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WELCOME TO DS GAME MAKER 
Before we start to work with DS Game Maker and learn about developing homebrew, please read the 

following questions and relevant answers. 

WHAT IS DS GAME MAKER? 

DS Game Maker is a piece of software for Microsoft Windows that lets you design and make games for 

the Nintendo DS.  

CAN I PLAY THE GAMES I MAKE? 

Yes. Even with the Free Edition you can play your games on your computer and on your Nintendo DS 

console. This is covered in detail in ñPlaying the Game for Realò. 

IS THIS GAME MAKER? 

No. DS Game Maker implements the same events and actions system as Game Maker (which is a very 

good system), but it is not related to Game Maker in any way, and past this similarity they are complete ly 

separate products, each with their own features, bugs, and ways of doing things and letting you m ake 

games. Please see the section ñRelation to Game Makerò. 

DO I HAVE TO PAY TO USE THIS? 

The short answer is No. DS Game Maker comes in 2 editions, Free and Pro. You can use the Free Edition 

to make games forever ï thereôs no trial time limit. However, there are a few limitations. These are in 

place so you can try out DS Game Maker and see if it suits your needs, and make some small games. To 

make bigger games, and gain full usage of all features, you can buy the Pro Edition. This is a lifetime 

license which means that you will never have to buy the software again, even if we make major upgrades 

to the program. Despite the fact that we encourage you to buy th e Pro Edition for our commercial 

interests, we encourage you to first use the Free Edition for a while. You can make good games without 

having to buy it, so you donôt have to pay to use it.  

Please see the section ñUpgrading to Proò. 

WHO CREATED DS GAME MAKER? 

DS Game Maker is written by James Nathan Garner who is a 16-year old student living in West Yorkshire, 

England. He is also the creator of the website and administrator of the Forum.  

James released the first version of DS Game Maker on 26th May, 2008. Since then the program has taken 

on many stages of appearance and functionality. James, Robert (creator of WiiGS) and Ondrej Blazek are 

working on a product which will allow you to make games for any platform.   



ALL ABOUT MAKING GAMES 
Here is a brief introduction to making games for the DS. 

Playing computer games is great fun. 

2D games still provide a wealth of enter tainment for family and friends ï think of Pacman, Space 

Invaders and Street Fighter. 

Wouldnôt it be great to make your own games like these? 

Completing a computer game and having your friends and family play  it gives immense satisfaction. 

Unfortunately, it is not easy to develop for the Ni ntendo DS - you need to know how to program and 

have knowledge of various tools and compilers. It is certainl y not an easy task or a task for novices. Does 

this mean developing for the DS is impossible? é 

No! Here comes DS Game Maker. With DS Game Maker, you are presented with an attractive and easy to 

use interface for designing and creating games. 

SKILL LEVELS 

ñWe made the software simple to use but did not limit its use!ò ï V4 Manual 

Like most things, there is an easy and a hard way to do things. Sometimes the hard way reaps long term 

benefits but who has the time or the effort for it? This is with reference  to making games. DS Game 

Maker fits into the óeasyô category, but it does not possess limits that hinder you. You can take DS Game 

Maker as far as you want, making simple point and click games, or writing scripts and complex algorithms 

that use WiFi and C code. DS Game Maker has been designed so that it is easy to use at first but can be 

extended to the skill of the user.  

DS Game Maker uses a similar events-driven system like that of Game Maker (for PC). If you have ever 

used Game Maker for PC, you will find similarities in the way objects interact and the way things happen.  

TYPES OF GAMES & INCLUDED EXAMPLES 

Certain design programs present a range of templates to you, for example ñdriving gameò, ñfighting 

gameò or ñshooter gameò. Whilst these are quick and exciting for beginners, they are incredibly limiting in 

terms of creating anything else or customizing the games at all. We have avoided this in DS Game Maker.  

When you are experienced you can make your games completely from scratch. To help you with using 

DS Game Maker, a range of example games are included, so you can learn how to do a variety of things 

with DS Game Maker by example. You can look at and copy the parts that are useful for your project. 

