                                


                              True Predator's


                           "Code Book" v 1.0               








                                         Hay all, I'm True Predator, a daily user of Game_Maker 4. Here is an archieve of codes for varies uses, I understand how frustrating it is to find the right codes and then to see if they work!  Well all codes listed here work.  Each code I'll describe and tell you how to use it.  Ok your all woundering why I did this well the people at the forum would rather anwser new questions then one's that have been asked thousands of times, so I wrote this so Game makers have a basic reference instead of alway's asking the same questions.  Now,    The forum doesn't mind answering questions but they would rather have different questions asked instead of the same one over and over again. I hope these codes help all who reads them!  ENJOY!!!!!





created by:


(me) True Predator----writer


Mark (of course, provided many codes and the game maker)----The man!!!


Rufus2 (first to help  Thanx!!)----code supplier


rpgdude666-----code supplier


gargola---code supplier








Speacial thanx's to the following gamers:(everyone helped)


----------------------------------------------------------------------------------------------------------------------------------------------------------------


Mark Overmars--The creater of Game Maker(Thank you!!!!)


joergensh


Martian_General


moog


gargola


ts the wall


skymen welks                                                                                            


johnbobhoffnee


rufus2


dragon0001--(part of the group =^)


semd7474


olitilley


numc17


JaPe


Trenster 


Skyman Welks


jcubz


Red Glyph


Tomate


rpgdude666


ostov										


teenman2gamer


squishee lemon


mself66


Mr Diamond Dust


mtmagic


gwRedwall


Tammo


I'd keep listing but I don't want space eatin up with names so everyone on the forum gets a speacil THANX!!!!!(if you want your name in it just add it but please don't take credit for MY work!!!)





                              										True Predator


>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>


Legend: (To help with where the varieus codes and scripts go)


. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . . . . . . . . . . . . . . . . . 


Scripts = all scripts will appear in read


Code = all codes will appear in green


Doc. = descriptions and such will stay black and appears next to the script or code


edit = where you edit or replace with your  own object or text


Event =In game events(Creation ,Step, Drawing, etc..)


>>>>> = this is a separator between codes and scripts





Just copy and paste the codes and scripts in there deticated places!








>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>


 


                                                                                          "Game Pause Code"





 This script makes a pause menu, just copy, open a new script and paste!





////////////////////////////////////////////////////////////////


// script name: game_pause


// creator: Mark Overmars


// date: May 28, 2001


//


// description: Displays a message on the screen and waits till the


// player presses a key.


//


// arguments: argument0 = message color


//


// remarks: 


////////////////////////////////////////////////////////////////


{


// remember current values


__font_color = font_color;


__font_size = font_size;


__font_style = font_style;


__font_name = font_name;


__font_align = font_align;


// draw the text, refresh the screen and wait


font_color = argument0;


font_size = 16;


font_style = fs_bold;


font_name = 'Arial';


font_align = fa_center;


draw_text(screen_width/2,100,'Game Paused. Press any key to continue.');


screen_refresh();


keyboard_wait();


io_clear();


// restore the settings


font_color = __font_color;


font_size = __font_size;


font_style = __font_style;


font_name = __font_name;


font_align = __font_align; 


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                                                 "Character Select Code"


   





 Many people come across this problem of character select screens. It takes a small peice of code in a controller. 





In the menu where you select a character, place this in the creation of a controller, which will not appear in any other room:





{


global.character = 0;


}





Now, when you click the characters ... use a different number for each. For example, when you click 'object0' then in the left click event ... use:





{


global.character = 0;


room += 1;


}





Then, in the next room, use the following code in a controller put in the STEP EVENT:





{


if (global.character == 0) instance_create(x,y,obj0);


if (global.character == 1) instance_create(x,y,obj1);


}





and etc. for all the other characters... 





