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Teamwork Pt. 2 
Welcome to Issue 5 of MarkUp, the only 

active GM magazine officially endorsed 

by YoYo Games J 

/ƻƴǘƛƴǳƛƴƎ ŦǊƻƳ ƭŀǎǘ ƳƻƴǘƘΩǎ ŘƛǎŎǳǎǎƛƻƴ 

ƻƴ ƭŀǎǘ ƳƻƴǘƘΩǎ ŘƛǎŎǳǎǎƛƻƴ ƻƴ Ƙƻǿ ǘƻ 

most effectively have a game 

development team (the concepts will 

work with most any team however) we 

go on to..... 

Sharing work  
When you are working in a geologically 

separated team, you need an efficient 

way to store and distribute work, and to 

list who will work on what. 

Email can help with 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.basecamphq.com/ 

Basecamp is probably the most well 

known online collaboration tool.  It lets 

ȅƻǳ ƳŀƴŀƎŜ άǇǊƻƧŜŎǘǎέ όǘƘŜ ŦǊŜŜ ǾŜǊǎƛƻƴ 

allows only one project, with unlimited 

participants), with events, deadlines and 

issues.  It works like a specialized forum, 

allowing team members to track every 

detail of the project. 

 

The free plan allows only one project, 

has no on-ǎƛǘŜ ŦƛƭŜ ǎǘƻǊŀƎŜΣ ŀƴŘ ŘƻŜǎƴΩǘ 

use SSL.  You can get premium versions 

with more features starting at 

$12/month. 

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

DƻƻƎƭŜΩǎ ŎƻƭƭŀōƻǊŀǘƛǾe office tools let 

multiple people work on documents 

simultaneously.  Perfect for working on 

team plans and the like. 

 

SVN 
SVN is the ultimate way to keep source 

code files synchronized between 

members of a team; it can work for just 

one person (to keep play-by-play 

backups) or for 10,000 people. 

 

Best of all, you can get SVN hosting for 

free.  Two popular sites to get said 

hosting are assembla.com and 

unfuddle.com.   

See you next month! 

Robin Monks Â 
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One of the easiest ways to improve your 

knowledge of Game Maker and discover 

new possibilities is to use examples. 

Examples are a great way to include 

extra features in your game or to 

discover new ways of creating things. 

This month I am looking at some of the 

great places to find the examples you 

need. 

GM Tutorials  
http://gmtutorials.com/   

 

Yƴƻǿ ǿƘŀǘ ȅƻǳΩǊŜ ƭƻƻƪƛƴƎ ŦƻǊΚ Da 

Tutorials has a group of creators who 

constantly add to the list of examples on 

the site. There are currently over 200 

examples and tutorials ranging from RTS 

examples to fog or even a scroll bar 

example. Just go to the site and have a 

look.  

The tutorials are handier for novices as 

they provide a bit of a walk through to 

go with any examples that they may 

include with the tutorial. 

Simon Donkers  
http://xrl.us/simondonkers 

 

So what if you want complete game 

examples? Check Simon Donkers out. 

His site has a complete collection of full 

working game examples created in 

GM5 and 6 including breakout, snake, 

Pacman and more. There are also a few 

ŜȄŀƳǇƭŜǎ ǘƘŀǘ ŀǊŜƴΩǘ Ŧǳƭƭ ƎŀƳŜ 

examples there as well. 

GM Resources 
http://xrl.us/gmres 

 

bƻ ƛǘΩǎ ƴƻǘ ǘƘŜ Da wŜǎƻǳǊŎŜΣ ƛǘǎ Da 

Resources; the key difference being the 

ǇƭǳǊŀƭ ƻƴ ǘƘŜ ŜƴŘΧ !ƭǘƘƻǳƎƘ ǘƘƛǎ ǎƛǘŜ 

ŘƻŜǎƴΩǘ ƘŀǾŜ ǘǊǳŎƪ ƭƻŀŘǎ ƻŦ ŜȄŀƳǇƭŜǎ ƛǘ 

ƛǎ ǎƭƻǿƭȅ ƎǊƻǿƛƴƎ ŀǎ ƛǘΩǎ ŀ ǳǎŜǊ ōŀǎŜŘ 

submission site that has many user 

submitted examples; many of those 

being 3D examples.  