Best of all, you can learn from these examples so that you can write great games yourself.  

  



GETTING HELP! 
At some point or another, you will probably need assistance with using DS Game Maker. 

There are a variety of places at which you can get assistance and it comes in a variety of forms. The first 

place is naturally this help file. You can use the ófindô function in your PDF reader to look for certain 

keywords or the bookmarks tab which will list the contents of the document.  

You may have question that is not covered in this manual ï we cannot cover every situation or scenario. 

For these questions you have 2 options. You can either contact us using the contact form on the website, 

or use the online Forum. With the contact form you will get a reply within 48 hours, but with the Forum 

the reply is normally much quicker. This is because there are users just like you reading about making DS 

games and helping other users (just like you!) . So you should first consult the help file, and then post on 

the Forum: http://dsgamemak er.com/forum  

Any issues relating to sales, homebrew kits or the Pro Edition should be raised with the contact form  as 

they are private matters which relate to data that only we have . 

 

INSTALLATION 
Now that you are introduced to the software, you should in stall DS Game Maker (if you have not done so 

already). The setup process for the software is fast and simple. Before beginning, ensure that the 

ñMicrosoft .NET Frameworkò is installed. Windows 7 users have this by default but Windows XP or Vista 

users may not have it, or have an outdated version. This is so if you receive the following error:  

 

To correct this, install the framework from the Microsoft website:  

http://bit.ly/MicrosoftDotNet  

  

http://dsgamemaker.com/forum
http://bit.ly/MicrosoftDotNet


Next, run the DS Game Maker installer. If you have already downloaded it, it will be called 

ñInstall505.exeò and will probably be on your Desktop. If not, you can visit the website to download it: 

http://dsgamemaker.com  

You are presented with the following:  

 

You are given a variety of choices such as whether you would like to create a start menu shortcut. These 

do not affect the performance of DS Game Maker so you can choose what you like. If possible, leave the 

installation directory at def ault. Although the software will work and run from any directory, it is easier 

for us to help you if it is not changed, and something goes wrong.  Once the wizard is complete you are 

given the chance to launch the software ï do so. 

When you start DS Game Maker and you have never used the software before or made any homebrew, 

you will need to install ódevkitARMô; an external toolchain which is used to compile your game. 

DEVKITARM ς THE DEVELOPMENT TOOLCHAIN 

DS Game Maker relies on this external toolchain to compile your game. It is not created by us, but it is 

easy to install. If the directory C: \devkitPro does not exist, it is presumed that you do not have the 

toolchain installed. 

http://dsgamemaker.com/


 

You will see the above dialog when you start the program. Click óOKô and wait for the Updater to launch.  

Specific instructions for using this are available online: http://help.dsgamemaker.com/updater.php  

 

RELATIONSHIP TO GAME MAKER 
Naturally people compare ñDS Game Makerò to ñGame Makerò by Mark Overmars (YoYo Games). In 

reality they are different products by completely different people.  

DS Game Maker does not use  any source code or components  from Game Maker for PC.  

DS Game Maker is entirely original.  

The very obvious similarity is the events and actions concept that exists between both programs . This is 

an excellent concept, but it is also such a simple concept that could not possibly be copyrighted  (or 

claimed to be Game Maker-exclusive, for example). It has already been dup licated for the Nintendo Wii 

with Wii Game Studio with relative success. The programs share interface layouts in areas, such as for 

the Object window. This is genuinely coincidental: the layout used in Game Maker is the best way to 

display the components; the best way to do it has been chosen in DS Game Maker, and these ways are 

similar. 

Very simple concepts like having a menu bar and toolbar at the top of the main window like Game Maker, 

and having ñfloating windowsò is certainly not copying anything. Such features have been part of 

Windows programs since before Game Maker was even created. 

Finally, I DS Game Maker V5 admittedly has moved much close to the program by YoYo Games but it is 

still definitely a unique implementation that builds upon the good poi nts of Game Maker and the great 

events/actions system, but does not harm their business or portray a direct copy.  

