Oby4yeHune co3gaHna nporpamm c
nomMoLLb GameMaker Studio 2 Ha
npumepe urpbl «Mopckon 6om»

CrblraTy NoTu
[pynna 6395
CyxoB AnekcaHgp Brnagnmmposuny



CTpYKTYpbI, Ucnonb3yemble B GameMaker
Studio 2

CTPYKTYpbl ABNATCA «KUPMMYMKaMK», U3 KOTOPbIX hopmMupyeTca byayuias
nporpamma. Heobxoanmble B JaHHOM NpUMepPe CTPYKTYPbI:

S CTPYKTYpa «Sprites»;
**CTPYKTYpa «Object»;
CTPYKTYpa «Roomy;

@ CTPYKTYpPa «Scripts».
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CnpaunTsl

CTpyKTypa Sprites npeActaBnseT cobon Habop rpadundecknx nM3obpaxkeHuin, KoTopble OPMUPYIOT aHUMaLMK U
nmetroT obLLme xapaktepuctuk. CosgaHue 1 pegakTMpoBaHne CnpaiToB NPOMCXOAUT B 2X OKHaX:
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Cnpantbl. OKHO NapamMeTpoB

OKHO NapaMeTpoB NPeaoCcTaBMNAET HAaCTPOWKN cnpanTa. PaccMoTpum xapakTepucTukmn pasmepa. B nesom yrny okHa
pefakTopa crnipalTa pacronoXeHa KHoMka OkHa U3MeHeHus1 pasmepa. B 3ToM OKHE MOXHO U3MEHUTb pasmep Ha

necdopmupyst n3obpakeHust, n BO3MOXHOCTb PacTAHYTb N300paXkeHue:
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Cnpantbl. OKHO NapamMeTpoB

PaccMoTpUM MHCTPYMEHTbI pefakTMpoBaHUsa aHUMauun. B BepxHeit YacTu okHa nMetoTcs Habop KagpoBs, KOTopble
YyepeayrTca C onpeaeneHHON CKOPOCTbIO, YKasaHHONM B napameTtpe Speed. Tak e MMeeTc BO3MOXHOCTb MEHSATb

nocrniegoBaTtesibHOCTb KagpoB U no6aBnsaTb HOBLIE.

Preview Mask  Origin: 0 x 0 (i1 Top Left




Cnpantbl. OKHO NapamMeTpoB

OTLI,eHTpOBKa cnpal?ﬁa MOXET MnpoBoaAnUTbCA B CepeduHe OKHa cnpaVlTa. OTLI,eHTpOBKa YKa3bIlBa€T MUKCEIb,
KOopaAuMHaTbl KOTOPOIro 6y,El,yT CCblJ1aTb Ha BeCb CﬂpaVIT. Mo YMOJIHaHUIKO TOYKa UEeHTpa pacnofiaraetcd B JieBOM

BEPXHEM YIIy.

Origin: 0 x | (71 [ Top Left




CnpanTbl. [ padonyecknimn pegakTop

padmnyecknin peaakTop MOXHO OTKPbITb ABOVHBLIM LLENYKOM MO Kagpam, NMbo HaxaB Ha KHOMKY «edit image».
padhmnyecknin peaakTop UMEET CTaHAapPTHbIN HAboP NHCTPYMEHTOB A PUCOBAHUS, @ UMEHHO: OTPUCOBKa churyp u
NVHWUIA, KapaHaall, 3anvMBka, TEKCT U pasfnnyHble BblaeneHns obnacTten usobpaxeHus. Tak e MMeeTcsa cuctema

cnoeB 1N nNapamMeTp npo3pavyHoOCTHU.



OO0OBbeKTb

CTpykTypa object uUcnonb3yeTcs AONsl CO3OaHUS MHTEPaKTMBHbIX MPeoMETOB, MEpPCOHa)eW, KHOMOK W ApYrux
3NEMEHTOB MrpoBOro npouecca. Bce, YTo KOHTAKTUPYET C MNofb3oBaTenem B MPUNOXEHUMW, peanu3yeTtcs 3ToWn

CTPYKTYpOn. OOBbEKTbl UMEIOT OKHO NapaMeTPOB N OKHO COBLITHIA.
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4 Object: obj_sea_cell

ObbekThl. [lapameTpsl

obj_sea_cell
Sprite:

[MapameTpbl B 60nbLUER YacTn onNpeaensitoTca xapakTepucTnkamm cnpaura.