As the site is user submission based 

some examples may be lower quality 

than others so check any feedback 

before downloading (if the example has 

been reviewed or rated). 

Conclusion 
{ǘƛƭƭ ŎŀƴΩǘ ŦƛƴŘ ǿƘŀǘ ȅƻǳ ǿŀƴǘΚ 

GameMakerResource.com has links to 

plenty of other Game Maker sites with 

examples for you to download; so if you 

ŎŀƴΩǘ ŦƛƴŘ ǿƘŀǘ ȅƻǳ ǿŀƴǘ ƘŜǊŜΣ ƧǳƳǇ ƻƴ 

there and browse the rest of the sites in 

our listing. 

Remember as with all resources to give 

credit where credit is due. Creators 

deserve credit for their time and effort.  

Jason Stockton,  

GameMakerResource.com  Â  

 

EDITORIALS GMR Featured Resources 

Tinyweb 

QUICK REVIEW 

The tinyweb DLL is a web 

browser DLL that allows you to 

embed either local .html 

documents in your game, on 

even better, allow your game to 

open certain sites within. There 

are other browser DLLs out 

there, but this one is tiny, easy 

to use, and comes as an 

extension, library, and a bunch 

of scripts as well. The source is 

also included. 

Get it now!  
http://xrl.us/tinyweb  Q
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Arrays vs. Lists 
The concept of arrays is basic and 

familiar to the majority of the 

programming languages out there. An 

array is a variable that is capable of 

storing multiple values, according to its 

index ς which could be 1-dimensional or 

2-dimensional in Game Maker. 

However, Game Maker contains an 

excellent data structure ς lists. A list is 

always 1-dimensional, and contains 

different values (sorted or not). Many 

other data structures exist in Game 

Maker, such as stacks and queues. What 

makes lists special is that it has direct-

access, as opposed to their sequential 

access. 

It might be easy to establish how arrays 

differ from regular variables, and how 

lists differ from other data structures. 

But the real question is: when to use 

lists, and when to use arrays ς and 

which is better? 

Understanding the differences  
To be able to wisely choose which 

method to use for a particular case, the 

differences between lists and arrays 

must be established. 

First, a clear advantage of arrays over 

lists is ability of using 2-dimensional 

ŀǊǊŀȅǎ ǘƻ ŦƻǊƳ ΨǘŀōƭŜǎΩΦ [ƛǎǘǎ ǇŀǊǘƛŎǳƭŀǊƭȅ 

fail at this, and storing multiple 

variablŜǎ ƛƴ ŀ άǊƻǿέ ƳƛƎƘǘ ƭŜŀŘ ǘƻ ǘƘŜ 

need for string manipulations, or other 

tricks. 

The use of CSV files to store data has 

been covered in the previous issue of 

MarkUp, and such an application is 

better implemented with arrays. 

However, lists have their own 

advantages as well. First of all ς 

according to Mark ς handling lists is 

much faster and resource-friendly than 

arrays. So if you care about speed, lists 

have a good advantage. Not only that, 

but lists also can have data inserted to 

them in the middle, added to the end, 

sorted and re-sorted at any time, and 

more. Lists just fascinate me! 

The major disadvantage of lists is that 

they are not saved with the game! So if 

ȅƻǳΩǊŜ ƎŀƳŜ ǳǘƛƭƛȊŜǎ ǎŀǾŜκƭƻŀŘΣ ȅƻǳΩƭƭ 

either have to make your own save 

mechanism (like I did for one of my 

projects), or just make a script that 

loads the list after loading the game. 

On the upside, though, Game Maker 

already provides reading and writing 

functions for lists, so you can easily save 

scripts to files and load them. 

Where lists shine  
LΩǾŜ ƳŜƴǘƛƻƴŜŘ ǘƘŜ ƎƻƻŘ Ǉƻƛƴǘǎ ƻŦ ƭƛǎǘǎ 

in short before, but hereΩs some info 

ŀōƻǳǘ ǿƘŀǘΩǎ ǊŜŀƭƭȅ ƎǊŜŀǘ ŀōƻǳǘ ƭƛǎǘǎΥ 

Copying Lists 

A list could be copied from one id to 

another. This could hardly be achieved 

by arrays ς but with lists, it only requires 

a single quick function. Copying a list is 

more useful than it seems, but its 

ŀǇǇƭƛŎŀǘƛƻƴǎ ŘŜǇŜƴŘ ƻƴ ǘƘŜ ǿŀȅ ȅƻǳΩǊŜ 

using the lists in the first place. 

