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Teamwork Pt. 2EDITORIALS

Welcome to Issue 5 of MarkUp, the on
active GM magazine officially endorse
by YoYo Gamek

I 2y GAydzZAy3a FTNRY f
2y flaid vYz2yikKQa F
most effectively have a gami
develpment team (the concepts wil

work with most any team however) wi

Sharing work

When you are working in a geological
separated team, you need an efficier
way to store and distribute work, and t
list who will work on what.

Email can help wh this to an extent,
but there are a lot of good (and free
tools out there that can make the
process a lot easier.

Basecamp
http://www.basecamphg.com/

Basecamp is probably the most we
known online collaboratiornool. It lets
@2dz YIFylF3aS daLINB2S
allows only one project, with unlimitec
participants), with events, deadlines an
issues. It works like a specialized foru
allowing team members to track ever
detail of the project.

The free planallows only one project,
hasnoomA(GS FAES aiz
use SSL. You can get premium versi
with  more features starting at
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Robin Monks
Eyas Sharaiha
Jason Stockton
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Gregory
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Bart Teunis
Michael Sharaiha
Sean Flanagan

$12/month.

Google Docs & Spreadsheets
http://docs.google.com

D22 3f SQa eOdifitef tbois 2el
multiple people work on documents
simultaneously. Perfect for working o
team plans and the like.

Table of Contents

SVN

SVN is the ultimate way to keep sourt
code files synchronized betwee
members of a team; it can work for jus
one person (to keep lpy-by-play
backups) or for 10,000 people.

2P Shooter...........

— == = Resources
GMR Featured Resources............ 3
Dev Tools Dragon Script............... 7
Script of the Month........................ 3
Interview of the Month
Best of all, you can get SVN hosting 1 : . bur= —
. . al NOUAY aCNBRCNEB R.NRA
free. Two popular sites to get sai
hosting are assembla.com and

unfuddle.com

See you next month!

Robin MonksA : e
MarkUp is a gmking.org publication;

_ please visit GMking for more free gami

development resairces!
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GMR Featured Resources

One of the easiest ays to improve your
knowledge of Game Maker and discov
new possibilities is to use example
Examples are a great way to incluc
extra features in your game or t
discover new ways of creating thing
This month | am looking at some of tt
great places d find the examples yot
need.

GM Tutorials

http://gmtutorials.com/

YY26 6KIFG @&2dzQNB
Tutorials has a group of creators wt
constantly add to the list of examples @
the site. There are currently ovet00
examples and tutorials ranging from R
examples to fog or even a scroll bi
example. Just go to the site and have
look.

The tutorials are handier for novices ¢
they provide a bit of a walk through t
go with any examples that they ma
include wih the tutorial.

maker

http://markup.gmking.org

Simon Donkers
http://xrl.us/simondonkers

|

e

A I TTTITIT

So what if you want complete gam
examples? Check Simon Donkers o
His site has a complete collection of f
working game examples created |
GM5 and 6ricluding breakout, snake
Pacmarand more. There are also a fer
SEI YLX Sa 0K G §
examples there as well.

GM Resources
http://xrl.us/gmres

Il €

Al Qa
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EDITORIALS

Resources; the key differenceibg the

LI dzZNJ> £ 2y (GKS SyF
R2Say Qi KI @S {NUzO
Aa afz2gte INBoAY3

submission site that has many usi
submitted examples; many of thos
being 3D examples.

As the site is user submission bas
some examples may be lower qualit
than others so check any feedbac
before downloading (if the example ha
been reviewed or rated).

Conclusion

{GAT € Ol yQi FAYF
GameMakerResource.com has links
plenty of other Game Maker sites wit
examples foyou to download; so if you
OFyQil FTAYR gKI G &
there and browse the rest of the sites i
our listing.

Remember as with all resources to gi
credit where credit is due. Creator
deserve credit for their time and effort.

Jason Stocktgn
GameMakerResource.coiy

Tinyweb

The tinyweb DLL is a we;
browser DLL that allows you t
embed either local .html
documents in your game, of===
even better, allow your game tc
open certain sites within. Ther

are other browser DLLs m]—LI
there, but this one is tiny, eas
to use, and comes as a
extension, library, and a bunc
of scripts as well. The source
also included.