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>


                                                               "Collision Text Event(rpg)"





Making a RPG? Want a character to interact with other people? This code tells the game that for example   If Character comes into contact with say a Old Wize man, it will show whatever text you typed. Put this in the Create Event. (where THING is the object you collid with.   ex:Old wize man)





if (place_meeting(x,y,THING))


{


speed = 0; 


draw_text(screen_width/2,100,'hello everybody!');


screen_refresh();


keyboard_wait();


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                                                           "Make Cursor Disappear"


 Don't want the cursor to appear in your game?  Create an object say mouse and put this in it's Step Event.





{


show_cursor = 0;  change cursor


x = mouse_x


y = mouse_y


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                                                      "Object Follows the Mouse Code"





  Wanted another object to follow you like in Counter Strike? Put this code in the ball or what ever you called itin the Step Event. (BALL can be your object)





{


ball.x=mouse_x                                  


ball.y=mouse_y


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>








                             "TUTORIAL TO THE RED ALERT MOVEMENT"





Very good Tut. on movement. The creater 'joergensh' is the code master. He has come up with the best scripts and codes. This creates movement like Red Alert.











--------------------------------------------------------------------------------


 STEP 1)


Make three sprites:


1 - Maze\rock.gif


2 - Maze\wall.gif


3 - Maze\dot.gif





STEP 2)


Make 3 objects of the sprites


(the wall shall be SOLID! and the STOPPER SHALL be invisible)


Call the three objects:


1 - object0 (wall sprite)


2 - object1 (rock sprite)


3 - stopper (dot sprite)








STEP 3)


Go into the object1 creation event:


Set value of a variable - VARIABLE click NEW VALUE 0


Set value of a variable - VARIABLE dir NEW VALUE -2


Set value of a variable - VARIABLE new_x NEW VALUE 0


Set value of a variable - VARIABLE new_y NEW VALUE 0


Set value of a variable - VARIABLE going NEW VALUE 0





STEP 4)


Now you make a script0 and paste following:











{


if ( mouse_button){


click=1;


new_y=mouse_y;


new_x=mouse_x;


with (stopper) { instance_destroy();}


instance_create(new_x,new_y,stopper)


if ( new_x < x ){dir=-1;} else


if ( new_x > x ){dir=1;} else


if ( new_y < y ){dir=-2;} else


if ( new_y > y ){dir=2;} }


// -2 = up


// 2 = down


// -1 = left


// 1 = right


if ( click==1){


if ( dir==-2 ){


if ( new_y < y and place_free(x,y-4) && !place_meeting(x,y,stopper)){ dir=-2}else


if ( new_x < x and place_free(x-4,y) && !place_meeting(x,y,stopper)){ dir=-1}else


if ( new_x > x and place_free(x+4,y) && !place_meeting(x,y,stopper)){ dir=1}else


if ( place_free ( x-4,y ) && going == 0 && !place_meeting(x,y,stopper) && random(2) < 1){ dir=-1; going = 1;}else


if ( place_free ( x+4,y ) && going == 0 && !place_meeting(x,y,stopper)){ dir=1; going = 1;}}else


if ( dir==2 ){


if ( new_y > y and place_free(x,y+4) && !place_meeting(x,y,stopper)){ dir=2}else


if ( new_x < x and place_free(x-4,y) && !place_meeting(x,y,stopper)){ dir=-1}else


if ( new_x > x and place_free(x+4,y) && !place_meeting(x,y,stopper)){ dir=1}else


if ( place_free ( x-4,y ) && going == 0 && !place_meeting(x,y,stopper) && random(2) < 1){ dir=-1; going = 1;}else


if ( place_free ( x+4,y ) && going == 0 && !place_meeting(x,y,stopper)){ dir=1; going = 1;}}else


if ( dir==-1 ){


if ( new_x < x and place_free(x-4,y) && !place_meeting(x,y,stopper)){ dir=-1}else


if ( new_y < y and place_free(x,y-4) && !place_meeting(x,y,stopper)){ dir=-2}else