For example, a list could be used to 

store multiple copies with multiple 

arrangements. Such an application 

allows a host of things to be done, 

including simple procedures such as 

finding the mode of values. 

A more specific example is something 

ƭƛƪŜ ŀ άǎƻŎŎŜǊ ǘƻǳǊƴŀƳŜƴǘέΦ ²Ŝ ǎŜŜ ƛƴ 

all FIFA games how teams are drawn up 

ς such that teams in the quarterfinals, 

semi-finals, and finals are all displayed. 

This could be also done by copying a list 

of participants to other lists, and 

removing unqualified teams. 

Another application is the use of 

άƛƴŘŜȄƛƴƎέΣ ǎƻ ǘƘŀǘ ŀ ƭƻƴƎ ƭƛǎǘ ƛǎ ŎƻǇƛŜŘ 

to different smaller lists, and all the list 

items except for those starting from a 

particular letter are removed. This 

results in having smaller lists, each 

having values starting with a single 

letter. When those are further sorted, 

they could be used in an index-like 

atmosphere, such as a dictionary. 

Getting List Size 

When using arrays, we almost always 

have to include another variable that 

ŀŎǘǎ ŀǎ ŀ άŎƻǳƴǘŜǊέΣ ǎƻ ǘƘŀǘ ǘƘŜ ƎŀƳŜ 

only performs certain operations on the 

number of items that are there in an 

array. A list eliminates the need for such 

variable. 

Easy Insertion of Values  

Easy insertion of values to scripts is one 

of the things I LOVE about them! To 

properly insert a variable in an array, a 

loop should be performed to move all 

items occurring on or after the point of 

insertion one further step. This is all 

done automatically with lists, and not 

only that, but also much faster (in terms 

of execution speed). 

Easy Removal of Values 

Once a value is deleted from a list, all 

values fix their positions. Basically, it is 

ǘƘŜ ǊŜǾŜǊǎŜ ƻŦ ά9ŀǎȅ Insertion of 

±ŀƭǳŜǎέΣ ǎƻƳŜǘƘƛƴƎ ǘƘŀǘ ŀƭǎƻ ƛǎƴΩǘ 

natively available for arrays. 

Searching Capabilities  

The searching capabilities for lists are 

Q 

TUTORIALS 

http://markup.gmking.org/
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Arrays vs. Lists Cont. 
extremely useful. You can find the value 

of a list row from its position, or get that 

ƭƛǎǘΩǎ L5 ōȅ ǿǊƛǘƛƴƎ ƛǘǎ value. Both give 

great possibilities, especially when used 

in conjunction with other list functions, 

such as sorting. You can find the nth 

nearest instance from a particular 

object, etc. 

Sorting  

One of my favorites! You can sort all 

values in a script either ascending or 

descending. This also works for both 

numbers and text pretty well. This is 

pretty useful when using the list data 

structure to draw and actual list on the 

screen, which could become long. 

Shuffling!  

LΩƳ ƛƴ [h±9 ǿƛǘƘ ǎƘǳŦŦƭƛƴƎΦ Lǘ Ƙŀǎ ǎƻ 

many uses, ranging from the obvious 

άŎŀǊŘǎέ ǘƻ ǘƘŜ !L ŦƻǊ ǎǘǊŀǘŜƎȅ ƎŀƳŜǎΣ ƻǊ 

the order of events in a timeline for 

another. 

Where Arrays Shine  

Tables 

Thought variable[4]  arrays could be 

useful, something I really like about 

arrays is the use of two-dimensional 

arrays, like this variable[6,3] , to locate 

ŀ ǾŀƭǳŜΩǎ Ǉƻǎƛǘƛƻƴ ōƻǘƘ ƻƴ Ȅ ŀƴŘ ȅΦ ¢ƘŜ 

use of two-dimensional arrays as tables 

is very interesting but will not be 

discussed in any further detail in this 

article. 