Get it now!
http://xrl.us/tinyweb

QUICKR


http://markup.gmking.org/
http://gmtutorials.com/
http://gmtutorials.com/
http://xrl.us/simondonkers
http://xrl.us/simondonkers
http://xrl.us/gmres
http://gamemakerresource.com/
http://gamemakerresource.com
http://xrl.us/tinyweb

Arrays vs. LIsts TUTORIALS

The concept of arrays is basc and much faster and resouregiendly than This could be also done by copying a lis
familiar to the majority of the arrays. So if you care about speed, listof participants to other lists, and
programming languages out there. Arhave a good advantage. Not only thatremoving unqualified teams.

array isa variable that is capable of but lists also can have data inserted tc o _

storing multiple values, according to itsthem in the middle, addedo the end, ,,Anothe[ Aaepllcatlonl is  the use, of
, , , . : OAYRSEAY3Iex a2z u0KI
index¢ which could be dimensional or sorted and resorted at any time, and

2-dimensional in Game Maker. more. Lists just fascinate me! j[o different smaller lists, and. phe list
items except for those starting from a

However, Game Maker containsna The major disadvantage of lists is thaparticular letter are removed. This
excellent data structurecg lists. A list is they are not saved with the game! So iresults in having smaller lists, eact
always idimensional, and contains @ 2 dzZQNB 3| YS dzii A f A having values starting with a single
different values (sorted or not). Many either have to make your own saveletter. When those are further sorted,
other data structures exist in Gamemechanism (like | didor one of my they could be used in an inddike
Maker, such as stacks andepes. What projects), or just make a script thatatmosphere, such asdictionary.

makes lists specias that it has direct loads the list after loading the game.

access, as opposed to their sequentic Getting List Size

On the upside, though, Game MakeWhen using arrays, we almost alway:

aceess. already provides reading and writinghave to include another variable that
It might be easy to establishdw arrays functions for lists, so you can easilysavt Ot & a | aO02dzyid$S
differ from regular variables, and how scripts to files and load them. only performs certain operations on the
lists differ from other data structures. number of items that are there in an
But the real question is: when to useWhe’reA lists ?hin? __array. Alist eliminates the need feuch
lists, and when to use arrays and L Q@S YSYUAZ2YSR UK ariable.
which is better? in short before, but her® some info

Fo2dzi ¢KI GQa NIBI f fEasylnsertion of Values
Understanding the differences Easy insertion of values to scripts is on
To be able to wisely choose igh COPYINg Lists of the things | LOVE about them! Tc

differences between lists and arrays2nOther- This could hardly be achieveqoop should be performed to move all
must be established. by arraysg but with lists, it only requires jtems occurring on or after the point of

a shgle quick function. Copying a list ispnsertion one futher step. This is all
First, a clear advantage of arrays ovemore useful than it seems, but itSqgne automatically with lists, and not
lists is ability of using -Bimensional F LILX A OF G A2y a RSLIS Yonly that, but also much faster (in terms
F NN @& (2 F2N)Y Wi lusing the lists in the first place. of execution speed).
fail at this, and storing multiple
variabBa Ay | AaNRgE _ _ _ _
need for string manipulations, or other Store  multiple - copies  with mu-ltlplle Once a value is deleted from a list, al
tricks. arrangements.  Such an applicatioryalues fix their positions. Basically, it i

alows a host of things to be done,{j K § NB &S NB Snsergoli  of &
The use of CSV files to store data heincluding simple procedures such a4+ | f dzS$ 3¢ = A2YSUKAY

been covered in the previous issue ofinding the mode of values. natively available for arrays.
MarkUp, and such an application is
better implemented with arrays.

‘FOI’ example, a I|St COUId be Used tCEasy Removal of Values

A more specific example is somethinSearching Capabilities

fA1S F aaz200SNI {2 The searching capabilities for lists are
However, lists have their own all FIFA games how teams are drawn u
advantages as well. First of alf ¢ such that teams in the quarterfinals, Q

according to Markg handling lists is semifinals and finals are all displayed.

4| Page July, 2007 http://markup.gmking.org
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TUTORIALS

Arrays vs. List€ont.

extremely useful You can findthe valued OF NR&aé¢ (2 GKS

of a list row from its position, or get that the order of events in a timeline for
f AaGQa L5 vaue BahNgivé another.

great possibilities, especially when usel

in conjunction with other list functions, Where Arrays Shine

But in lists, ads_list_replace  function
needs to be called, and the position ol
the row needs to be known (since with

such as sorting. You can find thé n Tables A Yé_s NI A 2 Yy YR azN

nearest instance from a particular . changing)  using  yet  another

object, etc. Thought variablef4]  arrays could be o s 5nd index  function. So it could
useful, .somethmg I really. like .aboutbe pretty painful at times.

