
 

 

  

Tech Ed 4 Kids 
Creating Your Own Game 

BREAKOUT 
https://teched4kids.com 
 



For middle school kids designing their own computer game is a great way to not only have a great 

time but also learn something.  To get started we need to install YoYo GameMaker.  There are 

version for Windows and Mac available for free. 

  

 

 

 

 

 

 

 

 

 

 

Registering YoYo GameMaker will get more features, but the lite version will do everything we need 

for our current project.  The full version is a great investment though and it is also worth it to support 

YoYo Games.  We have two copies of the full version software here.  Tomorrow we will start 

designing our game. – There is a new version available (this is 8.1 which is older). The new version is 

$99 for the full version and also has a trial, you can find the 8.1 version available for download. 

 

 

Using easy to learn drag-and-drop actions, 
you can create professional looking games 
within very little time. You can make games 

with backgrounds, animated graphics, music 
and sound effects, and even 3D games! And 

when you’ve become more experienced, 
there is a built-in programming language, 

which gives you the full flexibility of 
creating games with Game Maker. What is 

best, is the fact that Game Maker can be 
used free of charge. 

You can do anything you want with the 
games you produce, you can even sell 

them! Also, if you register your copy of 
Game Maker, you can unlock extra 

functions, which extend the capabilities of 
the program. Game Maker comes preloaded 

with a collection of freeware images and 
sounds to get you started. 
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Sprite Creation 

 

When you start up Game Maker 8.1 you will see a screen like: 

 
  

We now need to add 4 sprites (graphics) for our game. 

For Breakout we will need: 

1. Bat 

2. Ball 

http://1.bp.blogspot.com/-n6uXltps2lM/Ta4_pmW_5yI/AAAAAAAAAEY/HwzHWiXZnOk/s1600/part1.png
http://1.bp.blogspot.com/-n6uXltps2lM/Ta4_pmW_5yI/AAAAAAAAAEY/HwzHWiXZnOk/s1600/part1.png


3. Barrier 

4. Wall 

  

1. These will be added as objects in the next lesson and then added to the ‘room’ after. There 

are several preloaded graphics included with the lite version of Game Maker that we can use. 

They include some balls, a few bat options, lots of barriers, and a wall graphic. To add a sprite 

the first step is to right click on Sprites on the left and choose Create Sprite. 

  

 

Two things need defined for each sprite. The Name and a graphic. In this case we are going to name 

each item with a name that starts with spr (Following a naming convention) So we will have: 

1. sprBall 

2. sprWall 

3. sprBarrier 

4. sprBat 

Defining the Name: 

http://3.bp.blogspot.com/-6ChW4fWEzsE/Ta4_qLbDWrI/AAAAAAAAAEc/AGUZMNLpMRw/s1600/part2.png


 

Next use the Load Sprite button to add a graphic to the Sprite definition.   – In this case we are going 

to choose a Bat graphic. 

 

While choosing a graphic for the sprite you can use the up folder button to move up a folder and 

double click on the folders to open a folder and move back down. 

 

If you don’t see the graphics (only the names) the icon: 

 

will let you change the settings so that you can see the graphics. 

 

The ball and bat are within the folder ‘Bouncing Balls’, Wall is within the ‘Tutorial1’ folder, and the 

Barriers are within the ‘Bouncing Balls/Stones’ Folders.  Associate a graphic with the sprite and 

choose OK. 

One possible bat: 

 

Go on to create the four sprites needed: 

http://1.bp.blogspot.com/-fPmfObHwfhg/Ta4_qgM9ICI/AAAAAAAAAEg/DhtuZ47tays/s1600/part3.png
http://1.bp.blogspot.com/-tTwAnhvKbCM/Ta4_q2qz_MI/AAAAAAAAAEk/MvV1hMXHu24/s1600/part4.png
http://4.bp.blogspot.com/-DnRlhpZqMwM/Ta4_rN-s0vI/AAAAAAAAAEo/pyIIomRJR5o/s1600/part5.png
http://4.bp.blogspot.com/-1HlqQTNCoHg/Ta4_rVI9MBI/AAAAAAAAAEs/883GXBBU4WE/s1600/part6.png
http://3.bp.blogspot.com/-5-gLJnGQ8mM/Ta4_rnkVh2I/AAAAAAAAAEw/N6rMfGLwGd8/s1600/part8.png
http://3.bp.blogspot.com/-H7fLmkr27O8/Ta4_rywtxXI/AAAAAAAAAE0/N5562Z6NWFM/s1600/part9.png


 
 

Object Creation 

 

The object will later be associated with actions.  Like making the ball start moving. 