Changing Values 

Changing the fourth row of the array 

άǾŀǊƛŀōƭŜέ ŦǊƻƳ р ǘƻ с ƛǎ ǇǊŜǘǘȅ ǎƛƳǇƭŜ ƛƴ 

arrays. A simple line of code: 

variable[4]=6;  

But in lists, a ds_list_replace  function 

needs to be called, and the position of 

the row needs to be known (since with 

ƛƴǎŜǊǘƛƻƴ ŀƴŘ ǎƻǊǘƛƴƎΣ ƛǘΩǎ Ŏƻƴǎǘŀƴǘƭȅ 

changing) using yet another 

ds_list_find_index  function. So it could 

be pretty painful at times. 

Conclusion  
Though lists could be used for 

everything, and arrays could be used for 

everything ς some things are better 

handled by one mechanism than the 

other. Everything could be achieved, but 

when the results are the same, you 

might have to consider what is easier 

and quicker to write, and which is faster 

to execute. 

Eyas Sharaiha Â 

TUTORIALS 

The MMORPG Makers 
EDITORIALS  

LΩƳ ƴƻǘ ǎǳǊŜ ƛŦ L ƳƛǎǎŜŘ ǎƻƳŜǘƘƛƴƎ when 

I joined the GMC. I think there were a 

set of rules for new members which I 

ǎƻƳŜƘƻǿ ŘƛŘƴΩǘ ŦƛƴŘΦ LǘΩǎ ŀ ƎǊŜŀǘ ǎƘŀƳŜ 

L ƘŀǾŜƴΩǘ ŦƻǳƴŘ ǘƘŜƳ ǊŜŀƭƭȅΦ !ǘ ƭŜŀǎǘ 

then I might be able to understand the 

ƳƻǊŜ ŎƘŀƻǘƛŎ ƻŦ ǇŜƻǇƭŜΩǎ ŘŜŎƛǎƛƻƴǎΦ 

In almost every board on the GMC, it is 

possible to find a topic by someone 

wanting to create an MMORPG. This 

person usually would have joined in the 

last few weeks, or has been around for 

ŀǘ ƭŜŀǎǘ ŀ ȅŜŀǊ ŀƴŘ ŀ ƘŀƭŦΦ ¢ƘŜǊŜΩǎ ǊŀǊŜƭȅ 

someone in between those times. 

The new members will be really 

enthusiastic about their project, 

expecting to have a game better than 

big names like RuneScape by the end of 

the week. The more experienced users 

will be coyer about their plan and then 

either decide not to follow it through or 

disappear for a few weeks as they work 

on a starting demo. 

The truth is that creating a MMORPG 

takes an awful lot of work. You need to 

set up servers, understand all the online 

functions inside out and also create 

ǎƻƳŜǘƘƛƴƎ ǘƘŀǘΩǎ ŀŎǘǳŀƭƭȅ ǿƻǊǘƘ ǇƭŀȅƛƴƎΦ 

Nobody wants to look at their player 

standing in a room and not being able to 

move them. 

I tried to make a MMO once. It was 

going to be a platform game where the 

user could design their character and 

then use it to explore the online world. 

When I got to making it mǳƭǘƛǇƭŀȅŜǊΧƛǘ 

fell apart (though if anyone is 

interested in reviving it, contact me). 

The truth was, of course, that I knew 

nothing near enough about creating 

ƳǳƭǘƛǇƭŀȅŜǊ ƎŀƳŜǎ ŀƴŘ L Ƨǳǎǘ ǿŀǎƴΩǘ 

up to it. 

²Ƙŀǘ LΩƳ ǘǊȅƛƴƎ ǘƻ ǎŀȅΣ L ǎǳǇǇƻǎŜΣ ƛǎ 

that you have to know your 

limitations. Although you should 

always try and do your best, and 

make a game as well as you can, you 

ǎƘƻǳƭŘƴΩǘ ǘǊȅ ŀƴŘ Řƻ ǎƻƳŜǘƘƛƴƎ ǘƘŀǘ 

ȅƻǳΩǊŜ ƛƴŎŀǇŀōƭŜ ƻŦΦ Lǘ Ƨǳǎǘ ŘƻŜǎƴΩǘ 

follow. Having said that, if you can 

do, you should go for it. 