if ( new_y > y and place_free(x,y+4) && !place_meeting(x,y,stopper)){ dir=2}else


if ( place_free ( x,y-4 ) && going == 0 && !place_meeting(x,y,stopper) && random(2) < 1){ dir=-2; going = 1;}else


if ( place_free ( x,y+4 ) && going == 0 && !place_meeting(x,y,stopper)){ dir=2; going = 1;}}else


if ( dir==1 ){


if ( new_x > x and place_free(x+4,y) && !place_meeting(x,y,stopper)){ dir=1}else


if ( new_y < y and place_free(x,y-4) && !place_meeting(x,y,stopper)){ dir=-2}else


if ( new_y > y and place_free(x,y+4) && !place_meeting(x,y,stopper)){ dir=2}else


if ( place_free ( x,y-4 ) && going == 0 && !place_meeting(x,y,stopper) && random(2) < 1){ dir=-2; going = 1;}else


if ( place_free ( x,y+4 ) && going == 0 && !place_meeting(x,y,stopper)){ dir=2; going = 1;}} 


if ( x==new_x and y==new_y){ click=0;dir=0;} 


if ( dir == -2)y-=4; 


if ( dir == 2)y+=4; 


if ( dir == -1)x-=4; 


if ( dir == 1)x+=4;} 


}








STEP 5)


In the collision event for object1 with object0 you type:





START MOVING IN DIRECTIONS 000010000 WITH SPEED 8


Set value of a variable - VARIABLE going NEW VALUE 0














STEP 6)


In the collision event for object1 with stopper:








START MOVING IN DIRECTIONS 000010000 WITH SPEED 8











STEP 7)


In the step event for object1 you type:





EXECUTE A SCRIPT script0 with arguments (0,0,0)





IF AN EXEPRESSION IS TRUE- dir == 0


START MOVING IN DIRECTIONS 000010000 WITH SPEED 8





STEP  


Make a room and make one rock and make some object0.


Make only one stopper





STEP 9)


FINISHED!





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





				     "Jump Code"


Mess around with it to get it the way you like it!  Put this  in the Step or Creation Event .





{


gravity_direction = 270;


if place_free(x,y+1)


gravity = 0.5


else


gravity = 0;


if (vspeed >12) vspeed = 12;


}





in the up key event put this:





{


if (not place_free(x,y+1)) vspeed = -10


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                                          "Random Appearing Objects"


Randomly places an object on the game. Create an object and put this in the Creation Event.





{





  repeat (5) instance_create(random(400),random(400),ball); 





} 





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>


             					 "Timer"


 Here's the way to make a timer for ex: Grenades or bombs.Ok I'm using a grenade for example so just mess with it to get it the way you want it.





In The Creation Event of object grenade put this:


'Set alarm0 to 100'





Now  put this  in the alarm0 event:


'Destroy yourself '


Creat Object explode at relative position (0,0)





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                         "Set life to %" 


Change lives or whatever else to %. 





Put this in the Creation event of an object


string(global.lives) + '%'





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>


                                               "Moving background"


Here is how to have the background move.








                                                                    					          		�	


Look here at the lower right hand corner! See the horizantal and vertical  SPEED!


 just set them to the speed you want.


 Now to have a sky move but ground stay still 


 First make a sky background,  then a ground background the same size but make where the


sky is going to be on the ground background transparent. 


So when you layer them you'll see both ground and sky.


 To layer you put the ground background as Background0


and the sky Background -background1


>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                              "Screen Shots"


Always wanted to make screen shots, and now I know. Put this in the key of your choice!





{


  screen_save('screenshot.bmp');


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                 "Highscore fill"





////////////////////////////////////////////////////////////////


// script name: highscore_fill


//     creator: Mark Overmars


//        date: May 26, 2001


//


// description: This functions tries to fill the highscore list


//              with 10 starting values. (but only if it is empty)


//


//   arguments: argument 0: top score to use


//


//     remarks: Place in the Game Start event of some object.


