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speed_person = 10;
T goliel sac Y
speed_missile = 5.23;
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message = "Hello! Wellcome";
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isVissible = true; // or false
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text2 = "Ali";

text3 = textl + text2; //Hello Ali
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sum = sum + 50; // sum += 50;
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global.health = 100;

global.health += 20;
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if (x> 2) {.}
if (y <= 28 ){.}

if ( player.speed == 5 ){..}
if (a!=20 ){.}
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true;

b false;

if (a ){.}
if ( a == true ){..}
if (b ){.}
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if ( player.speed > 20 || player.x <= -1 ){.}
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switch ( juio ){

case ,laso @ wlygiws
break;

case ,lase @ wlhgiws
break;

case ,laso @ wlygiws
break;

default : wlgiws

}
: Jbe

switch(n)

{

case 1 : room_goto(1);
break;

case 2 : room_goto(2);
break;

case 3 : room_goto(3);
break;

case 4 : room_goto(4);
break;

case 5 : room_goto(5);
break;

default : game_end();
}
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while ( bg,w L byw ){
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s
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while (z < 20){
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Juntil( borw U byw );
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repeat( L5 shs ){
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}
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repeat( 3 ){
player.speed += 1;
}
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}
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for(i=0;1i<5;1i+=1){.}

o)l & Olgians JS 53, Sgdepe cibgia i < 5 by [ (1 +2 1) aloya 50 55 pl8 Sy Gilidl U g 4iSse £gds 1 = 051 VL el

k[(% http://www.ucgain.blog.ir o)l Olgi pb ,S3 U ()lop LS WisS 2 1 Culy S OB, 2w ©
M’D http://telegram.me/ucgain (: Mol bgd=o b G uiz o2



GML Luwgs 4ol b b busl- Game Maker Studio b 50 eslw (ijgel 0y | V

: GML Jawgs With ol i ,23 i Lo

with( sods wlals L wS=l ){
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}
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with (obj_enemy){
instance_destroy();
}
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exit;
}
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virtual_key_add

B [ Reference "
@ GML Language Overview
Q Obsolete Functions
@ Advertising and Analytics
g m:\mnnus Functions Syntax:
% g!:tudsfencrtlces virtual key add(x, y, w, b, keycode): ‘SLQ $49,99 Z._.l;’: pu.l‘
a Structures
@ Date and Time
Q Debugging
@ Drawing
@ Fils Handing Argument Description
@ Game Assets The x coordinate (left side) of the virtual key on the screen

Creates a virtual key with a set area and keycode, returning its id.

o

@ HTMLS : 5 .

The y coordinate (top side) of the virtual key on the screen .
I Purch: s .
% fep Purshases The width of the virtual key &bl 5l 59,9 mmass
@ Miscellaneous The height of the virtual key

& (2] Mouse. Keyboard and Other Co
@ Device Input
@ GamePad Input
Q Immersion Haptics
@ Joystick Input

‘Which keyboard key event should be triggered by touching this area

@ Kejboand Input Returns: index of virtual key gL (529 3
@ Mouse Input . .
B () Vitual Keys
2
2] vitual_key_delete )
virtual_key_hide Description guls J)S.Lq& Ty
2] virtual_key_show -
@ Movemert and Calisions you to map “touches™ of a screen area to keyboard events. This means that once you have assigned an area to a virtual key, all touches on that area will trigger
Q Networking esponding to the key you have mapped to the area. You c assign each virt e to a variable t which can then be used in the further virtual
@ Objects and Instances functions to show, hide and delete them. These keys are o z sis and will be automatically removed by GameMake: udio when changing rooms.
e ODE_'E"‘”D System The actual position of the virtual key is based on the screen position rather than room po and so the x/y values are absolute on the screen. neans that you don't need to worry
g E:t’:’:'es about the use of views or the relative room coordinates, and can simply draw your key and define your virtual keys in the D
s
@ Physics
@ Push Notiications .
= @ Rooms Example: 2L 31 saldtul oS aigad
@ Shaders P b
@ Social Gaming global.left = virtual key_adc 64, 64, vk_left);
= @ Steom API ) I - i R : . e
Q Strings The above code creates a virtual key 64x64 pixels square, positioned on the screen at (3. vhich will trigger the vk_left event when touched and assigns the index of this virtual key
@ Surfaces to a global variable.
@ Timelines
@ Windows And Visws
= & Windows8 A
< >
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