Gregory Â 

 

http://gmc.yoyogames.com 

http://markup.gmking.org/
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AI: A Clever Opponent 

The burden of creating artificial 

intelligence is that it is so hard to 

program. Professional developers can 

take months or even years just figuring 

out AI for a single enemy. Luckily, Game 

Maker comes with a feature that can 

help this problem, which is motion 

planning. 

Motion planning is a simple yet effective 

ǿŀȅ ƻŦ ŘƻƛƴƎ ΨǎŜŀǊŎƘΩ !LΦ Lƴ ǘƘƛǎ ǘǳǘƻǊƛŀƭΣ 

you can learn how to make your own 

search AI and have an enemy chase 

after you. More information is provided 

in the GM Manual > GML > Gameplay > 

Motion Planning. This tutorial is for 

creating a basic. More can be done, 

though. 

The first thing you need to do is set up a 

grid the MP will be worked out on. This 

is simple, and can be done with one 

function. 

In the create event of your enemy, type: 

{  

mp_grid_create (left,top,hcells,  

  vcells,cellwidth,cellheight);  

}  

Now, to set this up, we first have to 

specify the left and top of the room. 

This is obviously 0, 0. That part is easy. 

Next, we have to decide how many cells 

go horizontally. To do this, we must first 

figure out the width and height of our 

squares. You will usually want either 

мсȄмс ƻǊ онȄонΦ [ŜǘΩǎ ǎŀȅ ǿŜΩǊŜ ƳŀƪƛƴƎ 

a game where the AI searches on 16x16 

squares. So, the cell width is 16, and the 

height is the same. Now, we can get 

back to figuring out how many should 

go horizontally and vertically. Note that 

in order for this to work, the room 

width and height must be a power of 

the width and height. So, for hcells and 

vcells, we instead type this finished 

piece of code: 

{  

mp_grid_create (0,0, room_width /16,  

  room_height /16,16,16);  

}  

That creates our grid. But we want to be 

able to refer to it. So, we change it into: 

{  

grid_id = mp_grid_create (0,0,  

  room_wid th /16, room_height /16,16  

  ,16);  

}  

Now, we can refer to the grid by using 

the variable grid_id. 

Well, we have created a grid, but that 

does not mean it does anything. It just 

sits there, soaking up your RAM and 

CPU process. So, now we have to make 

it do something. 

[ŜǘΩǎ ǎŀȅ ǘƘŀǘ ǿŜ ƘŀǾŜ ŀƴ ƻōƧŜŎǘΣ 

obj_block, that we want our enemy to 

go around and try to catch the player. 

Here, we use the following piece of 

code: 

{  

mp_grid_add_instances (id,  

  object,prec);  

}  

Let me explain this. The MP grid works 

on spaces that are available and 

unavailable. So, to make our enemy go 

around the unavailable spaces, we want 

to set obj_block as unavailable. We can 

also add the grid id, which we defined 

inside of grid_id. Prec is short for 

precision. You should usually switch 

precision on to create a better effect. So 

now, we can modify our code to this: 

{  

mp_grid_add_instances (grid_id, obj

_block , true );  

}  

Put this code in the create event, too. 

And there we go. Now we have our grid 

all set up and ready, so the last thing we 

do is make the enemy follow the path. 

tŀǘƘΚ 5ƛŘ ǎƻƳŜƻƴŜ ǎŀȅ ǇŀǘƘΚ hƘΣ ǘƘŀǘΩǎ 

right. Before you go on, make a 

completely empty path with nothing in 

it. Call it pth_move. This may sound 

Ŧǳƴƴȅ ǘƻ ȅƻǳΣ ōǳǘ ȅƻǳΩƭƭ ǳƴŘŜǊǎǘŀƴŘΦ 

Now, here is the big finale. In the step 

event of the enemy, put the following: 

{  

mp_grid_path (grid_id, pth_move , x, y

, obj_player . x, obj_player . y, true );  

path_start ( pth_move ,1,0, false );  

}  

LΩƭƭ ǘŜƭƭ ȅƻǳ ǿƘŀǘ ǘƘƛǎ ŘƻŜǎΦ 

mp_grid_path sets the path we selected 

(pth_move) and edits it so that it 

becomes a path between the starting 

point (3rd and 4th argument, enemy x 

and y) to the goal (5th and 6th argument, 

obj_player.x and obj_player.y), it sets 

the grid that we put this path on, 

(grid_id), and finally, the 7th argument, 

allows diagonal paths (if you want 

straight lines, set this to false.) 