////////////////////////////////////////////////////////////////


{


  // check whether highscore contains values


  if (highscore_value(1) > 0) exit;


  // fill in some nice names


  nnn = argument0/10;


  highscore_add('top shot'      ,10*nnn);


  highscore_add('excellent'     , 9*nnn);


  highscore_add('very good'     , 8*nnn);


  highscore_add('good'          , 7*nnn);


  highscore_add('reasonable'    , 6*nnn);


  highscore_add('average'       , 5*nnn);


  highscore_add('getting better', 4*nnn);


  highscore_add('poor'          , 3*nnn);


  highscore_add('very poor'     , 2*nnn);


  highscore_add('nothing'       , 1*nnn);


}








>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>


                                                "Pacman A.I."


From the pacman example. For anyone making a pacman game!!








// This script adapts the direction of the monster


// when it comes at a possible crossing


{


  if (hspeed == 0)


  {


    if (random(3)<1 && place_free(x-4,y))


      { hspeed = -4; vspeed = 0;}


    if (random(3)<1 && place_free(x+4,y))


      { hspeed =  4; vspeed = 0;}


  }


  else


  {


    if (random(3)<1 && place_free(x,y-4))


      { hspeed = 0; vspeed = -4;}


    if (random(3)<1 && place_free(x,y+4))


      { hspeed = 0; vspeed =  4;}


  }


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                      "A Counter"


Want a counter? here you go, follow the instructions!





create an object: COUNTER





In its create event:





SET VARIABLE: global.first = 0


SET VARIABLE: global.sec = 0


SET VARIABLE: global.third = 0


SET VARIABLE: global.forth = 0











IN THE STEP EVENT





EXPRESSION: global.first == 9


START A BLOCK


SET VARIABLE: global.sec = 1 - relative


SET VARIABLE: global.first = 0


END BLOCK





EXPRESSION: global.sec == 10


START BLOCK


SET VARIABLE: global.third = 1 - relative


SET VARIABLE: global.sec = 0


END BLOCK





EXPRESSION: global.third == 10


START BLOCK


SET VARIABLE: global.forth = 1 - relative


SET VARIABLE: global.third = 0


END BLOCK











IN THE DRAWING EVENT


TEXT: 'Counter: '+string(global.forth)+'-'+string(global.third)+'-'+string(global.sec)+'-'+string(global.first)





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                                "Outside Wrap"











////////////////////////////////////////////////////////////////


// script name: outside_wrap


//     creator: Mark Overmars


//        date: May 26, 2001


//


// description: When an instance moves outside the room, this script


//              wraps it to the other side of the room.


//


//   arguments: None


//


//     remarks: Place in the Outside event of the object.


////////////////////////////////////////////////////////////////


{


  if (x < 0 && hspeed < 0) x = room_width + sprite_xoffset;


  if (x > room_width && hspeed > 0) x = -sprite_width + sprite_xoffset;


  if (y < 0 && vspeed < 0) y = room_height + sprite_yoffset;


  if (y > room_height && vspeed > 0) y = -sprite_height + sprite_yoffset;


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                    "Outside Destroy"








////////////////////////////////////////////////////////////////


// script name: outside_destroy


//     creator: Mark Overmars


//        date: May 26, 2001


//


// description: When an instance moves outside the room and it


//              won't move back in, this script destroys it. 


//


//   arguments: None


//


//     remarks: Place in the Outside event of the object.


////////////////////////////////////////////////////////////////


{


  if (x < 0 && hspeed < 0) instance_destroy();


  if (x > room_width && hspeed > 0) instance_destroy();


  if (y < 0 && vspeed < 0) instance_destroy();


  if (y > room_height && vspeed > 0) instance_destroy();


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                      "Outside Bounce"





////////////////////////////////////////////////////////////////


// script name: outside_bounce


//     creator: Mark Overmars


//        date: May 26, 2001


//


// description: When an instance moves outside the room, this script


//              bounces it back into the room.


