
G d
[ i Keyboard ] [ (T) Trigger smeEn
Room start
[ X Cancel ] Room end
T —— Mo more lives

Mo more health
Animation end
End of path
Close button

User defined k

Next, we will need to set the initial score. To do so, we will need to click on the score tab and then drag
the Set Score action to the Actions window:

ﬂ Object Properties: obj_score EI@

Mame:  obi_scone Actions:

Sprite
<no zpritex 5!3

Mew

Yizible [ 5ald
Depth: 0
7] Persistent

Parent: |<na parent> E

Mask:  |<zame as spiite> ]

’ € Show |nfarmation ]

I ME.Ipl mp(a| auons oUGD l ZU!EUJ[ Luggml 0L

— | AddEvent |

| Delete | | Change |

The Set Score properties window will appear allowing you to set whatever you want the score to be
when the game starts. We will set the score to 0. Be sure to keep the relative checkbox unchecked
because we do not want to set the score relative to whatever the score is when the game starts.

How to Use Score, Lives, and Health Page 2 of 25



F ™
Set Score

AW 2COre; m

[] Relative

7o

The next thing we will need to do is draw that score in the room. To do this, we will need to create a
Draw event:

Choose the Event to Add @
[ 4 Lreate ] [ -:_\/I Mouze ]
[ \_E)I Desgtroy ] | @ Other |
[ j} Alarm ][[ s Diraws ]
[ ﬁ Step ] [ & k.ey Press ]
[ g+b Collision ] [ B Koy Releass ]
’ @ Fevboard ] ’ @ Trigger ]
[ b LCancel ]

Now we will need to drag the Draw Score action to the Actions window:
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@) Object Properties: obj_score EI@

Mame: obi_score Ewents: Actions: Score
B ol 2 |99
Sprite @ Game Start
New Lives

[¥] Wisible [T Solid |§| @ E‘
Depth: 0 IE‘

[ Parsistent :Healnhg :
Barent: W éla

Mask: lcsame as sprite> 5]

’ €) Show [nfarmation ]

l .IU\EJD[ EJ]J(E!| aloos [oJII0D l zugeml Lugeml aA0LW

= | AddEvent |

| Delete | | Change |

Next you will need to indicate where in the room you want the score to be drawn in the room (x and y)
and what text you want to appear before the score is outputted. You can use the values room_width
and room_height as part of your location. So, for example, if I want the score to be outputted to the
far right of the room, I could enter room_width — 100:

-

Draw Score

< iy
3

w10
caption: SCORE:

[] Relative

7o

Our final step is to add the object to our room. You can add the object anywhere in the room. It doesn't
matter where you add it because the location of the score will be based on the x- any y-values you
entered when set the properties. You will also notice that when you add the object, all you will see is a
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blue dot with a question mark in it. This will always be the case when you add an object without a sprite
assigned to it.

v [ 2i2H 5 [snepx 16 [srapY: 16 ||

Object to add with left mouse:

Iobi_score Ea

Left moure button = add
+ =Alt> = no tnap
+ <Shift> = multipls
+ <Cri= = maove
Right mouse button = delate
+ =Shift> = delste all
+ <Cirl> = popup menu
[¥] Delete underying

When you run the program, you will see the following output:
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UPDATING THE SCORE

Now that we have the score outputted, let's see how we can change the score. We're going to use a very
simple example whereby the score will increase whenever the user clicks the left mouse button on an
object that we will create and decrease when the user clicks the right mouse button on the object.

Let’s start by creating an object called obj_alien (feel free to use any sprite you want):
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’ ﬂ Object Properties: obj_alien I?"El
Mame:  obi_alien l Ewvents: Actions: L EUE . 3
Sprike i
= @ —
V] Wisible [ Salid ~Jump———— i
Depth: 0 g
[ Persistent E
Barent: I<no parents El %
Mask: I<same as spiite> 5 hlel E
[ ©) Show |nfarmation l ;
o
e | AddEvent | %ﬂs El
[ Delete l ’ Change ]
Now we will create a Left Pressed mouse event:
Choose the Event to Add @
- |
[ y Create ] | .oy Left button
[ 2/ Destroy ] [ @ Other Right button
Middle by
[ ,ﬁ Alarm ] [ ) Drraw ddle butten
Mo button
[:=§tep H&KE}IP
Left pressed
[ g5+4p Collizion ] [ B Key Right pressed
[ @ Kevboard ] [ ® Trigge Middle pressed
[ % Cancel ] L!:Eft released
Right released

Middle released

Mouse enter

Mouse leave

Mouse wheel up

Mouse wheel down

Global mouse k
Joystick 1 b
Joystick 2 »
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Now we're going to drag the Set Score action into the Actions window:

Hame:  abj_alien

Sprite

& zpr_alen

Wizible [ 5alid
Depth: 0
[ Persistent

Mask:  |<zame az sprites

ol Object Properties: obj_alien

o

Barent: |<mo parent> E

5

[ @) Show Information ]

& OK

Ewvents: Actionz:

|

Add Event ]

| Delete | | Change |

= = e ]

=N R

Score

Lives

¥ ® v
]

ECE

l Mz_lpl E.ID:-‘Ql alogs 00D l zugzml Lugzml 0L

We will want the score to go up by 10 each time the user clicks the left mouse button, so we will need to
set the score property to 10 and select the relative checkbox (so that the score goes up by 10 relative to

what the score is):

-

Set Score

new score; 10

& OK

The last step is adding the object to the room and then running it. You will notice that each time you
click on the object, the score increases by 10.
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You'll notice when you run it, the score also appears in the title bar of your window as well as the
location you set the score in your room:

T = |

To remove the score from the title bar, you would need to go to the Draw event and drag the Score
Caption action to the Actions window:
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ﬂ Object Properties: obj_score EI@

Mame:  abj_scare Ewents: A ctions: _seore

=] =], =T
Sprite @ Game Start Diraw the walue of score
I<nn sprites El

Mew - Lives —————

[¥] wisible [ 5alid IEI @
Depth: 0 IEI

[ Persistent - Health

Parent: |<n|:| parent: El
Mask: I<same as spite> 5 E

[ @) Show Infarmation

| MEJpl Eup(al aupos [OULOD | zuggml |,LI!ELLII anoL

— | AddEvent |

| Delete | | Change |

This will bring up the Score Caption properties window, where you can select Don’t Show in the Show
Score property:

’
Score Caption

show score:  fhow

don't show
goofe caphion;  SCOME:

chow

show lives:  don't show

lives caption:  lves:
show health:  don't show E!a

health caption:  health:

7o

Now when you run the program, the score will not appear in the title bar of the window.

To decrease the score by 10 when the user clicks the right arrow key on the object, you would simply
need to create a Right Pressed mouse event and set the relative score to -10:
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r 5
Set Score

new score; 10

a’ OF ¢ Cancel

Now when you run the program and press the right mouse button on the object, the score should
decrease by 10.

b

HIGH SCORE TABLE

GameMaker helps you create and maintain high scores for your games by providing a Show Highscore
action. Typically a high score table would be used and outputted at the end of a game so players can see
how their score ranks among the best.

To incorporate a High Score table to our game, we will first need to determine when we want to display
the high score table. In this example, we will output the high score table when the user has 0 points left.
The first thing we will need to do is get the program to check when the user’s score is 0. Obviously the
only time the user’s score will equal 0 (other than when the game starts) is when the user clicks the right
button on the mouse (because this is the only time we are deducting points from the user’s score).

So let’s add the Test Score action to the Actions window for the Right Pressed event that we had
already created:
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@ Object Properties: obj_alien

[E=3 EER ™<=
Mame:  abi_alien Events: Actions;
Sprite '\_j Left Pressed
4 ls;pr_T B B Right Pressed
Wisible [ Sclid
Depth: 0
[T Persistent

Barent: I<no parents E
Maszk: I<Same az zpritex E

[ @) Show Infarmation l

— | AddEvent |

I ME.IDI Eup(al aloos [OUILOD I ZIJ!ELLII LIJ!ELLII A0

| Delete | | Change |

In the Test Score properties window, we can set what value we want to test the score. In this example,

we want to test if the score is less than 0, so we will need to enter 0 in the Value property and Smaller
than in the Operation property:

-

Test Score

valug: [
operation:  equal to F
equal to
I smaller than
| larger than

[INOT
v ox

Next we will want to display the High Score table. Before we can do this, however, we will need add a
Start Block which you can find in the control tab.

How to Use Score, Lives, and Health Page 12 of 25



Once you have added a Start Block, you will need to drag the Show Highscore action to the Actions

window:

P

@| Object Properties: obj_alien

Mame:  ob{_alien

Sprite

&b Ispr_alien E

"izihle [] Salid
Depth: 0
[ Persistent

Parent: |<n|:| parenty El
Mask: l<same as sprite> (5L

[ @) Show |nfarmaticn ]

s 0K

| AddEvent |

| Delete | | Change |

[E= Bl
Events: Actions: - Questions
) Left Pressed Set the score relative to -10 @

Right Pr

If score iz smaller than 0

4—-&

- Other ————

< m
EVENT

-Code ———

Bl E &

- Variables —

I mEupl Eljxa | aJo:Jsl U032 zugeml LIJ!ELLII aaoLWw

F

@ Object Properties: obj_alien

(o]l =)

Mame:  obi_alien

Sprite

&b Ispr_alien Ea
Wizible [ 500
Depth: 0

[7] Persistent

Parent: |<n|:| parent a
Maszk: I<$ame az sprike> a

[ ©) Show Infarmation ]