 

We will now right click on Objects and choose Create Object. 

 

We will need to create four objects: 

http://3.bp.blogspot.com/-d8PKnwdjdA4/Ta4_sF08wGI/AAAAAAAAAE4/zHm293fS9qY/s1600/part10.png
http://4.bp.blogspot.com/-2HdgoYV5U0o/Ta9YO2J6KFI/AAAAAAAAAE8/Ru8P5B8HjpI/s1600/obj1.png
http://3.bp.blogspot.com/-EHN011ELA4I/Ta9YO1SiSeI/AAAAAAAAAFA/oeroVE2zvFk/s1600/obj2.png


1. ObjBall 

2. ObjBat 

3. ObjWall 

4. ObjBarrier 

To stick with naming conventions we are naming each object with a name that starts with Obj. 

 

After entering a name we need to associate a Sprite with the Object. So for the objBat object we will 

choose the sprBat sprite to go with. 

 

  

 

After the sprite is associated you will see the name and graphic….. 

http://2.bp.blogspot.com/-jltJsA4E3gE/Ta9YPFcqKxI/AAAAAAAAAFE/sn6b0WcMw84/s1600/obj3.png
http://4.bp.blogspot.com/--MLSvPxwalc/Ta9YPrgv_FI/AAAAAAAAAFI/h4SmM4tX6K8/s1600/obj4.png
http://2.bp.blogspot.com/-4BEN8GzwFcY/Ta9YP0NIrnI/AAAAAAAAAFM/imVXPhvCzEk/s1600/obj5.png


 

We also want these objects to all be solid objects so that they will not pass through each other.  (Ball 

won’t pass through the Bat and so on….) So choose the Solid checkbox. 

 

Checked: 

 

Once the name, sprite, and Solid are taken care of Choose OK. 

 

  

 

and go on to create the additional three objects: 

http://3.bp.blogspot.com/-SzXFjcw45OA/Ta9YQN-vMAI/AAAAAAAAAFQ/U2S_SkMcg6k/s1600/obj6.png
http://3.bp.blogspot.com/-JAByPVmzLLU/Ta9YQqE7WPI/AAAAAAAAAFU/lZDnpD6SyHY/s1600/obj7.png
http://1.bp.blogspot.com/-JEmO9SlIX7A/Ta9YQ-AJ1nI/AAAAAAAAAFY/c5lEbL5IVI4/s1600/obj8.png
http://3.bp.blogspot.com/-VwbZ9PnnQHQ/Ta9YQ2Lv7yI/AAAAAAAAAFc/TxDvDosn38s/s1600/obj9.png
http://4.bp.blogspot.com/-eLuXsQQ05Xo/Ta9YRejpmUI/AAAAAAAAAFg/PJyPIIg7OMM/s1600/obj10.png


 

After all four objects are created you will see the above Objects in your directory.   

 

  

http://2.bp.blogspot.com/-Ocg6Ijvy5QA/Ta9YRlEhc0I/AAAAAAAAAFk/gqa6r_Kg5JU/s1600/obj11.png


 

Designing our Room 

 

If there is a plus beside Sprites or Objects you can click on it to expand the category and see each 

item. 

 

We now will right click on the Rooms folder on the left, and choose Create Room.  this will create our 

room to lay out our objects within. 

http://2.bp.blogspot.com/-_45KGJCGfvM/TbIBqZ08pgI/AAAAAAAAAFo/fxZeV2unFhI/s1600/room1.png


 

The room window should look like the following: 

 

Up in the top right corner you see: 

http://1.bp.blogspot.com/-tGJPgWF6Jts/TbIBqjpslQI/AAAAAAAAAFs/Fl9U72kkugs/s1600/room2.png
http://1.bp.blogspot.com/-qX_8pzCC3zY/TbIBq0jI0uI/AAAAAAAAAFw/TCv8X9Y5A8s/s1600/room3.png


 

Click on the 

 

to expand the window to take up the entire window. 