//


//   arguments: None


//


//     remarks: Place in the Outside or Boundary event of the object.


////////////////////////////////////////////////////////////////


{


  if (bbox_left < 0 && hspeed < 0) hspeed = -hspeed;


  if (bbox_right > room_width && hspeed > 0) hspeed = -hspeed;


  if (bbox_top < 0 && vspeed < 0) vspeed = -vspeed;


  if (bbox_bottom > room_height && vspeed > 0) vspeed = -vspeed;


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>


                          


                                 "Highscore Draw"








////////////////////////////////////////////////////////////////


// script name: highscore_draw


//     creator: Mark Overmars


//        date: July 14, 2001


//


// description: This functions draws the highscore list on the screen.


//


//   arguments: argument0: x-position


//              argument1: y-position


//              argument2: width


//              argument3: height (if provided)


//


//     remarks: Place in the drawing event of some object.


////////////////////////////////////////////////////////////////


{


  _oldalign = font_align;


  _hhh = 10*string_height('AAA');


  if argument3 > 0 _hhh = argument3;


  for (_i=0; _i < 10; _i += 1)


  {


    font_align = fa_left;


    draw_text(argument0,argument1+_i*_hhh/10,highscore_name(_i+1));


    font_align = fa_right;


    draw_text(argument0+argument2,argument1+_i*_hhh/10,string(highscore_value(_i+1)));


  }


  font_align = _oldalign;


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>








      "Makes something happen when two keys are pressed"





put this in the objects Step Event:





if keyboard_check(vk_control)&&keyboard_check(vk_alt)


{instance_create(x,y,bullet);} 





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                  "Coded dice tool"


Put the dice into code. Very Handy





num = round(random(5))


if (num = 0)


{


<do whatever>


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                 "Creat instance on certain frame of animation"


This code is a great A.I. code if you want an enemy to shot a bullet or something every other time!





{


if (image_index == 5)


{ instance_create(x,y,bullet);}


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>








                                   "Use same key to do two different things"


In this example it starts the game and menu, Change it around to your needs





In the creation event of a controller, set a variable global.in_menu = 


false.





For the ALT button:





{


if global.in_menu = false


{


goto_room(menu_room)


global.in_menu = true


}


else


{


goto_room(game)


global.in_menu = false


}


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                                        "Clear Highscore"


Put this in any key to clear highscore





{


clear_hiscore


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                                    "Changes animation speed"


Does what it say's changes animation speed. (I don't have an example, but like, car wheels, mabe the faster you go the faster the animation?) Put in the Step Event





{


image_speed = 0.5


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                                         "Room Score"


Goes to next room when points/score equals 2000. Very usefull code for  scoring!! Put this in the step event





if (score == 2000)


{


room_goto_next();


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>


 


 				"Gravity Direction for each object"





You can change the direction of the gravity for each instance in every step.





point_direction(x,y,planet.x,planet.y)





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>








                                             "Random Fire A.I."


My first succseful A.I. script, I hope this can help every one





///////////////////////////////////////////////////////////


// script name: enemy A.I. fire


//  date: May 27, 2001     


//       


//


// description: This causes the enemy to randomly fire 2 or more


//              objects.


//


//   arguments: None


//


//     remarks: Place in the Step event of the object//


///////////////////////////////////////////////////////////


num = round(random(15))


if (num = 0)


{


instance_create(x,y,bullet)


}


//this is for the second object


num = round(random(30))


if (num = 0)


{


instance_create(x,y,bullet2)


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





          "Keep score in upper left hand corner"





puts the score in the upper-left hand corner, very handy! 





{draw_text(view_left[0],view_top[0],''+ string(score));}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                                    "Pic's for life"                        					Make your lives show as pictures!! see example..	                                                        �





{


  for (i=0; i<lives;i+=1) 


    draw_sprite_scaled(sprite_person,0,x+64+20*i,y+8,0.5);


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





					"Enemy movment"


Makes an object or enemy move towards the position of the character!!! very handy





///////////////////////////////////////////////////////////


// script name: enemy movement A.I.