% 0K

-Score ————

| AddEvent |

| Delete | | Change |

Ewvents: Actiong:

- = . R
) Left Pressed Set the score relative bo <10
8 Right

It gcore iz smaller than 0

- Start of a block

] ]

-Lives ————

- Heatth————

=&

| .ruxsupl EJp(al auoos |oUUOD I ZUIELL | Lugaml anoL

The Show Highscore properties window will appear allowing you to set certain things about the table
(i.e. background, border, colours and fonts.
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Show Highscore

Wk —

backgraund: Mo background
barder  show

rie color:

other colar:

font,  AaBhCeDd

oy oy oy o 0

7o

Let's also restart the game, after the High Score table appears. To do this, you will need to drag the
Restart Game action to the Actions menu:

9l Object Properties: obj_alien E@
A . . Timing
Mame:  abj_alien Events: Actions: :
Sprite r\_\J Left Pressed Set the score relative to -10
& fspr_slien =) $ Fight If score is smaller than 0 IE' @
Start of a block T
& 2 3 =

Visible [ Soiid Shiow the highscore tablfé Info
Depth: 0
[] Persistent
Barent: |<no parent> El ]
Mask:  Jesame a5 sprite> [ [_
ame
[ ) Show |nformation ] E

| AddEvent |

Resources

| Delete | | Change |

I AEID l Blxa l 2U00S l |DJ]JJCICI| ZuEW  LUELW l 0L

& OK

Now that we have included all the actions we want happening if the score is less than 0, we must end the
block by dragging the End Block action to the Actions menu:
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P

-

9| Object Properties: obj_alien EI@

Questions

Parent: |<no parent: E Code
Mask:  l<same as spite> L &

Variables

[ 8 Show |nfarmation ]

AddEvent |

. . Ewvents: Actions: =

Mame:  aobj_alien :Eﬂ& CIIC-'V'IS - = @ :
Sprite \J Left Pressed Set the score relative to -10 = |

i = B Fight = . » | 3

& spi_alien E!a Righ If score iz smaller than 0 g
Start of a block & —

& @0 ®;

7] isible [ Salid éE Show the highscore table) — qper =
Depth: 0 -; Restart the game s g_
& H H 3
DP@[SiStEnl _ﬂ @ H ;

:

8

@
@ |

=

o
o |

]

E

s 0K ’
| Delete | | Change |

Now when you run the game, the High Score table should appear when the user’s score is less than 0. Of
course, users will not be able to enter their name since their score will not be among the top 10 scores.

r—Tuz:upu Ten Players ﬁ1
1. <nobody> 0
2. <nobody> 0
3. <nobody> 0
4. <nobody> 0
i, <nobody> 0
6. <nobody> 0
1. <nobody> 0
8. <nobody> 0
9. <nobody> 0
10. <nobody> 0
presz <Escaper to cloze
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CHANGING THE TEXT COLOUR

The default colour of text is black. However, you can change the colour to any colour you want. To do so
you will need to open up the score object (obj_score), go to the Draw event, click the draw tab and
drag the Set Color action to the list of Actions:

,ﬂ Object Properties: obj_score EI@

Drawing

Mame:  ob{_scaore Ewvents: Actions:
S prite § Game Start Diraw the value of score IE‘
<ho sprites E a Draw
- [m]
[¥] ¥Wisible [] Salid |§|
Depth: 0
[ Persistent

P | EL Setftings
Barent; W = .
| (Tr

Mazk:  lczame as spritex EL Oth
er
’ ©) Show Infarmation ]

| AddEvent |

JEIp  EdpE I au00s l|m1uc|:| I ZLIELL l LB L l anoWw

" 0K

| Delete | | Change |

The Set Color properties window will appear, where you will need to click the properties button:

i '1

Set Calar

colar: | é!a

7o
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This will bring up the Color palette where you can select any colour you want for your text:

SETTING THE FONT

-

2]

Color

Basic colors:

S EE |
Hf T EMHEN
HEC N EENN
HEEEER
EEEEEEN
NN
Custom colors:
EEEEEEEN
EEEEEEER
[ Define Custom Colors =2 ]
[ OK ][ Cancel ]

Just like you can change the colour of the text, you can also change the font that is used to output the
score. The first thing you will need to do is create a font by right-clicking on the Fonts folder and

selecting Create Font:
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{& AlienGame.gmk® - Game Maker 8.0 Lite

File

Edit Resources Scripts Run W

DaH Zel>r €ee

This will bring up the Font properties window, where you need to name your font object (e.g.