 

http://help.dsgamemaker.com/updater.php


GETTING TO GRIPS 
Before diving into the possibilities of DS Game Maker it is important that you understand the key 

concepts behind games created using the software. Games created in DS Game Maker take place in one 

or more rooms (they are flat, not 3D, but may contain 3D looking graphics). In these rooms you place 

objects - for example walls, moving balls, monsters or the main character, and you  also set backgrounds 

for the room  (e.g. sky, grass, menu) which indicate the environment or add decoration. Every object has 

a sprite, which is basically its image. You can change the sprite of an object at any point. Some objects 

will move around and react to player input, for example from the stylus or DSô buttons. Some sprites 

trigger logic when they collide with other sprites, for example when the play er meets a monster, he 

might die.  

Once you have added objects it is time to define the rooms in which they are placed. Rooms can be used 

as levels in your game or as menu screens, or for anything in fact. Rooms have 2 backgrounds (one for 

each screen). You can place instances of your objects in the room. You can place multiple instances of 

the same object in the room (you only need to add 1 wall object to the project but you can use it in 

many places, such as in making a maze). 

The most important element in your game is logic ï making things happen. There is a simple events and 

actions driven approach. Firstly there are events, like ñCollision with Ballò or ñD-Pad Right button Pressò. 

When this condition happens (e.g. such button is pressed, or such collision occurs), the event is fired. 

When the event is fired, its list of actions is executed. Actions are things that happen, and they are 

arranged in a list. So each Object has a list of events, and every event for the object has a list of actions. 

Consider the following: 

Player: Object_Player  

Event: Collision with Object_Monster 

The actions you may want to add would be:  

Set Lives to Lives ï 1 

Go to Room Room_YouLose  

Each room also has ñViewò settings. With this feature, you are able to add objects positioned off the 

screen and scroll them into view as the player navigates the room. See it as an overhead camera that is 

already programmed for you!  

Even if the above is still quite vague, you will soon understand by following the below 

tutorial to create a basic and functional game.  

  



TUTORIAL GAME:  TOUCHING BALLS 
You shouldnôt misinterpret the above title, though it is accurate. 

We are going to make a game with 5 rooms, so it is possible in the Free Edition. There will be some Balls 

arranged in these rooms, and the player must touch them all to advance to the next level. When a ball is 

touched it is deleted so it i s clear which balls must still be touched. This is rather easy, so to add difficulty 

there will also be a countdown timer  so that the player will have to work fast . 

Firstly, we should plan what Resources are going to be needed. The Resources are going to include 

Sprites, Objects, Rooms, Backgrounds and Sounds. There is no need for Scripts or Paths in this game. 

Before we can work out what Sprites to add, we must know what Objects will be using them. We are 

actually only going to need to have 2 objects:  

¶ Ball Object 

o Event: Touch with Stylus (actions below):  

Á Delete the touched Ball 

¶ Controller Object 

o Event: Step (meaning always executed, every frame) (actions below):  

Á Control the timer  

Á If time is up  (equal to 0) , go back to the first level  

Á If the instance count o f Balls is 0, go to the next level  

Á If the level is 5 and the instances of Balls is 0, go back to the start also.  

So for the Ball object we are going to need a Ball sprite. The controller object will be invisible and 

therefore does not require a sprite.  

We are also going to need one background to place behind the balls. The top screen is not in use, so we 

do not need a background for it, but you may add one if you wish.  

We are going to need 5 rooms. In each room we will firstly plot the controller object, an d then instances 

of the Balls that the player must touch to complete the level and move to the next room.  

When the above is done, we will add some Sound. We will add a sound effect for when you click a ball.  

We have successfully planned our game. It is now  easy to make as we have worked out 

what resources we will need and also thought about what logic will be used.  Good work. 