The next piece of code simply starts the 

path. It starts pth_move at a speed of 1 

(this can be changed.) Warning: DO NOT 

CHANGE THE LAST TWO ARGUMENTS. 

This will make the path be un-relative 

and try to loop. You DO NOT want this! 

²ŜƭƭΣ ǘƘŀǘΩǎ ƛǘΣ ŀ ƎǳƛŘŜ ǘƻ ǳǎƛƴƎ ǎŜŀǊŎƘ 

AI. This article only covers the basic 

functions, but you can look in The GM 

Manual > GML > Gameplay > Motion 

Planning for more information. I hope 

this guide will be of use to you as you 

progress in your AI career. 

Sean Flanagan   Â 
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Dragon Script vs. GM Editor 

²ƘŜƴ ƛǘ ŎƻƳŜǎ ǘƻ ŎƻŘƛƴƎΣ LΩƳ ǾŜǊȅ 

simplistic. I make websites using only 

aƛŎǊƻǎƻŦǘΩǎ bƻǘŜǇŀŘ ŀƴŘ ǿƻǳƭŘ ƘŀǇǇƛƭȅ 

code GML in that as well. So you can 

imagine how I felt when I took my first 

look at Dragon Script recently. 

 

The only difference I find between 

Notepad and the built-in GML editor 

(below) is that the latter has colour 

coding and a quick reference at the 

bottom. This suits me very well ς both 

of those features are really useful when 

coding. They help me to lay out my 

screen and remind me of all the 

arguments I need to know. 

 

I think the thing which I really love 

about the built-in GML editor is its 

ǎƛƳǇƭƛŎƛǘȅΥ ƛǘΩǎ ǾŜǊȅΣ ǾŜǊȅ ōŀǎƛŎΦ ²ƘƛŎƘ ƛǎ 

ǿƻƴŘŜǊŦǳƭΦ ¢ƘŜǊŜΩs nothing around to 

distract you, nothing there which you 

suddenly feel you should be using. 

Dragon Script is very different. Its 

interface is covered in buttons, 

textboxes and drop-down boxes, all 

showing tools which could potentially 

be useful at some point but which seem 

ǘƻ ƎŜǘ ƛƴ ǘƘŜ ǿŀȅ ǿƘŜƴ ȅƻǳΩǊŜ ǘǊȅƛƴƎ ǘƻ 

code. Although the main typing window 

is quite obvious, it is a bit overwhelming 

and difficult to figure out where to start. 

I notice too, that Dragon Script seems 

very separate to GM. It seems like a 

completely separate program. 

Admittedly, it is, but the built-in editor 

ŦŜŜƭǎ ƭƛƪŜ ƛǘΩǎ ǇŀǊǘ ƻŦ Da ƛǘǎŜƭŦΣ ǿƘŜǊŜŀǎ 

DS feels external, in the same way that 

using word to edit GML files would. 

I think my real distrust stems from two 

ǘƘƛƴƎǎΥ tǊƛƳŀǊƛƭȅΣ LΩm not used to it so 

LΩƳ ǿŀǊȅ ŀƴŘ ŀ ōƛǘ ŎƻƴŦǳǎŜŘΦ L ǿŀƴǘ Ƴȅ 

old editor back. Secondly, the colour 

scheme is different. This may sound 

ǊŜŀƭƭȅ ǇƛŎƪȅ ōǳǘ ƛǘΩǎ ǎƻƳŜǘƘƛƴƎ L ŎŀƴΩǘ 

ƘŜƭǇ ōǳǘ ƴƻǘƛŎƛƴƎΦ LΩƳ ŜȄǘǊŜƳŜƭȅ ǳǎŜŘ ǘƻ 

seeing my variables show up in light 

blue and constants in brown but here, 

ǘƘŀǘ ƛǎƴΩǘ ǘƘŜ ŎŀǎŜΦ CƻǊǘǳƴŀǘŜƭȅ ǘƘŜ 

colour system, as in Game Maker, is 

fully customisable. 

