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Name: _____________________

SPACE INVADERS FEATURES / MARKING SCHEME

VERSION 1 (ONE MARK EACH) 

Shooter

Enemy

Keyboard control, left and right arrows for movement

Spacebar for shooting

Bullets

Enemy destroyed when bullet hits

Bullets destroyed too

Sounds – fire, hit, explosion

Scoring

Background image

Background music

Pop up message

Captions in rooms

Display own image as the game loads

High score table

Sprites improved, better than teddy bears

Enemies can kill you (shooter) if they reach the bottom

Game information provided

VERSION 2 (TWO MARKS EACH)

Explosion when bullet hits enemies

Shooter cannot leave room

Paths enemies can zig zag

Hot keys, allow for rapid movement across room

Pause the game

Game information: update

Add your voice, or the voice of a friend

Enemies look more menacing as they advance

Enemies keep coming at you, unlimited number

Conclusion room, with transition code




VERSION 3

MORE ADVANCED FEATURES

Creates a controlled relentless advance of enemies (serried ranks or phalanx)

Use a variable to control the speed of the enemies so that the enemy can increase speed progressively as the game progresses

Lives for the character (shooter), which are displayed on screen

Power up object provides increased powers, destroy more enemies with one shot

Enemies can shoot back

Protective shield, for limited time, on the shooter

SPACE INVADERS SHOOTER WITH GAME MAKER

This will get you started building Space Invaders with Game Maker

Where to find sprites, sounds, background images, background music:

They are all in the Local Disk:C

SPRITES

Add > Add Sprite

Add these sprites from the Various folder: bear, dot, clown

Name them sprBear, sprDot and sprClown

OBJECTS

Add > Add Object

Add and name these objects: ObjShooter, ObjBullet, ObjClown

Give ObjShooter the Bear sprite, tick the solid checkbox

Give ObjBullet the dot sprite, tick the solid checkbox

Give ObjClown the clown sprite, tick the solid checkbox

ObjShooter

Event: Keyboard > Left

Action: move tab > Jump to a given position  x = -4 means left; y = 0 means can’t move up or down. Tick the relative box, which means move from where you are.

Event: Keyboard > Right

Action: move tab > Jump to a given position  x = 4 means right; y = 0 means can’t move up or down. Tick the relative box, which means move from where you are.

Event: Key Press > Space

Action: main1 tab > Create an instance of an object > objBullet, x=0, y = 0. Tick the relative box which means the bullet will be created where ObjShooter is.

ObjBullet

Event: Create

Action: move tab > Set the vertical speed, vert speed = -2 which means up. Do NOT tick the relative box, which keeps the speed constant.

ObjClown

Event: Create

Action: move tab > Set the vertical speed, vert speed = 0.1 which means down

Event: Collision Event, with Bullet

Action: main1 tab > Destroy the instance (self)

ROOM

Add > Add Room

Set both Snap X and Snap Y to 32, since that is the size of the bear and clown sprites

Add one objShooter bear at the bottom

Add lots of ObjClowns (enemy) at the top

Run the game, move the bear left and right and press space bar to shoot the clowns!

Add a caption to the room

open room > settings tab

I used the caption “space invaders”

Display your own image as the game loads

Global Game Settings > Loading > Show your own image while loading

Add Sounds

A folder of sounds (wav format) has been provided for use in this game. Pick and choose the ones you like

Add > Add Sound (eg. Find a shooting sound, a hit sound and an explosion sound)

Event: You decide

Eg. ObjShooter, Keypress Event > find a shooting sound

Eg. objClown, Collision Event with bullet >> Hit sound and Explosion sound

Action: main1 > Play a sound 

Background music:

Add > Add sound, find a nice midi (Petars Music folder)

Add a new object, call it controller (no sprite required)