Sorting arrays is the use of twdimensiond

One of my favorites! You can sort al@rrays, like thisariable[6,3] , to locate Conclusion

values in a script eithr ascending or I Dt t dz5Q& LR & A UA2yThough lists could be used for
descending. This also works for botruse of twedimensional arrays as tableseverything, and arrays could be used fo
numbers and text pretty well. This isiS very interesting but will not be everything ¢ some things are better
pretty useful when using the list datadiscussed in any further detail in thishandled by one mechanism than the

structure to draw and actual list on the article.

screen, which could become long.

Shuffling!

LQY

Ay [ht09

Changing Values
Changing the fourth row of tharray
G Ar0K GO NRI 6t S¢

TNRY p

mary uses, ranging from the obvious@rrays. A simple line of code:

The MMORPG Makers

LQY y20G &dzNB A Wheh
| joined the GMC. | think there were
set of rules for new members which
42YSK26 RARYyQlG TFA
L KI@SyQil F2dzyR |
then | might be able to understand th
Y2NBE OKF23GAO0 27 U

In almost every boaron the GMC, it is
possible to find a topic by someon
wanting to create an MMORPG. Tt
person usually would have joined in th
last few weeks, or has been around fi
Fa t€Sradg +F &SFENI I
someone in between those times.

The new membe will be
enthusiastic about their

really
project.

expecting to have a game better tha
big names like RuneScape by the end

the week. The more experienced use
will be coyer about their plan and thel
either decide not to follow it through or
disappearfor a few weeks as they worl
on a starting demo.

The truth is that creating a MMORP
takes an awful lot of work. You need 1
set up servers, understand all the onlir
functions inside out and also creat
a2YSUKAY3 G(KIGQ&
Nobody wars to look at their player
standing in a room and not being able
move them.

| tried to make a MMO once. It wa
going to be a platform game where th
user could design their character ar
then use it to explore the online world
When | got to making it ozf ( A LJt

other. Everything could be achieved, but
when the results are the same, you
might have to consider what is easiel
and quicker to write, and which is faster
to execute.

Eyas Sharaih&
EDITORIALS

fell apart (though if anyone i
interested in reviving it, contact me)
The truth was, of course, that | kne\
nothing near enough about creatin
Ydzt GALXE F&SNI Il YS
up to it.

2 KIFG LQY GNRAy3
that you have to know your
limitations. Although you shoulc

always try and do your best, an
make a game as well as you can, y
aKz2dzZ RyQid GNB Iy
@2dzQNBE Ay Ol LI o6t S
follow. Having said that, if you ca
do, you should go for it.

Gregry A

http://markup.gmking.org
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Al: A Clever Opponent TUTORIALS

The burden of creating artificial piece of code: Put this code in the create event, too.

intelligence is that it is so haed to. ... )
program. Professional developers ce ! | And there we go. Now we havetourgric

. . _ | mp_grid_create (0,0, room_width /16, ! i
take months or even years just figurin room height /16,16,16); : all §et up and ready, so the last thing we
' - . do is m&e the enemy follow the path.

out Alfor a single enemy. Luckily, Gar: }

Maker (?omes wih @ fegturg fhat (-:anThat creates our grid. But we want to bcst PGKK 5AR a2vg2yS
help this problem, which is motion rgnd. .. right. Before you go on, make a
lanning. able to refer to it. So, we change it into: _ g
p completely empty path with nothing in

Motion planning is a simple yet effectivi érid d=  mp_grid_create (0,0 It dCaII It pth/_nzmve. ;holls may jofmc
- = a 1 gndla= _JHE_ o P F dz e u € 2dzx 0 dzu
gl e 2F¥ RZAYy3 Wasl | room_wid th /16, room_height /16,16 yy
you can learn how to make your ow| 16) " Now, here is the big finale. In the step
search Al and haven enemy chase * " apntof the enemy, put the following:
after you. More information is provided
in the GM Manual > GML > Gameplay , L .
the variable grid_id. i . 3 F |
Motion Planning. This tutorial is for e  UE Gl D (el sl e 2y
. . . ., obj_player . Xx, obj_player .y, true );
creating a basic. More can be doneWell, we have created a grid, but thé path start  (pth_move ,1,0, false );
though. does not mean it does anything. It ju¢ } i

sits there, soaking up your RAM anc

, _ ' “CPU process. So, now we have to matk Qf 0Stt e2dz

is simple, and can be done with one (pth_move) and edits it so that it
function. [ SuQa ale UKFU  &pecomes a pi between the starting
obj_block, that we want our enemy to point (3¢ and 4" argument, enemy x
go around and try to catch the player.and y) to the goal (band 6" argument,