=i Sprites

{7 Sounds
{7y Backgrounds

{7y Paths
|7y Scripts

=45 0 ﬁ Duplicate

BELTE Crterot

il G
""" E mf Rename

Properties...
Hr] . ropertie

Alt+Ins
¥ Create Group  Shift+Ins

EI‘E' R Sort by Name
' X Delete Shift+ Del
Ctrl+R
Alt+Enter

font_score) and set the font type, font size, etc.
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,ﬂ Font Prop..| = | = ||i'.3-|

Mame:  font_score

Fant: IElritannin:: Bold ""I
Sizer 1R
] Bald ] Italic

Character Range

32 il 127

[ Normal | A ]
[ Dits | [ Letters |

AaBbCcDd

Once you have create your font, you will need to set the font by re-opening the score object
(obj_score), go to the Draw event, click the draw tab, and drag the Set Font action into the Actions
menu:
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@ Object Properties: obj_score EI

Mame:  abj_score Ewvents: Actions: ~ Drawing

Sprite @ Game Start Draw the value of score |§|
f Diraw = 1

Mew

Yisible 7] 5ald
Depth: 0

[ Persistent
Parent: W a
b azk: m a

’ € Show |nfarmation ]

| melp  EIpE | U00S | ] I ZUIELL I LUIELL | 0L

= | AddEvent |

| Delete | | Change |

This will bring up the Set Font properties window where you will need to select the font you created:

-

Set Font

IT

Fort: Mo font = |

Mo font

g left

o

You also have the option to have the font left, centre or right aligned:

L
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F

Set Font

T

Font: | font_score Ea

aligr:  |eft =
left
center
right

75

That's all you need to do to set your font.

WORKING WITH LIVES

Working with lives is very similar to working with scores. When you drag the Set Lives action to the

Actions window, you will have the option to set an initial number of lives instead of an initial

[¥] wisible [ Solid E
Depth: 0 IE'

[] Persistent - Health

Parent: |<n|:| parent> =
Mask: I<same as spiite> Bl

[ € Show |nfarmation ]

e | AddEvent |

| Delete | | Change |

score.
@ Object Properties: obj_score E’
: - Score
Mame:  obj_score Events: Aichions: —
; : =
I<n0 sprites E
MHew .

I ME.IDI Eup(al cunos [0UILOD I augeml Lugaml aA0LW
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-

Set Lives

»

new lives: 3

[] Relative

& OK

You can also draw images of lives instead of simply outputting a number by using the Draw Life

Images action:

F

ﬂ Object Properties: obj_sc

Mame:  obi_scare

Sprite
<no zprite> é_la

Mew

Yizible [ Solid
Depth: 0
7] Persistent

Parent: |<no parent El

Mazk:  losame as sprites EJE

[ @) Show Information ]

& OK

ore

Events:

Actions:

-

(o] O )

Score

@ Game Start

| Dra

| AddEvent |

7 (2] B (22
H = =) =

| Delete | | Change |

¥ ® @

™

Health

=@ =

I .I'LI'\EJDI EJpca| aunos  [OUILIOD l zugeml Lugeml ano

If you choose to draw life images, you will need to have created a sprite and then select the sprite you
want to use. You will also need to indicate where in the room you want to draw the life images (x- and y-

values).
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-
Draw Life Images

w ([
w0

image: Mo sprite &l

[] Relative

7o

WORKING WITH HEALTH BARS

Health bars is another way of tracking a player’s progress. Using the Set Health action, you can set the
player’s health by entering a value between 0 and 100:

o

ol Object Properties: obj_score

[F=8(E=R
2 - Score
Hame:  obi_scare Actions: : :
Sprite
I<n0 sprites El
New -Lives ———
Yizible [ Solid Iil @
Depth: 0
7] Persistent

\- Health
Parent: |<r'u:| parent: El @ IE'
Mask: l<same az sprites Ela

[ @) Show Information

| MEJpl Eupcal aunos [OUILIOD | zu!gml LU!EUJ| a0

— | AddEvent |

| Delete | | Change |
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-
Set Health

=]

value [0-100): 100

[] Relative

7o

Although you cannot use your own sprite to represent a player’s health, you can set the position and size
of the health bar (x1, y1, x2, y2), the colour of the bar and the colour of the background.

o

ol Object Properties: obj_score

=N R ==

Actiohg: ~SETE

e 2 S

Sprite < lame Start . !

l<n0 sprites El " Draw
Mew

Yisible [] Sclid

Hame:  obj_score Ewents:

Depth: 0
[ Persistent

Parent: |<r'u:| parerts El
Mask: I<$ame as zprites Ea

[ € Shaow Infarmation ]

— | AddEvent |

| MEJpI Eup(al ajoos [OUILOD I au!ELul Lu!gml a0

| Delete | | Change |

How to Use Score, Lives, and Health

Page 24 of 25



-

Draw Health

=]

w1
vl:
K2
Y
back colar:

bar color:

= o2 o =

ylulyl=

green to red

[] Relative
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