«» visible onpegensieT BUAMMOCTb OObEKTA B MPUITOXEHUN; .

spr_sea_cell

% solid onpegensieT CTONKHOBEHUS C APYIMMK OObeKTaMu; 64 x 64

% persistent NO3BOSIAIET BPEMEHHbIM XapaKkTepucTukam Collision Mask:
COXPaHATLCA NPU CMEHEe KOMHaT; Same As Sprite
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O0ObekTbl. CoObITUSA

CoObITns — BrIoKM Koga, KOTopble BLIMOMHAKTCA B onpeaeneHHble MOMEHTbI CyllecTBOBaHMA 06bekToB. CnMCokK
No4O06HbIX COBLITUIN COAEPXUT AeCATKM nNo3numn. CobbITUS, KOTOPLIE UCNOMb3YHTCSA B 06beKTe obj_sea_cell:

% create — KOAl, BbINOMHAKLININCS NpY cO3aaHNN OObEKTa B KOMHATE;

% step — BbINOMHAETCA KaX bl Kaap; 4 Objec o sea el X 4B R 2 | [ oblsea colcEvens
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% left released — neBag KHoOMKa Mbilln OTMNYyLLEH . B .
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KomMHaThl

CprKTypa Rooms — obnacTtb, B KOTOPOM BbIMNMOJTHAKOTCA U pacnoJiaratotcAa Apyrme CTpPpyKTypbl. B MOPCKOM ©oto co3naHbl 4
KOMHaATbl:

% menu — nepBas KOMHaTa, C KOTOPOW 3anycKkaeTcs NporpaMmma;

’:’ roomo — KOMHaTa B KOTOpOl‘/JI rlp Fle  Edit  Buld Windows Tools Marketplace Layouts

1A} D B & S D 0% & 0 Windows | Local | VM | Default | default €}

<+ rooml — KOMHaTa nodeabl; Baaac@be

«» Room2 — KOMHaTa NopaxeHus;
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Room Editor

KomHaThl. [lapameTpsl

@ instances

= Background

[MapameTpbl KOMHaTbLlI HACTpanBalTCs B NeBOWN YacTu paboyen obnactu:
< cucTema crioeB 0ObEKTOB KOMHAaTbl 1 OObEKTbI B 3TUX CIO
«» NOpPsiAOK co30aHNsI OOBLEKTOB; 1l JIE el Tl

Instances Layer Properties - room1

% napameTpbl gucnes.

[+ obj_button_menu inst_4701C727

®

Instance Creation Order - room1
obj_text_win inst_3474AC5B

obj_button_menu inst_4701C727

Properties - room1

4 Room Settings

Persistent

Clear Display Buffer
Width 1344
Height 640

Creation Code

Instance Creation Order
» Viewports and Cameras
» Room Physics




KomHaTtbl. Cuctema cnoes

Bce CTPYKTYPbI B KOMHATE pacChnoJioXeHbl B CJTOAX. Bbligenas cnon BbIBOAATCHA CNUCOK OObEKTOB. |_|pl/l BblOEJNTIEHUN
obbekTa, NoKa3bIBaOTCS Ero KOopAuHaThbl, MacLutab, 1 apyrme fjHaMnU4HbIE XapaKTepUCTUKA.



KomHaThkl. Pasamep nons

Pasmep KOMHaTbl yCTaHaBNMBAETCS B HXKHEM NeBOM yrny. Tak e TaM MOoXXHO A06aBuTb OroK kofa B KHOMKe
«creation code» M HACTPOUTb NapaMETPbl pa3peLLEHNs IKpaHa Npy paboTe NPUNOXKEHUS.



CKpunTbil

CTpykKTypa scripts — 6roku koga, ¢ HabopoM BXOAHbIX U BbIXOAHbIX AaHHbIX. PaccMoTpum ckpunT “scr_new_cell”. OTOT CKpUNT co3gaet
nosie 10*10 n3 o6beKTOB “obj_sea_sell” n 3agaeT M HavyanbHbIE NAapaMeTpbl. KonnyecTBo apryMeHToB, nayLwmx Ha BXoa,

onpeaensaeTcd akTuBHbIMU B KOge nepeMeHHbIMU argument. B naHHOM cny4yae nx Tpu.:

File Edit Build Windows Tools Marketplace ayout:

< Argument0 — x KOOpAMHaTa Havana NorENEEENENCICEROE
« Argumentl —y KOOpaAnHaTa Ha4yana rno

«» Argument2 — NPUHAASIEXXHOCTb MOsid
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