.ǳǘ L ŎŀƴΩǘ ǊŜŀƭƭȅ ǎǇŜƴŘ ǘƘƛǎ ǿƘƻƭŜ ŀǊǘƛŎƭŜ 

saying that the built-in editor is better 

than Dragon Script because I would be 

prejudice and very unfair. Dragon Script 

has some great features which make 

coding so much easier. The auto-

complete feature works similarly to the 

prompt at the bottom of the GML editor 

but also tells you what each prompt 

actually is (functions, constant, 

variable), which can be a great thing for 

new users of Game Maker Language 

who are not entirely sure what 

everything does. 

The other main special feature of 

Dragon Script for me is the Function 

Look-up which, surprisingly enough 

looks up functions. It gives a description 

of what the function does, explains it 

arguments and links you to the relevant 

article in the Game Maker help files. 

 

In conclusion, I think Dragon Script is 

very useful tool for people new to Game 

Maker Language. It has lots of tools to 

explain functions and keep everything 

on hand. However, I think more 

experienced users would find the built-

ƛƴ ŜŘƛǘƻǊ ōŜǘǘŜǊ ŀǎ ǘƘŜȅ ŘƻƴΩǘ ƴŜŜŘ ǘƘŜ 

fancy look-up tools but instead just a 

plain window to quickly edit their codes. 

Switching to Dragon Script  
First, select the ñScripts and Codesò tab 

in the Game Maker Preferences: 

 

Select to ñUse external code editorò and 

then enter the path for the Dragon Script 

exe: 

 

You can click on the ñéò button to find 

the program in your files: 

 

Gregory Â 
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Script of the Month 

Our favourite GML script resource ς GMLscripts.com ς has done 

it again, releasing over 100 GML scripts! One of the scripts that 

have really appealed to me is called sprite_edit_begin  which 

initiates the editing of a sprite by taking advantage of a feature 

introduced in Game Maker 6.1: Surfaces. 

Script #1: sprite_edit_begin  
/*  

**  Usage:  

**      session = sprite_edit_begin(sprite)  

**  

**  Arguments:  

**      sprite      sprite to edit  

**  

**  Returns:  

**      session     an editing session ID  

**  

* *  Notes:  

**      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  

**      given sprite. When finished editing, call function 

sprite_edit_end()  

**      to imple ment the sprite changes and to reset the drawing 

surface.  

**      Resets blending mode to normal.  

**  

**  Dependencies:  

**      sprite_edit_end()  

**  

**  GMLscripts.com  

*/  
{  

    var  sprite,a,w,h,n,xoff,yoff,surface,i;  

    sprite = argument0 ;  

    a = draw_get _alpha ();  

    w = sprite_get_width (sprite);  

    h = sprite_get_height (sprite);  

    n = sprite_get_number (sprite);  

    xoff = sprite_get_xoffset (sprite);  

    yoff = sprite_get_yoffset (sprite);  

    surface = surface_create (w*n,h);  

    surface_set_target (surf ace);  

    draw_clear ( c_black );  

    draw_set_blend_mode_ext ( bm_one, bm_zero);  

    draw_set_alpha (1);  

    for (i=0; i<n; i+=1) {  

        draw_sprite (sprite,i,i*w+xoff,yoff);  

    }  

    draw_set_blend_mode ( bm_normal);  

    draw_set_alpha (a);  

    return  ( string (su rface)+':'+ string (sprite));  

}  

Script #2: sprite_edit_end  
/*  

**  Usage:  

**      sprite_edit_end(session)  

**  

**  Arguments:  

**      session     the editing session ID provided by  

sprite_edit_begin()  

**  

**  Returns:  

**      nothing  

**  

**  Notes:  

**      Ends the editing session started with 

sprite_edit_begin, replacing  

**      the old sprite with the edited sprite and freeing the 

editing surface.  