Now, we can refer to the grid by usmrl{

The first thing you need to do is set up ¢

In the create event of your enemy, type:

S - Here, we use the following piece ofpbj player.x and obj player.y), it sets
Emp_grid_creaFe (Ieft,top,hcells, ! code: the grid that we put this path on,
; Vel el el e e { (grid_id), and finally, the "7 argument,
T ' mp_grid_add_instances  (id, - allows diagonal paths (if you want
Now, to set this up, we first have t¢ _ °Piectprec); . straight lines, set this to false.)

sp(.au-fy the- left and top  of th.e room. The next piece of code simply starts the
This is obviously 0, Ohat part is easy. | et me explain this. The MP grid Workipath. |t starts pth_move at a speed of 1

Next, we have to decide how many cellign spaces hat are available and (this can be changed.) Warning: DO NC
go horizontally. To do this, we must firstynayailable. So, to make our enemy 9CHANGE THE LAST TWO ARGUMEI
figure out the width and height of our around the unavailable spaces, we WanTis will make the path be wrelative
squares. You will usually want eithelto set obj_block as unavailable. We cal, try to loop. You DO NOT midhis!
McEMc 2NJ oHEOH® [ &350 add the grid id, which we defined

a game where the Al searches on 16xlinside of grid_id. Prec is short forr St £ = GKI G4Qa AdG3 |
squares. So, the cell width is 16, and theprecision. You should usually switctAl. This article only covers the basit
height is the same. Now, we can gepredsion on to create a better effect. Sofunctions, but you can look in The GV
back to figuring out how many shouldpow, we can modify our code to this: Manual > GML > Gameplay > Motior
Planning for more information. | hope

i ' A S .
in order for _thIS to work, the r00mi mp_grid_add_instances  (grid_id,  obj | this guide will be of use to you as yot
width and height must be a power O plock , true ); | progress in your Acareer.

the width and height. So, fohcells and:y )
vcells, we instead type this finished Sean FlanaganA

6|Page July, 2007 http://markup.gmking.org
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Dragon Script vsGMEditor DEVTOOLS

2 K8y Al O2Y8a G2
simplistic. | make websites using on
aAONRaz2FiQa b23SLJ
code GML in that as well. So you c
imagine how | feltwvhen | took my first
look at Dragon Script recently.

—— vy 4

The only difference | find betweel
Notepad and the buiin GML editor
(below) is that the latter has colou
coding and a quick reference at th
bottom. This suits me very wetl both
of those feature are really useful wher
coding. They help me to lay out m
screen and remind me of all th
arguments | need to know.

e - P

I think the thing which | really love
about the builtin GML editor is its
AAYLIX AOAGERY AlQa
¢ 2 Y RS NJF dst nothing KrSuNd @
distract you, nothing there which yot
suddenly feel you should be using.

Dragon Script is very different. It
interface is covered in buttons
textboxes and dromown boxes, all

http://markup.gmking.org

showing tools which could potentiall:
be useful at some pot but which seem
G2 3IS4G Ay GKS g1t @
code. Although the main typing window
is quite obvious, it is a bit overwhelmin
and difficult to figure out where to start.

I notice too, that Dragon Script seerr
very separate to GM. It seems dika

completely separate program
Admittedly, it is, but the builin editor

¥FSSta ftA1S AdQa L
DS feels external, in the same way th
using word to edit GML files would.

| think my real distrust stems from twc
GKAY3IAY rmh N&Kk YsedNd it sb
LQY 6FNEB YR | 0A
old editor back. Secondly, the colot
scheme is different. This may sour
NBIFffe LIAOle odzi
KStf L) odzii y20AO0OAYy3
seeing my variables show up in lig
blue and constants in brown but here
GKFG AayQd GkKS C
colour system, as in Game Maker,
fully customisable.

.dzi L OFyQid NBIf
saying that the builin editor is better
than Dragon Script because | would |
prejudice and very unfair. Dragon Scrij
has some great features which mak
coding so much easier. The aut
complete feature works similarly to the
prompt at the bottom of the GML editol
but also tells you what each promg
actually is  (functions, constani
variable), which can be a great thing fc
new users of Game Maker Langua
who are not entirely sure whal
everything does.