Event: Create

Action: main1 > Play a sound > choose your music

Pop-up message

Object: Controller

Event: You decide, eg. Room Start

Action: main2 > Display a message

Destroy the bullet when it hits a clown

Bullet object: When bullet hits clown destroy the bullet

Score: You want to score a point when the bullet hits the clown 

Object: Either bullet or clown

Event: Collision between bullet and clown

Action: Score tab > Set the score
new score: 10, tick the relative box

Make the bullet go faster

I made my bullet speed = 20

Background image:

Add > Add Background, find a nice background

Open your Room > backgrounds tab and add the background
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You want the clowns to be able to kill you

Object: Clown

Event: Step (checks 30 times per second)

Actions: 

control tab 

    > If an expression is true: y > 448

( y value when clowns get near the bottom of the room)

main2 tab > Display a message

score tab > Show the highscore table

main2 tab > End the game
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SAVE AS VERSION 1, eg. Invadersv1.gm6

VERSION 2

Start with version 1 and resave it as version 2. You will need to do some editing.

Enemies explode when bullets hit them (rather than being immediately destroyed)

Add an explosion sprite from the Various folder

Make an explosion object, objExplode

ObjExplode

Event: Other > Animation end

Action: main1 > Destroy the instance

Now go back and edit the Collison Event between the clown and the bullet:

objClown

Collision Event with objBullet

Delete Destroy the instance (we want to change it now into the explosion object)

Add main1 > Change the instance into objExplode

Stop the character leaving the room:
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ObjShooter

To stop it leaving the room on the left hand side

Event: Left key

Action: control tab > If an expression is true

expression: x > 0

This means only move left if x is greater than zero

Place this above ‘Jump to a given position’ (which was programmed previously) - See the screen shot

To stop it leaving the room on the right hand side:

Do something similar for the Right key. The room is 640 wide so use an expression value: x < 608 for the Right key

(Why 608? Snap to Grid is set to 32, so co-ordinates are measured in jumps of 32; 640-32=608)

You want the clowns to become ugly and threatening as they advance:

Add the sprites clownbad.gif and death.gif from the Various folder

Object: Clown
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Event: Step 

Actions: 

control tab 

    > If an expression is true: y > 240

( y value when clowns get half way down the room)

main1 tab> Change the sprite into badClown

control tab 

    > If an expression is true: y > 360

( y value when clowns get three quarters down the room)

main1 tab> Change the sprite into sprDeath

Object: objBullet

Event: Collision, bullet hits ghost

Actions: destroy the bullet, subtract ten from the score

You want to pause the game

Object: controller

Event: Keyboard > P key

Action: control > Execute a piece of code

keyboard_wait(); // waits until user presses a key

io_clear(); 

// clears all keyboard and mouse states

// allows p key to toggle pause

Add your voice or the voice of a friend

Record your voice. Edit in Audacity, if necessary. Add it to your game as a *.wav or *.mp3 sound.

Hot keys allow for rapid movement across the room

The screenshot shows how to program the D key for a sudden jump to the right (and the A key for a big jump to the left)
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Game information

Update Game information to include hot keys and pause information

Path of enemies can zig zag

1) Create a path using the Path Properties Editor. See screenshot. 
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Add the path to the movement of the enemy

3) When the bullet hits the clown you need to end the path, otherwise the explosion shows up in the wrong place
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Conclusion room, with transition

Make a new room, with background picture, a drawn message, some different background music and some messages to either quit the game or replay the game

objClown

Step Event:

Add the transition code, Go to Next Room, where shown in the screenshot

main1 > Go to next room

You will need to take out what was there in your Version 1 (End the Game)

Enemies keep coming at you, unlimited numbers

When the bullet hits the clown make a new clown object. See screenshot.

Make the position of the new clown something like:

x: x

y: -20
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SAVE AS VERSION 2

VERSION 3 (ADVANCED)

Start with version 2 and resave it as version 3. Some of the differences between version 2 and version 3 required substantial editing

You want your enemies to keep coming down relentlessly, in serried ranks
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Use a variable to control the speed of the enemies so that the enemy can increase speed progressively as the game progresses

Make a new controller object

objEnemyControl

Create Event: 

Action: control tab > Set the value of a variable 



variable: speed
value: 0.001

The speed starts off very small but for each cycle it increases steadily

[image: image6.jpg]D Object Properties.