 

You can now add objects to the window by choosing the objects in the objects section and then left 

clicking in the room grid where you would like them to go. (Right click takes them away) 

http://2.bp.blogspot.com/-hJU-JJIOguo/TbIBranF3dI/AAAAAAAAAF0/kxMn_7W6dJk/s1600/room4.png
http://1.bp.blogspot.com/-ytv64wJNQrg/TbIBrlRCHfI/AAAAAAAAAF4/2hWCQz7yDVI/s1600/room5.png
http://1.bp.blogspot.com/-BG4OUHeCVG4/TbIBsNNne8I/AAAAAAAAAF8/TkQaBqw95DM/s1600/room7.png


 

Which object you are placing can be changed down near the bottom of this section with the 

selection icon like shown: 

 

You will need to choose each object and place them. 

 

For the Wall you will place them around the edges of the window. 

http://2.bp.blogspot.com/-Uz2nVth-yPA/TbIBserWmoI/AAAAAAAAAGA/nbHaVV-7lAI/s1600/room8.png
http://1.bp.blogspot.com/-jbY83Fh-Sgo/TbIBsqp5hkI/AAAAAAAAAGE/JafwmIQVYf4/s1600/room9.png
http://4.bp.blogspot.com/-mpWmgt3y9j4/TbIBs02UIrI/AAAAAAAAAGI/JPzA1tzkEg0/s1600/room10.png


 

You can use some ‘cheat’ keys to simplify it.  For Example holding down the shift button while 

holding and dragging using the left mouse button will place multiple objects. 

 

Walls should be placed around the edges of the room. 

 

Next we need to place Barriers.  We will place 50 of these.  For scoring it’s best to start with a 

predefined number. 

 

http://4.bp.blogspot.com/-Cl-zaSd2mB8/TbIBtepYV5I/AAAAAAAAAGM/EKtWQxhrTAU/s1600/room11.png
http://3.bp.blogspot.com/-Is44Og9irRQ/TbIBtuTEEqI/AAAAAAAAAGQ/GgKzlelk-n0/s1600/room12.png
http://3.bp.blogspot.com/-3g_qTu7dl9I/TbIBt41nWZI/AAAAAAAAAGU/zy3-_AirpoY/s1600/room13.png
http://2.bp.blogspot.com/-sWfEQApoEKc/TbIBuJMBCHI/AAAAAAAAAGY/YCRVYbA8Djg/s1600/room14.png


these can be randomly placed throughout the screen: 

 

We will also place the Ball and the Bat…. defining a screen like below. 

 

  

http://1.bp.blogspot.com/-y35qE0D8yLM/TbIBuneJeRI/AAAAAAAAAGc/FXbmSYQOL-U/s1600/room15.png
http://3.bp.blogspot.com/-57mrnHfQQnw/TbIBvOkFWmI/AAAAAAAAAGk/UcCqjKP-ScI/s1600/room17.png


 

Add Actions for Our Bat 

 

Now we get to start adding actions to our objects.  Yeah!   You should currently have Sprites, 

Objects, and your Room set up. Our objective is to move the bat left and right with the left and right 

arrow keys. 

 

Set up from Part 4 

  

http://4.bp.blogspot.com/-bAoPgqc3XA0/TbRGR4IsUPI/AAAAAAAAAGo/A51zqUAEvCM/s1600/ballaction1.png


 

Room from Part 4 

You can view the Room from part 4 by double clicking on the room and displaying it on the screen. 

We are going to set up actions for our Bat. If your objects aren’t expanded, click the plus to the left 

of objects. 

 

When we double click on objBat we will see the object properties for the Bat. To the left is the basic 

properties, Middle is the key action we are working with, and the right are actions that we can assign 

to those keys. 

 

We will start by adding an event to the left arrow key.  Click on Add Event at the bottom of the 

middle section. 

 

http://4.bp.blogspot.com/-Rjt997nnJ7s/TbRGScYhMeI/AAAAAAAAAGs/Uw_egZnGxxg/s1600/ballaction2.png
http://3.bp.blogspot.com/-qjAtib6MAoI/TbRGSuaIUzI/AAAAAAAAAGw/VTpWZWKTnkE/s1600/ballaction3.png
http://2.bp.blogspot.com/-XL_p1KXVXCA/TbRGTBzIrAI/AAAAAAAAAG0/N3dpTcNI0B8/s1600/ballaction4.png
http://1.bp.blogspot.com/-YGrKa5x5Aiw/TbRGTe07qrI/AAAAAAAAAG4/DRpCXNUGueY/s1600/ballaction5.png


This will bring up a menu to choose the event to add. (What key press will trigger the action) 

 

For this we want to choose Keyboard-Left. 