The other main special feature c
Dragon Script for me is the Functic
Lookup which, surprisingly enougl
looks up functions. It gives askcription

July, 2007

of what the function does, explains |
arguments and links you to the relevai
article in the Game Maker help files.

wi Ve toan

el Lnaewsa o

In conclusion, | think Dragon Script
very useful tool for people new to Gam
Maker Language. It has lots of tools |
explan functions and keep everythin
on hand. However, | think more
experienced users would find the buil
Ay SRAG2NI 0SGiGSNI

fancy lookup tools but instead just &
plain window to quickly edit their codes

Switching to Dragon Script

First, sel ect the AScri|
in the Game Maker Preferences:

-
Scrpts and Code

Select to fAUse exte
then enter the path for the Dragon Script
exe:

*) Use gatetnal code editor

<

weg\G armeM aka\S crpta\Diagon Scrot\DS

You can click on tt

the program in your files:

LOOK Jr A L Egon Sonpd

L dsts
-, e
= [

— PR 0 OV

Jecent

Gregory A
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Powered by:

- A/
Script of the Month "8y <CRIPTS

Our favourite GML script resourgeGMLscripts.cong has done | #
it again, releasing over 100 GML scripts! One of the scripts ti ™ Arguments: N _ _
. . **  gsession the editing session ID provided by
have really appealed to me is callgglite_edit_begin ~ which sprite_edit_begin()
initiates the editing of a sprite by taking advantagfea feature

*%

introduced in Game Maker 6.1: Surfaces. . Re,:imis,;g
I ** Notes:
H . H ; ; i ¥ Ends the editing session started with

_Script #1. sprite_edit begin  sprite_edit_begin, replacing :
i I* i © % the old sprite with the edited sprite and freeing the
. ** Usage: : editing surface. ;
. **  session = sprite_edit_begin(sprite) vy .
b 1 ** Dependencies:
Lok Arguments: **  sprite_edit_begin()
. % sprite sprite to edit o
Lo 11 ** GMLscripts.com
. ** Returns: *f

**  gsession an editing session ID {

* : var session, p, surface, sprite, w, h, n, prec, tran,

** Notes: * smth, load, xoff, yoff, temp, i;

**  Begins a sprite editing session. All draw commands are
directed to a

**  surface holding the a horizontal strip of each of the
frames in the

i session = argument0
i p = string_pos (“',session);
i surface = real (string_copy (session,1,p -1));
1 sprite =  real (string_copy (session,p+1,10));
**  given sprite. When finished editing, call function E w = sprite_get_width  (sprite);
sprite_edit_end() h = sprite_ge t height (sprite);
**  toimple ment the sprite changes and to reset the drawing i i n = sprite_get_number (sprite); !
surface. i prec = sprite_get _precise  (sprite);
**  Resets blending mode to normal. 1 tran = sprite_get_transparent (sprite);
* i smth = sprite_get_smooth (sprite);
** Dependencies: i load = sprite_get preload  (sprite);
**  sprite_edit_end() i xoff =  sprite_get_xoffset (sprite);

**k

yoff =  sprite_get_yoffset (sprite);

** GMLscripts.com E temp = |
*/ , sprite_create_from_surface (surface,0,0,w,h,prec,tran,smth,load ,
{ i xoff,yoff); i
: var sprite,a,w,h,n,xoff,yoff,surface,i; ' for (i=1; i<n; i+=1) { i
; sprite =  argumentO; li sprite_add_from_surface  (temp,surface,w*i,0,w,h); i
a= draw_get _alpha (); : } :
w = sprite_get width  (sprite); i sprite_assign  (sprite,temp); i
h = sprite_get_height  (sprite); i sprite_delet  e(temp); i
n= sprite_get_number (sprite); i surface_reset_target  (); !
xoff = sprite_get_xoffset (sprite); i surface_free (surface); :
yoff =  sprite_get_yoffset (sprite); i } i
surface = surface_create (w*n,h); T e
surface_set_target  (surf ace);
draw_clear (c_black ); .
draw_set_blend_mode_ext (bm_one bm_zero); Use
?gf“’(";;‘?tii'_pi'lazlgl)' { - Using this set of scripts is simglell you have to do is begin
draw_sprite  (sprite,i,i*w+xoff,yoff); . with asprite_edit_begin() script call, start using draw
} . featuresin the same eventind then save the sprite by
draw_set_blend_mode (bm_normal); ' . .
draw_set_alpha (a): . callingthe sprite_edit_end()  Script.
] return (string (surface)+:'+  string (sprite)); . . ~ . ~ i
)  {dzOK | LINROSRdzZNBE R2SayQu KI

since after it is complete one time, the sprite will be saved
like that, and could be used at any time.

e ! Eyas Sharaih&
. ** Usage: i
L sprite_edit_end(session)

8| Page July, 2007 http://markup.gmking.org
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File Search Functions TUTORIALS

File Search functions in Game Makereturn multiple values; so only a sigle include wildchars (*) which basically
have a multitude of uses, and are cruciavalue will be returned for the first file means any character or a group of
to several types of games. Compared tfinding function. Other files will be characters.

other functions, it is hard to make upreturned in the find next function.
creative uses for file search functions
since what they do is pretty straight
forward ¢ find files.