//   date: May 31, 2001   


//       


//


// description: This causes the enemy to move to the players current position.


//              


//


//   arguments: None


//


//     remarks: Place in the Step event of an object(combine with the enemy fire A.I. //              and the enemy will chase and shot you at the same time!!!//


///////////////////////////////////////////////////////////


{


move_towards_point(man.x,man.y,2


)


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                           "Bullet fire in direction of character"





put this in the CREATE EVENT of the bullet(or object) that is going to be fired or shot.





{


  direction=guy.direction;


  speed=15;


 }





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                 "Enemy A.I."


As time goes on this script will be edited but for now it's veryusful.(good for smash bro type games)Basicly the two other scripts put into one.








///////////////////////////////////////////////////////////


// script name: enemy A.I.


//     creator: True Predator


//        date: sept. 10, 2001


//


// description: Makes enemy come after you while firing.


//              


//


//   arguments: None


//


//     remarks: Place in the Step event of the object//


///////////////////////////////////////////////////////////


num = round(random(50))


if (num = 0)


{


instance_create(x,y,bullet)


}


//this is for the second object


num = round(random(100))


if (num = 0)


{


instance_create(x,y,bullet2)


}


{


move_towards_point(man.x+70,man.y,2 


)


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                               "Movement coding"





The coding for moving up, down, left, right. Replace 8 with the speed you like.(simple)





UP:


{


 direction=90;


 speed=8;


}





DOWN:


{


 direction=270;


 speed=8;


}





LEFT:


{


 direction=180;


 speed=8;


}





RIGHT:


{


 direction=0;


 speed=8;


}





now in the "NO KEY EVENT" put this in it.(stops the character)





{


 speed=0;


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





                                                  "Jump higher"


Requested by rufus2.  It works but I wouldn't change much besides maybe the jump key but that's it. Very good though!!!





Creation Event:


-Set the gravity to 0 and the gravity direction to 270 (down)


-Set a new variable to false (e.g jumping = false)


-Set a new variable to 0 (e.g counter = 0)





Keyboard Events:


Put it in the key used for jump. In this example is used Up, its keycode is vk_up.


{


if (not place_free(x,y+1)) //when the character stands over a solid object he can jump


{


vspeed = -10;        //the jump begins. Higher values means strongest jumps 


jumping = true; //it means that the key used for jump is working, see below. 


}


}





Step Events:


{


//the players can press the key a lot of time, it can make the jump too high, so in specific


//time you will need to ignore it.


//if the key is released will be ignored until make a new jump


//counter is an auxiliary way to ingnore the key, maybe you need use a lower value


//for gravity so the jump can be too high. When the counter reach these value the key is


//ignored. The value is the amount of elapsed Steps since the jump begins.


if ((not keyboard_check(vk_up) and jumping) or counter == 99) //try with lower values


jumping = false;                //the key must be ignored





//while the key is pressed the jump makes high, it will stop when jumping is false.


if (keyboard_check(vk_up) and jumping) vspeed -= 1; //increase means higher jump





//check if the character isn't standing on a solid object


if place_free(x,y+1)


{


gravity = 1.5;        //you can modify it 


counter +=1; //don't touch, it counts the steps 


}


//if aren't jumping


else


gravity = 0;        //don't touch


// limit the speed


if (vspeed > 12){ vspeed = 12;} //if you are falling it means the max speed in which


//you will fall. Always set the same value that is compared before.


}





Collision Event:


{


//when the character is to 1 Step to reach the surface it is directly put on it.


if (vspeed > 0 && not place_free(x,y+vspeed)) move_contact(270);


//prepare for the next jump


vspeed = 0;        //standing


counter = 0;        //reset the counter


jumping=false; //it makes the character fall when collides its head


}





>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>





-----As time goes on I'll add more scripts and codes if you have any that ain't on here send them and I'll add them to the next version...........