 

  

http://4.bp.blogspot.com/-UP4ZSaJVU20/TbRGTnaRckI/AAAAAAAAAG8/_DAYypC87Oc/s1600/ballaction6.png
http://2.bp.blogspot.com/--frPLVOZF8k/TbRGTn7RrKI/AAAAAAAAAHA/8VNx2bvNthY/s1600/ballaction7.png


 

The keyboard left will be added to the middle section.  This is the left arrow key on your keyboard. 

 

We then have to add an action using the move fixed.  This is the top left icon.  It will start an object 

moving in a defined direction.  To add the action to the trigger, left click on the icon and drag it to 

the actions section of the screen. 

The menu to define properties for Move Fixed will then be displayed. 

 

We will leave set to Apply to Self. We need to set a direction to move and a speed. In this case our 

object needs to move left. So we will choose the left arrow. 

http://3.bp.blogspot.com/-v3-ieiLN29Y/TbRGTxHOTpI/AAAAAAAAAHE/i-gTPKlNEpw/s1600/ballaction8.png
http://4.bp.blogspot.com/-gHNqW_hxYz8/TbRGUCgZkKI/AAAAAAAAAHI/VJqNRuBGHo0/s1600/ballaction9.png
http://4.bp.blogspot.com/-4L_s3_26k-o/TbRGUcdvxSI/AAAAAAAAAHM/QQkkm7badKs/s1600/ballaction10.png


 

Set the left direction.  Then set the speed. I’m choosing 12 in the example. 

 

We will then need to set an action for the keyboard right also. 

 

http://4.bp.blogspot.com/-YHG-C_KDv1s/TbRGUjrUSdI/AAAAAAAAAHQ/_3QB9BEqhDA/s1600/ballaction11.png
http://2.bp.blogspot.com/-WG4EQYn-jAU/TbRGVNIcktI/AAAAAAAAAHc/JF84yF5_Jpw/s1600/ballaction14.png
http://2.bp.blogspot.com/-FA2qSjjInPg/TbRGVWdCQXI/AAAAAAAAAHg/xEF_i1Nk_Dc/s1600/ballaction15.png


We will set the actions the same, but will choose to move right instead of left when setting the arrow 

actions. 

 

After setting the Keyboard left and right give your programming a test run.  To run your program 

choose the green arrow in the toolbar at the top: 

 

Try moving the bat left and right to see what happens. 

Did the Bat stop? If not we need to add an action to stop the bat…. 

For this we’ll add an event: Key Release. 

 

If we choose any key we can use one action for both right and left, as opposed to defining a separate 

action for each direction. 

 

http://4.bp.blogspot.com/-xxd-wSSnk_I/TbRGVgiM5kI/AAAAAAAAAHk/b8nNOY9xy2E/s1600/ballaction16.png
http://1.bp.blogspot.com/-KQkM-Q14glg/TbRGV8jlsLI/AAAAAAAAAHo/RMyp0qf6yhA/s1600/ballaction17.png
http://2.bp.blogspot.com/-8FLKlC7WBW4/TbRGWKQPghI/AAAAAAAAAHs/bzsLrZRueeY/s1600/ballaction18.png
http://1.bp.blogspot.com/-oZpOKJ7WPcI/TbRGWS4fVRI/AAAAAAAAAHw/0MEGXvh8DhA/s1600/ballaction19.png


In this case we are going to choose the move horizontal action. 

 

To add move horizontal we left click and drag the icon to the actions portion of the screen.  The 

properties menu will come up. In this case we want to leave the values that default (Speed 0, 

operates on self). 

 

We should now have events for the left and right key on the keyboard and an event for the release 

of either key. 

 

Give it a try and see what happens.  If you need to edit an action you can right click on the action 

and choose Edit Values to make changes (speed direction and so on.) 

http://1.bp.blogspot.com/-gHTbW_Excy0/TbRGWnVvkKI/AAAAAAAAAH0/_KFqxt0ss6Y/s1600/ballaction20.png
http://4.bp.blogspot.com/--hDSM7VRrWM/TbRGWkO8OiI/AAAAAAAAAH4/nDDFSBvmMiM/s1600/ballaction21.png
http://4.bp.blogspot.com/-dOA1-yCDXU8/TbRGXPCQwAI/AAAAAAAAAH8/aQxrOdnXJ0c/s1600/ballaction22.png


Make sure and save once in a while.  