{22 dzaAy3 afpé Fa
The order of how the values arehaving all files being returned. Using ¢
returned is ascending, so a file called f PG EGé g2dzZf R NBGd
GF NY¥2Nw»Ooagé oAttt g@Sy RANBOG2NERO® !

GoA]lSP233¢ D would result in returning all folders that
The Basics have the gmk extensioand begin with
Though many people think of file searct GKStt2yeé @

Arguments

The  file_find_first() function The Attributes

multiple  files under the same requires two arguments: the mask andThe attributes argument is a (collection)
conditions. To start finding files, thethe attributions. While the find next of realvalued variables that could be
file_find_first() function is used. function has no arguments, as it reliesadtvjed , up together wusing regular
After that function, file_find_next( on the find first command. adRAUAZ2Y abeg AYy DI

. : attributes, the real value 0 is used. Here
functions could be used to find the next-l_he Mask

file under the same conditions as thOSEThe mask for a file is a string that shoultIS a_ " Of- vEriaDISS 19 e s with e
outlined in the first command. attributes in the table below.

match with both the name and locain
¢2 Of 2a8 K Sfindihg, kaN.of the file to be found. The mask could

simple file_find_close() function is Variabl . _
functions cannot be used anymore. fa_readonly A read only file

fa_hidden

Obviously, if multiple file possibilities

fa_directory

as a limited mechanism to find a single
file, it actually is capable of finding

existed for a search conditions, multiple
files need to be returned. Also a well = eIl A volumeid file(which represents the

%2 gy FLEOG A& GKIC volume of a drive)
M I DI N t To return files that arereadonly,
LU . O eS hidden, and system fileg,fa_readonly
S . This small DLL allows anyone + fa_hidden + fa_systemfile ) isused.
> play any note on any MID
I I I instrument. You could eithel Returned Values
.choose IR .anc If such a file exists, only thrameof the
instruments to play, or simply | g0 il pe returned. This means that the

play an entire MIDI file. The
DLL comes with two example:
both GM6.

path (location) of the file will not be
returned, however, the file extension
will be part of the name returned.

Get it now!
http://xrl.us/MIDINotes Q
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File Search Function€ont.

If the file being searched forogs not | f2+" \"+string (filename_name (file)));

SEA&alGT |y SyLie

returned. This could be used to cour , i
the number of files satisfying a certai file_find_close

file_delete
file=file_find_next

(f1+" \"+string (file));
0;

0;

set of conditions by using a simple while
loop that adds 1 to a counter each timeCounting files in a folder

file_find_next()!=""

Applications

Copying All Fold er Content

. FO=string (argumentO);

i //Script: move_folder()
/Imove_folder(string folderl, string

© [ffolder 2);

© /IFolders must not include final
Ilbackslash courtesy of Eyas Sharaiha,

H{

[lfeatured on MarkUp

/IScript: count_folder() |
/lcount_folder(string folder); i
/ IFolder must not include final backslash i

i=0; :
file= file_find_first (FO+" \ *"0); |

" while (file!="") 1
1 :
i+=1; :

)

. file_find_close

fl=string (argument0);
f2=string (argumentl);

file= file_find_first (fa+" \*",0) ;
while (file!="")

file_copy (f1+" \"+string (file),

3D vs. 2D Games

The comparison between 2D and 2
games is, to most, striking. Whilst 3
games give you a sense of depth a
three vertices to play with, 2D can onl
attempt to give a reap 2 N R T
tends to fail.

But why is it that 3D games are moi
popular to gamers of today? Looking
the top viceo game sales at Sa C
earlier this morning, only one of the
twenty shown did not have a 3L
environment. But said game wa
interface based and so was barely
either.

The main gaming difference betwee
2D and 3D is, in my eyes at least, is wi
you can @ with each one. 3D provides

10| Page
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file=file_find_next

0:
0;

TUTORIBAS

still find their ways to multiple games

. both with Game Maker on the GMC ar

other commercial games as well.