Mame: |obiEnemyContiol

Spite

e
[ New |

Set the value of a variable

Actins:

Events:
[@)] Prey sound prepareToDie

Display a message

SetblamDta 1

Sethlam 11030

NS HE

bapiesta
5% @ser

O Other
O Obect





Every few seconds make a new row of enemies

object: objEnemyControl

Set an Alarm initially on the Create Event. I set mine to 1 step = 1/32 of a second

Alarm Event

Control tab > Execute a piece of code

speed*=1.5; // one and a half times speed increase each cycle

 xpos=0; // initial xpos

 // create a row of enemies

 repeat(20)
  {
  instance_create(xpos, -32, objEnemy); 
  xpos+=32;                             
  }
xpos=0; // return xpos to zero for next cycle

On the Alarm Event after the above code set the Alarm to go off again so that the speeding up and new row of enemies code is repeated over and over. I set mine to 240 steps = 8 seconds
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Lives for the character (shooter) which are displayed on the screen

The character loses a life when the clowns reach the bottom of the screen. The complication here are:

1) We want to lose only one life, not many, if more than one enemy survivors reaching the bottom of the screen

2) We need to reset the enemies back to start so the character has a chance to destroy them after losing their life. Otherwise they will resume motion in the same spot where you have already died, for the next character life.

object: objShooter

Create Event:

Score tab > Set the number of lives to 3

Control tab > Set variable loseLife to 0

The following Alarm is set from objEnemy

Alarm Event:

if expression loseLife=1 is true

      set the number of lives relative to -1

      set variable loseLife to 0

Draw Event:

Draw tab > Draw a sprite image

draw the lives at (0, 448) with your shooter sprite, where (0, 448) is bottom left hand corner of your game window

object: objEnemy

Control tab > Execute a piece of code

// enemy looks meaner as it advances down the screen

if (y>200)

    {sprite_index=sprBadClown}
if (y>300)

    {sprite_index=sprDeath}
if (y>448)

    {
    y=0 // jump to top to avoid all lives being lost
    objShooter.alarm[0]=1   // this alarm controls lives lost
    objShooter.loseLife=1   // avoid quick lose of multiple lives
    sound_stop(terminator)

    }
Power up object provides increased powers, it destroys more enemies with one shot, this increases as you obtain more powerup

Create a powerup object, I used the diamond sprite to represent this object.

Also create a new object, objPowerUpControl, which controls the creation of the powerup objects

You will also need to add some code to the collision between the objEnemy and the bullet to ensure that more power destroys more enemies.

objPowerUp

Create Event:

set speed to 2 and direction to 225+random(90)

Collision Event with object objShooter:

destroy the instance

objPowerUpControl

Create Event:

set Alarm 0 to 150

Alarm Event for alarm 0:

create instance of object objPowerUp at position (random(room_width),random(room_height))

set Alarm 0 to 60+random(90)

objEnemy

Collision Event with bullet

control tab > Execute a piece of code

// destroy all instances of enemy close to collision
// this destruction increases as global.power increases
with (objEnemy)

{
  if (distance_to_object(other) < 16*objShooter.power) 

    {
    instance_change(objExplode,false);

    }
}
Collison with Bullet Event:

Execute a piece of code:

// destroy all instances of enemy close to collision

// this destruction increases as global.power increases

with (objMoveDown)

{

  if (distance_to_object(other) < 10*objShooter.power) 

    {

    instance_change(objExplode,false);

    }

}

STILL TO DO

Enemies can shoot back

Protective shields on character, for limited time

OTHER

You want to go to the next level if all the clowns are shot

Object: Controller

Event: Step 

Actions: control tab > If the number of instances is a value


object: objClown


number: 1


operation: smaller than


main1 tab > Go to next room, choose your own transition







Bill Kerr, August 2006