  



MAKING A START & ADDING RESOURCES 

Welcome to DSGM! (DSGM is the abbreviation often used for Game Maker) 

This is what DSGM looks like when you start it. We are no w going to start making a game. The software 

is ready as soon as you start it. 

Now we will begin to make the game.  We will first investigate how to add a resource like a Sprite or an 

Object. The best way to do it is by using the tool bar, though you may also use the menu  bar (Resources 

> Add Sprite, etc.).  

 

 
Add a Sprite 

 
Add an Object 

 
Add a Background 

 
Add a Sound 

 
Add a Room 

 
Add a Path 

 
Add a Script. 

 



Click the first icon shown above to add a Sprite. You will see óSprite_1ô appear in the resources list: 

 

Now we can begin to work with the sprite. To open it, double click óSprite_1ô. 

 

We should change the name from Sprite_1 to a better informative name.  

There are basic naming conventions that you must follow when naming any resource or variable. You 

cannot use any spaces, but you can use underscores (_) instead. The name cannot start with a number 

or be a number (one character). It also cannot be longer than 32 characters.  

So in the text box where you see óSprite_1ô put óBall_Spriteô instead. As it happens the default sprite in 

DSGM is a ball, so we do not need to change it. 

Should you want to change it:  

Click óFrame_1ô so it is selected. Now click óEditô on the tool bar (the pencil). The frame will open with MS 

Paint, or Paint.NET if you have it installed. Make any changes in the editor and use the editorôs save 

feature. Now close the editor.  Click óOKô at the dialog presented by DSGM, and the frame shown in the 

sprite will appear updated. 

Now that we are finished with the resource, click óCloseô. This will save the new name and close the 

dialog. You will see that óSprite_1ô has changed to óBall_Spriteô in the resources list. 

Now we will add 2 objects:  

 

Double click óObject_1ô to open it. This will be our invisible controller object, so we do not need to assign 

it a Sprite in the project. Look at this:  



 

Here you may choose the sprite of an object (for when the object is created in the room). The question 

mark reflects that óNoneô is selected. In the game this i con is not shown, nothing is visible.  

Change the name to Controller_Object (donôt click óAcceptô yet):  

 

  



WORKING WITH AN OBJECT 

Now we will familiarize ourselves with events and actions. Take a look at an Object window:  

 

¶ RED: The list of events for  the object, such as 

Collision events, Button press events 

¶ GREEN: The list of actions for the selected event 

(in the red list)  

¶ YELLOW: The actions you can add to the list for 

the selected event. Drag them in.  

Now we are going to add an event.  To this click the óAdd 

Eventô button (circled above). You will see the dialog to the 

right.  

 

 



Here we choose the type of event.  

Events like óCreateô donôt need a setting, because no customization can be performed on creation of an 

object. However, for óCollisionô, naturally the setting is which object the collision should be detected 

against (which collision will fire the event). For óButton Pressô the setting is which DS button e.g.// L, R, 

A, B, Start and so on. 

We are going to add a óStepô event, so click óStepô (with the little alarm clock). Now this event appears in 

the events list. It should be already selected for you ï showing a blue background behind it ï if not, click 

it to select it. Actions can now be added to the actions list for the óStepô event. 

The Step event is an event which happens every frame the game is running, most useful on the 

controller object. We use this event if we want to constantly monitor a variable or perform timing 

operations. For such timing, we need an event which is constantly fired, a nd not when something 

happens. 

We can use the action óIf Object Instancesô to check for the number of Balls left present on the screen.  

You can find it in the óObjectsô tab (the first one). Hover over the icons until the information panel to the 

right of t he action chooser shows óIf Object Instancesô. The icon is an octagon with 2 blue balls. 

Hold the mouse over the icon and drag it into the empty actions list.  You see: 

 

Every action has arguments or parameters. These provide the extra information that the  action needs to 

function. In this case it is the Object of which to count the instances, and the Count against which to 

compare. We need to check if there are no instances are left, and therefore the object will be Object_2 

(soon to be renamed to Object_Ball), and the Count will be 0. Execution therefore continues when there 

are 0 instances of the balls left! Fill in the values like below, then hit óOkayô. 