Finding files could be useful in multipl
ways ¢ either when searching for ¢
particular file in multiple destinations
or even searchingfNJ I FAf S

name is not known. File findin
functions could be used to create folde
operations, or just as a method c

- storing settings, counting files, etc.

. One good example | can now think of
counting the number of .sav files in
directory so that a game could displa

the names of all saved games in

certain directory.

Conclusion

While finding folders might not have All in all, the possibilities are endless!

YIye &RhEGEFBSeE

very extendible, multdimensional
situation whilst 2D is preferred foi
simple, smaller games.

The third dimension allows producers «
games to make various differer
extensions to simpler 2D gameplay.
first-personshooter can give the player
the opportunity to hide behind walls ol
above their opposition; something
which 2D topdown games cannot offel
so easily. In racing games too, the thi
dimension can give aaxis, letting cars
go off ramps, or really fly in collisians

That isn't to say that 3D is the be:
arrangement to use though. Simpl
arcade or puzzle games work perfeci
in 2D. There is absolutely no reason w

July, 2007

Eyas Sharaih&

EDITORIALS

someone would need to make .
Pacmanor space invaders game i
3D. If anything, this would take awa
the fun of it ¢ the original, traditional
gameplay element.

It is the extendibility of 3D game
that make them so popular to the
gaming audience. It's not often that .
2D game is made that has a gre
storyline and complex and dynami
gameplay. With 3D, that'a breeze.
Thus, you can make a simple mir
game in 2D very successfully but,
you want to make something reall
vibrant and exciting, 3D is whe
should be used.

GregoryA
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Seiklus (17)

Where do | begin? Well maybe becau
this game is somewhat confusin
because this game has too many go
and bad points that it is difficult to tall
02dzi odzi LQff R2

It is very addictive, well until you finis
the game then you just throvit away,

y20 GKIFG GKIFGQa |

is the case with every short tern
I RRAOGAGS 3FYSZT |

choice of the author.

Game play

A simple addictive game, | do think thi
FFGSNI LX Fe@Aay3 Al
again. But nonehte less it did achieve
addictively even though short term, yo
1y296 AliQa 2yS 27
to play because it is worth it, but it a
comes down to, | think, whether yol
want to play it again, and in thi
category it failed remarkably.

http://markup.gmking.org

Also there are some aspects of the
3FYS GKIFIG @&@2dz R2Y
there for, like the Piang what is it for?
Obviously you have to play a tune bi
there is no indication of that anywhere
Something should indicate that, as | s¢
there are many aspects othé¢ game
that remain as | see vague ar
unanswered.

Controls
The simple up, down, left, right arrov

7 July, 2007

REVIEWS

keys technique, it never gets old, ea:
to use and above all everybody is us
to it.

10/10 now really how can it get an
other score, tell me?

Presentati on

Gt NBaa waQés GKIFG
dO0ONBSy Aazxr GKSy a4
which of the three saves to continue
but is this really what you call nice
cause sure it is boring and lacl
stimulus.

There is no indication about buttons,
replayed pmrts of the game once toc
many times over and over agai
because | did not know what it was, k
GKS gle& Al Aa af{ ¢

Story line

The story begins by the player beir
blasted off a mountain away from hi
girlfriend/sister/wife, and then nothing
gives indicatia of what is your main
objectives, well at least until you get t
the lights near the cave exit.

¢CKS adG2NEB A&z L
this, short, ok the areas are not ver
predictable but there is no indication o
the story other than in the beginning.

Graphics

Game graphics are those of platfori
3 ySa OFyQlh NBIEf
that is how old school games shou
look, 1 do not think platform games hav
reached their full graphics potential, bt
GKIFIadG Aa y2 2ySQa
commercial deglopers, they got us
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Seiklus (17Cont.

used to the idea that platform game
should look like this.

Only problem is the shape of th
character he could have been dor
better i.e. not just a white, more thar
cartoonish ghost like man, try puttine
on some cloths on him.

Music

Turn off your speakers and on with yol
headphones! How could anyone star
that much repetition, but on there
GLX dza¢é &ARS (GKSNB
you get no music, so | urge yduyou
are playing this game put on your ow
playlists on your musiplayer, the music
at first is stimulating but after a few
minutes of game play it starts to ge
annoying.

8 e A
L]

8 s B

200e R

st aaf\Suve
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Conclusion

The game is addictive yes, but it gets

boring after a while, in my opinion the

game achieves greatness if the player
wishes to play it me@ than once which

this one has failed miserably.