  



 

Moving the Ball 

 

Let’s add actions to our Ball.   If you can’t see the list of objects on the left, use the plus sign to the 

side of objects to expand it and then double click on objBall to bring up the properties. 

 

You should then have a window: 

 

For the ball we will use the Add Event and choose Create. 

http://4.bp.blogspot.com/-PKT_QashfsI/Tba9Tzc0-3I/AAAAAAAAAIU/1Y8m73R9XIE/s1600/objball.png
http://3.bp.blogspot.com/-yKuGiPX73OY/Tba9UVHEwVI/AAAAAAAAAIY/UC94nTj8-dg/s1600/objball2.png


 

Create 

Next we will drag the move fixed icon from Move to Actions to bring up the action properties and 

add move fixed to the ball’s actions. 

 

We leave it set to Self and choose all the down arrows to make the ball start moving down.  The 

speed you then enter will control how fast the ball will start moving. (The larger the number the 

faster the ball goes).  I filled in a speed of 8. 

http://4.bp.blogspot.com/-K5THf9MCwz8/Tba9Wq0PNLI/AAAAAAAAAIc/hjXED66vPkY/s1600/objball3.png
http://1.bp.blogspot.com/--y1npElJZ_k/Tba9XO0kCzI/AAAAAAAAAIg/RwJBd51elXw/s1600/objball4.png


 

Next we want to set up so that if the ball hits a wall it will bounce.  (We will also do this with the bat 

next).  We now want to choose Add Event – Collision. 

 

Collision will bring up the list of objects that the ball can collide with. Notice Ball is listed (you can 

add more than one ball to the room and make them react to each other…) We have one ball for now 

and are working on interaction between the Ball and the Wall so we will choose objWall. 

 

You can now see it listed in the events and selected.  When the ball collides with the wall, we want it 

to bounce off. 

http://4.bp.blogspot.com/-Bk-Fmi52Q-I/Tba9Xp2nIQI/AAAAAAAAAIk/8aUEtysgygk/s1600/objball5.png
http://3.bp.blogspot.com/-HqR3Q8aM2ng/Tba9X_IjWJI/AAAAAAAAAIo/keRmvgb8FzI/s1600/objball6.png
http://2.bp.blogspot.com/-1g7qOjTABKg/Tba9YsOv7cI/AAAAAAAAAIs/aI4Zx42Kcww/s1600/objball7.png


 

So we will drag the Bounce Icon (from the right) into actions. 

 

Leave the default settings so that the ball will bounce randomly and click OK. 

 

http://3.bp.blogspot.com/-H8Y_atm0xi4/Tba9Y3-CChI/AAAAAAAAAIw/6HrkPVGeIBk/s1600/objball8.png
http://3.bp.blogspot.com/-mPMy8atGVTA/Tba9ZUlU3eI/AAAAAAAAAI0/cLF02AvpIGU/s1600/objball9.png
http://4.bp.blogspot.com/-1O_2co5Up9A/Tba9Z9uncMI/AAAAAAAAAI4/v_gfTobfdjM/s1600/objball10.png


Now we will do the same thing for the Bat.  Choosing to add a collision event and choosing Bat to 

the Events.  Drag Move Fixed to the Actions and choose to move the ball up or down when it hits the 

bat choosing all up and down directions like below. 

 

Also set the speed.  I chose 8. Finally we will do this again for the Barrier.  With the Barrier we will just 

set the ball to move down after hitting a barrier. I am setting the speed to 8, but for a level of 

difficulty later you could modify the barrier to cause the ball to speed up when it bounces off a 

barrier by choosing the relative checkbox (The larger the number in this the faster it will speed up, 

relative works by adding the new number to the old to get the speed – so if you start with 8 and 

have a barrier set to 8 and relative, the first barrier hit will set the speed to 16, and the second to 24 

and so on.) 

http://3.bp.blogspot.com/-8i-ViQQkHAc/Tba9aeeZDrI/AAAAAAAAAI8/YIz-XD-82IQ/s1600/objball11.png


 

Next we want to make the barrier disappear when it collides withe ball.  So leaving collide with 

barrier highlighted in events.  We will select the Main1 tab on the right. 

 

Drag the Destroy Instance Icon below into the actions window.  Select the Other option under 

applies to so that the barrier will be destroyed and not the ball and click OK. 