 



You have added your first action ï congratulations. 

Actions execute one after another from top to b ottom. So for example, if you set a variable at the top of 

the list, you will use the changed value in all operations below this.  

BLOCKS OF LOGIC ς IMPORTANT! 

Creating blocks of logic is crucial to making any kind of game. A block can be described as a bit of code 

that is indented or separate from the rest, and may not run in the logical order of top to bottom. A simple 

example is the óIf Object Instancesô action. This action opens a block. It opens a block which only 

executes when the condition is met. So when the instance count is 0, the block executes. You must 

always start and end a block, or you will receive an error. You create a block whenever actions after one 

action begin to indent/move right.  

Go to the óControlô tab and add 2 actions ï óStart Blockô and óEnd Blockô. 

You will brilliantly see the formed block now:  

 

Actions between óStart Blockô and óEnd Blockô only  execute when the If condition is satisfied, 

i.e. there are 0 instances present.  

Now add the action óGo to next Roomô also from the óControlô tab. No dialog appears this time because 

the action needs no additional information (no arguments). However, the action is in the wrong position. 

It needs to be between the óStart Blockô and óEnd Blockô actions. 

An action is always added to the bottom of the list, at least as of V5.0.  

REARRANGING LOGIC 

To rearrange the actions so that the logic works, hold the mouse over óGo to Next Roomô and drag it 

above the óEnd Blockô action in the list. The indentation will update once you release the mouse. You 

should now see: 

 



If you have followed successfully so far you are well on your way to totally understanding 

how the DSGM system works.  

Now we can add the time limit.  

VARIABLES! 

óVariablesô are covered in the section titled óVariablesô in this document. For this game, you must just 

know that a óVariableô is a name that represents a value that can change, like in algebra. 

Here are some variables you can use: 

¶ RoomSeconds ï how many seconds have passed since the Room started 

¶ RoomFrames ï how many frames have passed since the Room started (60 frames per second) 

¶ Seconds ï how many seconds have passed since the Game started 

¶ Frames ï how many frames have passed since the Game started 

The variable we need to use is óRoomSecondsô. Let us give the player 10 seconds to touch all of the 

Objects. So we need to see if óRoomSecondsô is equal to 10, and if it is, reset to level 1 because they 

failed. Under the óControlô tab use the óIf Variableô action. For óVariableô argument put into the box 

RoomSeconds. For the last field put 10, hit óOkayô. Add óStart Blockô and óEnd Blockô actions. Add the 

action óGo to Roomô. óRoom_1ô is the first level so hit óOkayô at the dialog. Move the action up within the 

block, resulting in the following:  

 

We are finis hed with the Controller objec t, so hit the óAcceptô button. T he dialog will close.  

Now open óObject_2ô. Give it the name óBall_Objectô in the name box. Click 

óAdd Eventô, and select óTouchô. In the drop down menu select óNew Pressô 

(shown left).  

 

 



 

APPLYING AN ACTION 

Add the action óDelete Objectô in the óObjectsô Tab. Donôt click óOkayô yet though. óDelete Objectô has no 

actions but a dialog has still appeared. This is because the action can be applied to different objects or 

instances of objects. 

¶ THIS  is the current instance ï the specific ball that is touched. So, if óDelete Objectô is applied to 

itself, the touched object will be removed, but only that touched instance  

¶ INSTANCES OF  ï this lets you apply an action to all instances of an object. So for example you 

could delete all óMonsterô objects if you were making a game involving monsters. In our game 

there is no need to apply an action to all instances.  

¶ INSTANCES  ï (this is covered in detail later) Whenever you plot an object in a room, starting 

from 0, it is given an Instance ID. So you can apply an action to specific instance numbers which 

could hold any object in the room.  

Leave óThisô selected and hit óOkayô. Now we must apply the 

óBall_Spriteô sprite we created a while ago to this object. Next to 

where you see the red ball with a question mark there is a drop down 

box. Select óBall_Spriteô in that box, and the preview will refresh 

(shown left).  