Sound effects

Well, there are very few sound effects |
the game but they are generally ok, th
game does need more especially duril
movement, wéking of jumping not just
when being kidnapped, taking th
colored fire things, or playing the giar
piano.

Conclusion

Pros Enjoyable theme,
gameplay, and overall feel.
Cons Unpleasant to the
eyes and ears.

It all starts here,
Michael Sharaihd

Ratings

Game Play
0

Download Size2.6MB
Download TypeGame .zip
Author: clysm autofish.net
Released8/15/03

Get it Now:
http://xrl.us/seiklus

Graphics


http://markup.gmking.org/
http://www.autofish.net/
http://xrl.us/seiklus

Arena

What they say

Arena is the tweplayer game where
opponents battle within the confines o
a random maze. With lots of option
and multiple paths to victory, Arena i
never the same game twice. This is
great rivalry game where two goo
friends can sit down and blast away
each other. This isy first original video
game.

Review
Arena lives upto and exceeds n
expectations. | first downloaded thi

game in 2003 and | am still playing
today. Games which have two playel
controls contained within a single
keyboard often spell disaster, hower
in Arena there are no key clashes,

http://markup.gmking.org

awkward reaching across yoL
opponent to the other side of the
keyboard. With a vast array of in gan
customisation available and Arena
amazing random maze generator, eau
game really is different.

It is possike to win within seconds or
games can last 20, 30 minutes or mer
it all depends on how you choose to s
up the game and your starting positio
in relation to sentries, bases, powerug
and your opponent.

A Kkey aspect of the game |
customisation- there is so much about
the game you can modify and this ce
change the game dramatically. You c
control the availability of powerups
these consist of double fire toggle:
bouncing bullet toggles, and coins whic
represent  health.
As well as setting
the number of each
kind of powerup to
be randomly distr

buted around the
maze, you also de
cide whether or not
the powerups are
replenished during
the game or if once
they are taken they
are gone. You car
even export your
favourite configur

ation to be loaded
next time you play
Arena.

So, what is the aim
of the game? There
are a number of
different ways you
can win Arena -

July, 2007

REVIEWS

depending on the options you select.

your opponent dies before you, yol
win. It doesn't matter whether your
opponent is killed by serts, yourself
or a combination of the two. If the
option is selected you can win if at ar
stage during the game you have ft
health - of course for this to work
players must not start with full health
There are also circular bases dotte
around the mae, the number of which
can be specified in game setup. If a
one player controls all bases they win.

As well as your opponent you also ha
to watch out for the ingame sentries.
These patrol certain areas of the ma.
in a straight line, constantlyhsoting

out. If you get hit by a bullet you loos
health, but beware sentries will als
collect powerups to improve theil
bullets and increase their health if the
are in their path. Sentries also colle
bases if they come across one, so wal
out!

As atwo-player game Arena makes us
of Game Maker's views function t
enable a split screen, one side followir
each player around the maze. If you'
quick you may be able to grab a snea
glance of your rival's location, bu
likewise this makes you vulndriz too.
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Arena REVIEWS

There are no notable bugs in the gam
the maze generator only create
solveable mazes, so there is no chan
of being isolated from half of the game
The only slight problem is that, if you tr
hard enough or are unlucky enough, yc¢
can get yair ship stuck on the end of «
section of maze wall however this
occurs very rarely.

There are no oveused sound effects,
however if you are playing lots of game
in a row the mission impossible them e — — S = e .
tune on the menu and game setu I OAT A0 ObP1 EO OAOAAT AITI11 x0
screens may start tget irritating. The The grghics and effects aren't amazin The game is accompadiewith an in
game does have background music k£ but in a game like this there is no nee game help file, and the installation als
this does not distract from the for professional quality graphics as th includes a textual version of the
gameplay. Perhaps the shooting sour would just increase the file size. Tt documentation which covers all aspec
effect will becoming irritating, especiall sprites used are perfectly suited to th of the game and explains whe
if your opponent likes to hold down fire game and nothing looks out of place.  everything in the game does.

Pros: Detailed instructions included Wi game. Virtually

RatlngS every aspect of the game can be changed.
Cons: Menu music may get annoying. Small issue
Documentation occasionally getting stuck.

Overall:An excellent tweplayer Game Maker game.

Download Size2.5MB

Download Typeinstaller

Author: Dennis ToneyDelta 9 Games
Game Maker Versiod.3
Released2/4/2003

Get it: xrl.us/arena
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