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Beginner Tutorial 1: Hello World

This tutorial will familiarize you with the basics of creating Game-Baker games. By the end of 
this tutorial, you will be able to do the following things:

● creating a new game
● saving a game
● adding objects to a game
● writing event scripts
● running a game

Step 1: Opening Game Baker
Open Game-Baker by executing the gamebaker.py file in the /trunk directory that you have 

installed Game-Baker to. If you have installed via the Deb package, you can access Game-Baker 
through the main menu. 

Step 2: Creating a New Game
You should now see the Game-Baker main screen. This screen 

will become very familiar through this tutorial as it gives access to every 
feature of Game-Baker. Hopefully these next two steps will be very 
obvious, but just in case:

1. open the File menu in the upper left hand corner. 
2. click New

NOTE: You can also press Ctrl-N for the same effect.

You're not done yet! You should now be presented with the box below:
1. Enter 'Hello World' into the Game Title box.
2. Enter main_screen as the name of your First Gamescreen.
3. Hit OK

NOTE: The Load Events/Imports box can be used for importing extra python libraries. Don't 
  worry about this, it will be covered in a  later tutorial.

EXTRA! If you want to change these settings, they 
are located under Game > game properties.

http://www.code.google.com/p/game-baker


Step 3: Saving
Remember, backing up your stuff is VERY important. Game-Baker is no exception. The first 

thing you should do after making a new game is to save it. Just to sound cliché, you should save every 
time you have a lull in your work. Saving is the same as in most programs:

1. open the File menu in the upper right hand corner
2. click Save

NOTE: Ctrl-S. Need I say more?

Step 4: Adding Objects and Workstates
We now have a nice game file set up for ourselves. One problem- It's completely empty! Well, 

an empty game won't do us any good, so lets stick some objects into it. 

1. Press the nice big Add button on the menu bar
2. On the screen that appears (see pic), click New Game Object. This will 

be our text box that says 'hello world'
3. Press Add again and select New Workstate. A workstate is basically 

something an object will do. 

NOTE: You can also add Game Screens through this menu, but sprites must be added through 
  the File menu.

Step 5: Editing Objects and Workstates
Well, now we are getting somewhere. We have a game and we have an object in it, with a 

workstate. It still doesn't do anything though. Let's fix that. In the main screen you should now see an 
arrow next to the the words 'Game Objects' and 'Workstates'. 

1. Press the arrow. This should expand your tree of Workstates, showing a workstate called 
Workstate1.

2. Highlight the workstate, and press Edit in the menu bar. This should pop up a box that looks 
like this:  

3. Type 'print_message' into the Workstate Name box. Hit leave everything else the same, we will 
come back to it. Hit enter and return to the main screen.

4. Now let's edit our object. click Edit while GameObject1 is 
highlighted (it is the same process as workstates)

5. This box should look as follows:
6. Change the Object Name to 'message_box'
7. click the Initial Workstate selection bar and select 'print_message'
8. Leave the Sprite box blank. We do not need it for this game.
9. Press OK



Step 6: Editing GameScreens
Well we now have our object linked to a workstate! We are almost done. All we have to do is 

link our object to our gamescreen and enter some code to make the object do something. Let's take care 
of the gamescreen part now.

1. Highlight your gamescreen and press Edit
2. You should see the following screen:
3. Select 'message_box' on the selection box near the bottom 

of the window. Then press 'Add'. You should see your 
object Appear in the Initial Objects box.

4. Press OK

Step 7: Scripting Workstates
Well, up to now we have set up the structure of the game, 

but we haven't made it do anything. Now will make our game do 
something! 

1. Highlight the 'print_message' workstate and hit Edit
2. You will notice a text box that currently has the text 

'Pass' (see diagram for Step 5)
3. Enter the following code into the box. Dont worry if it looks 

daunting, I will explain it in a second.

CODE:
self.color = (255,255,255)
self.clear()
self.resize(90,25)
self.x = 10
self.y = 10
self.draw_text("hello world", 20)

EXPLANATION:
Let's work through this step by step. The default color for the new object is 

(0,0,0), which is the color black. The colors are stored in the order 'red, green, blue'. The 
formatting is the same as with HTML color values, so if you are familiar with those you should 
have no problem adapting. the first line of code you see here is 

self.color = (255,255,255)
This line sets the color of the object to white.

self.clear()
This line refreshes the object, in this case setting the color to white.

self.resize(90,25)
This line changes the size of the object, measured in pixels with a (x,y) format.

self.x = 10
This line places the top left corner of the object at 10 pixels away from the top of the screen.



self.y = 10
This line does the same for the y axis.

self.draw_text("hello world", 20)
This line is the moment of truth: What the program will actually do. This line prints the text 
'hello world' in size 20 font inside this object. It is important to note that only text within the 
area of the object will be displayed. If I printed it in size 50 font, the sides of the words would 
get cut off. 

FIN:
Now you may be saying: � Thats all very great, but I did all that work just to print 'hello world' 

on the screen? Well, don't get too upset, because there's still part 2 of this tutorial. Part 2 will teach you 
the basics of making objects move. If that's not enough for you, there will be more tutorials soon, so be 
patient!

If you feel that Game-Baker needs a tutorial on a specific topic, just post a request in the forums or 
give one of us an email. You can also place it as a comment on the bug report for tutorials here.

Remember, you are always welcome to help out. 

NOTE: Remember- if you simply can't wait for more, just check out the wiki page on Python 
  scripting in Game-Baker here.

http://code.google.com/p/game-baker/wiki/PythonScripting
http://code.google.com/p/game-baker/issues/detail?id=25&colspec=ID%20Status%20Milestone%20Priority%20Component%20Type%20Summary%20Owner%20

