		[image: ]			Home | Amazing | Today | Tags | Publishers | Years | Account | Search 	
		[image: ]



	[image: ]

	[image: ]
		



	Advertisement

	[image: ][image: unlimited object storage image]



	Today's Books

		[image: Practical GameMaker Projects: Build Games with GameMaker Studio 2]


[image: Buy]
	[image: ]Practical GameMaker Projects: Build Games with GameMaker Studio 2, 9781484237441 (1484237447), Apress, 2018

	
		Make ten simple, casual games, and learn a ton of GML coding along the way. Each of these games is the kind you can play when you have a minute or two free, and are great for playing on your PC, or exported to HTML5 or Android.
	


	
		Each game in Practical GameMaker Projects has its own chapter that explains the process of making each game, along with sketches, screenshots, coding, explanations, and tips. For each game there is a YYZ project file of the completed game that is ready to load and play. Also, all resources are available so you can make the game as you follow along in the book.

	


	
		To take full advantage of this book and the accompanying resources and project files, a Creator, Developer or Educational version of GameMaker Studio 2 is required. You can still gain a lot from this book if you have the free version of GameMaker Studio 2, but note that the free version doesn't allow the importation of YYZ project files used in the book, and has other limitations such as a limit on how many resources you can create.

	


	
		Each chapter has an introduction that explains what the aim of the game is, followed by a design and coding section which will cover the coding of the game. You’re free to re-use code in your own projects, both free and paid. At the end of each chapter there is a things-to-try page that gives you five things to add to the game to improve its playability or appearance – pushing you a little to improve your planning and GML skills.   
	


	
		What You'll Learn

	
			
				Build ten game applications using GameMaker Studio 2
	
				Use the GameMaker Markup Language along the way
	
				Master the concepts behind each of the ten game apps 
	
				Design and code for each of the ten game examples
	
				Try some add-ons for each of the ten games


	

	
		Who This Book Is For

	


	
		Game developers with at least some prior game development experience. GameMaker Studio experience recommended, but not required.
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Word 2010 All-in-One For DummiesFor Dummies, 2010

	Welcome to Word 2010 All-in-One For Dummies, the book written especially for people who use Word every day and need a handy reference to all the various and sundry things this mighty program can do. This book contains all the basic and not-so-basic information you need to know to get the most from Word, whether you use it to compose simple...
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CryENGINE Game Programming with C++, C#, and LuaPackt Publishing, 2013

	CryENGINE is a complete 3D game development solution that can run on multiple platforms. It is orientated around giving intuitive tools to the developer. A variety of interactive video games can be created using CryENGINE. CryENGINE is one of the most beginner-friendly engines out there to learn. If you are interested in diving into the...
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Technologies and Systems for Access and Transport Networks (Artech House Mobile Communications)Artech House Publishers, 2007
Take command of core technologies at the heart of all telecommunications   systems with the first book expressly designed to help you apply, reuse,   and enhance building-block components from one generation of networks to   the next. This unique problem-solver unravels the complexities behind such  technologies as synchronization, multiple access,...
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Fundamentals of Electrical EngineeringMcGraw-Hill, 2008

	Rizzoni's Fundamentals of Electrical Engineering provides a solid overview of the electrical engineering discipline that is especially geared toward the many non-electrical engineering students who take this course. The book was developed to fit the growing trend of the Intro to EE course morphing into a briefer, less...
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The New York City Subway System (Building America: Then and Now)Chelsea House Publications, 2009
In 1912, workers digging to create the Broadway Subway, north of Murray Street in lower Manhattan, hit a brick wall approximately 21 feet (6.4 meters) below the street surface. Breaking through the wall, the laborers came upon a tunnel 9 feet (2.7 m) in diameter and lined with eight- inch- thick (20.32 centimeters) bricks. Two rails led into a...
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Scotland For Dummies (Dummies Travel)For Dummies, 2007

	Enjoy sightseeing and shopping in bustling Edinburgh and Glasgow or explore unspoiled scenery and welcoming towns in the Hebridean Islands, Southern Scotland, Tayside, and the Northeast. Go from the Highlands to the Lowlands. Hike, canoe, or just relax at Loch Lomand. This friendly guide gives you the scoop on:

	
		Edinburgh...
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