Now we are also done with the ball so click óAcceptô to close the dialog. 

CREATING A SCENE WITH ROOMS 

Now that our actions are prepared, we can start plotting the objects in our levels.   

Add another 4 rooms so that the resources list is populated like shown left.  

Double click óRoom_1ô to open the room editor. 

  



 

The room editor is divided into 2 sections. The left most section is a tab display that lets you manipulate 

the various settings for the room. The right section shows the 2 Nintendo DS screens, on which we plot 

backgrounds and objects. 

Go to the óDesignô tab. 

There is a drop down box that lists the Objects in your Project, un derneath the label óObject to Plot:ô. 

Select óObject_Ballô from the list, and click at various places on the bottom screen to plot instances of the 

ball: 

 

Balls to touch. 

We also need to plot the controller object, so select óController_Objectô in the drop down box then plot it 

somewhere. Only plot it once.  

The same process needs to be repeated for Room_2, Room_3, Room_4 and Room_5.  In these rooms 

plot 1 controller object and then the balls that must be touched.  

  



TESTING OUR GAME 

Providing you followed the instructions, our game is ready to play:  

 

F5 is a useful shortcut that you will use quite often.  

In compiling the game, there are 2 stages:  

1. PAGfx ï Converting graphics 

2. (Actual) Compiling  ï Turning the generated C code into a binary (NDS file). 

 

PAGfx is very fast. If thereôs no error, the dialog will disappear almost instantly. It can be seen 

disappearing in the above screenshot, whilst the compiler opens. 

  



The second dialog can help you solve errors.  

 

You can see that there are no 

errors. The instruction says óPress 

any key to continueô so follow it. 

Now the emulator will appear.  

 

 

 

 

 

 

EMULATION WITH NO$GBA 

NO$GBA is a Microsoft Windows program that lets you play Nintendo DS homebrew on your computer. It 

is excellent for testing because you do not have to transfer the file onto a memory card every time you 

make a change. When you write larger games you may have to test the game 20 times to solve a bug in 

your logic. 

The game works well . 

If you would like to test any saving logic, you cannot use an emu lator. Saving and Loading variables only 

works on a real Nintendo DS. 

ADDING A BACKGROUND 

Go to Resources > Add Background on the menu bar. Double click óBackground_1ô in the resources list. 

In the new window, click óLoad from Fileô. You are presented with a dialog where you may select an 

image file to import.  

Navigate to the folder C:\ Program Files \ DS Game Maker \ Resources \ Backgrounds  

Select the file óWooden.pngô. Double click it, and the background preview in the window will change. 

Using the name box at the bottom of the window you can rename the background to óWoodenBGô if you 

wish, then click óAcceptô. 

Open up Room_1 again, and make sure you are on the óGeneralô tab. There are 2 boxes, one for each 

screen. In each box there is a drop down box with a lis t of the backgrounds in the project. There is also a 

blank item, which is currently selected, which represents no set background and is therefore black during 

production and testing.  For the drop down box in the bottom screen container, select your added 



Background. For display we will also turn off the grid lines. Go to the óDesignô tab and uncheck the box 

óShow Gridô. You must apply the background in a similar way to the other rooms.  

Test the game again to see the change made.  

FINISHING TOUCHES 

The game is good, but there are a few things left that we can do.  

ñIf the level is 5 and the instances of Balls are 0, go back to the start also.ò 

This part of our brief is not complete yet, but it is very easy. There is an action called óIf Current Roomô 

under the óControlô category. We are going to need this as well as the óElseô action. We must do some 

more exciting logic now. We must get the DS to work out what to do:  

¶ If instances of Ball = 0  

¶ If the room is óRoom_5ô, go back to Room_1. 

¶ Otherwise, go to the Next Room. 

You should see that there is a block inside a block here. This is perfectly acceptable. Here is the modified 

actions list: 

 