 

Our Ball Properties will look like: 

 

http://1.bp.blogspot.com/-nEhXw4pSJ_E/Tba9bBVFtkI/AAAAAAAAAJA/Vz7X7IQorUQ/s1600/objball12.png
http://3.bp.blogspot.com/-BWjH5rLHuag/Tba9bWxyevI/AAAAAAAAAJE/W8hbrlRZdZA/s1600/objball13.png
http://1.bp.blogspot.com/-1uPxlZUl6Sk/Tba9b784xzI/AAAAAAAAAJI/q2EocUEMUW0/s1600/objball14.png
http://3.bp.blogspot.com/--sDhpbbImuc/Tba9ccQVegI/AAAAAAAAAJM/OUv4nbzSqXE/s1600/objball16.png


Now choose OK,  

  



 

Adding a Score 

 

We need to work with the Ball object, so we will double click on the ball object. 

 

Now on the far right there is a tab for score. Selecting the score tab makes the objects that work with 

the score available. 

 

Now we see the score objects that can be added as actions to the events. We want to add be have 

the create event for ObjBall selected and then drag the score icon to the actions…. 

 

We will leave everything set as is for this and just choose ok. (Setting it to score 0 and relative not 

checked. – Thus starting our score at 0) Next we want to add the action to display the score on the 

screen.  This is under Health in the icons. 

http://4.bp.blogspot.com/-PKT_QashfsI/Tba9Tzc0-3I/AAAAAAAAAIU/1Y8m73R9XIE/s1600/objball.png
http://4.bp.blogspot.com/-FVs6gS4bCn8/Tbh9VcY5bhI/AAAAAAAAAJQ/DTBWp4vG-9E/s1600/score1.png
http://4.bp.blogspot.com/-0zL7gW5THjc/Tbh9VtaNScI/AAAAAAAAAJU/NczV3YbvER0/s1600/score2.png


 

  

 

Display a Score Caption 

 

There are several options here which for now we will leave as is.  You can see the show score is set to 

score, caption to score: and don’t show health or lives.  Choose OK to leave the Defaults. Now our 

Ball Object Create Event should look like: 

http://3.bp.blogspot.com/-drPAk1athA0/Tbh9V-Cl2mI/AAAAAAAAAJY/NfnnaYELLyY/s1600/score3.png
http://1.bp.blogspot.com/-xdt4k-07qFU/Tbh9WbQi4VI/AAAAAAAAAJc/cc46X0kTf04/s1600/score4.png
http://2.bp.blogspot.com/--k6T8tmHs1A/Tbh9Wufq-6I/AAAAAAAAAJg/s7LQ79UFFoY/s1600/score5.png


 

Now we want the score to change each time a Barrier is destroyed. So we will select the Collision 

with Barrier Event: 

 

To add to the score we will add the Set Score icon to the Action for Collision with Barrier. In this case 

we want to add one point for each time a barrier is destroyed. So we will set new score to 1. To 

define that the score should add 1 as opposed to set the score to 1 each time we will check the 

relative box. Without checking the box the value will change to 1 with the first barrier being 

destroyed and stay that way. With relative checked the score will be current score + 1. 

http://3.bp.blogspot.com/-ZuswhzS9xqU/Tbh9XOT_PdI/AAAAAAAAAJk/9jX10Od-DX8/s1600/score5a.png
http://2.bp.blogspot.com/-GAfU8pjd7yY/Tbh9XeliL5I/AAAAAAAAAJo/qKpxO0yIq-8/s1600/score6.png


 

Now our Collision with Barrier on Obj Ball should look like: 

 

Finally click OK and we are ready to play! 

To share your game with friends choose the create executable under the file tab…. 

http://2.bp.blogspot.com/-v6sC14ITJyk/Tbh9XjDUhZI/AAAAAAAAAJs/GfSgE2wwut8/s1600/score7.png
http://1.bp.blogspot.com/-ntdWqVadA44/Tbh9X_s-vLI/AAAAAAAAAJw/11pldKIs_so/s1600/score8.png


 

If you plan to send your game to your friends through email you will need to compress the file first 

as most email programs won’t send or receive .exe files.   

 

http://1.bp.blogspot.com/-XkXNwfdUGT8/TbiEKpHe_oI/AAAAAAAAAJ0/_3Pi6bzaqdA/s1600/createexe.png
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