**  

**  Dependencies:  

**      sprite_edit_begin()  

**  

**  GMLscripts.com  

*/  
{  

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

smth, load, xoff, yoff, temp, i;  

    session = argument0  

    p = string_pos (':',session);  

    surface = real ( string_copy (session,1,p - 1));  

    sprite = real ( string_copy (session,p+1,10));  

    w = sprite_get_width (sprite);  

    h = sprite_ge t_height (sprite);  

    n = sprite_get_number (sprite);  

    prec = sprite_get_precise (sprite);  

    tran = sprite_get_transparent (sprite);  

    smth = sprite_get_smooth (sprite);  

    load = sprite_get_preload (sprite);  

    xoff = sprite_get_xoffset (sprite);  

    yoff = sprite_get_yoffset (sprite);  

    temp = 

sprite_create_from_surface (surface,0,0,w,h,prec,tran,smth,load

,xoff,yoff);  

    for (i=1; i<n; i+=1) {         

sprite_add_from_surface (temp,surface,w*i,0,w,h);  

    }  

    sprite_assign (sprite,temp);  

    sprite_delet e(temp);  

    surface_reset_target ();  

    surface_free (surface);  

}  

Use 
Using this set of scripts is simple ς all you have to do is begin 

with a sprite_edit_begin()  script call, start using draw 

features in the same event and then save the sprite by 

calling the sprite_edit_end()  script. 

{ǳŎƘ ŀ ǇǊƻŎŜŘǳǊŜ ŘƻŜǎƴΩǘ ƘŀǾŜ ǘƻ ōŜ Ǉǳǘ ƛƴ ǘƘŜ ŘǊŀǿ ŜǾŜƴǘΣ 

since after it is complete one time, the sprite will be saved 

like that, and could be used at any time. 

Eyas Sharaiha Â 
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File Search Functions 

File Search functions in Game Maker 

have a multitude of uses, and are crucial 

to several types of games. Compared to 

other functions, it is hard to make up 

creative uses for file search functions, 

since what they do is pretty straight 

forward ς find files. 

The Basics 
Though many people think of file search 

as a limited mechanism to find a single 

file, it actually is capable of finding 

multiple files under the same 

conditions. To start finding files, the 

file_find_first()  function is used. 

After that function, file_find_next()  

functions could be used to find the next 

file under the same conditions as those 

outlined in the first command. 

¢ƻ ŎƭƻǎŜ ǘƘŜ ΨǘƘǊŜŀŘΩ ƻŦ ŦƛƭŜ-finding, a 

simple file_find_close()  function is 

ǳǎŜŘΦ !ŦǘŜǊ ǎǳŎƘ ŦǳƴŎǘƛƻƴǎΣ άŦƛƴŘ ƴŜȄǘέ 

functions cannot be used anymore. 

Order of File Finding  
Obviously, if multiple file possibilities 

existed for a search conditions, multiple 

files need to be returned. Also a well 

ƪƴƻǿƴ ŦŀŎǘ ƛǎ ǘƘŀǘ DŀƳŜ aŀƪŜǊ ŘƻŜǎƴΩǘ 

return multiple values ς so only a single 

value will be returned for the first file 

finding function. Other files will be 

returned in the find next function. 

The order of how the values are 

returned is ascending, so a file called 

άŀǊƳƻǊΦŎǎǾέ ǿƛƭƭ ōŜ ǊŜǘǳǊƴŜŘ ōŜŦƻǊŜ 

άōƛƪŜΦƻƎƎέΦ 

Arguments  
The f ile_find_first()  function 

requires two arguments: the mask and 

the attributions. While the find next 

function has no arguments, as it relies 

on the find first command. 

The Mask 
The mask for a file is a string that should 

match with both the name and location 

of the file to be found. The mask could 

include wildchars (*) which basically 

means any character or a group of 

characters. 

{ƻΣ ǳǎƛƴƎ άϝέ ŀǎ ǘƘŜ Ƴŀǎƪ ǿƻǳƭŘ ǊŜǎǳƭǘ ƛƴ 

having all files being returned. Using a 

άϝΦǘȄǘέ ǿƻǳƭŘ ǊŜǘǳǊƴ ŀƭƭ ǘŜȄǘ ŦƛƭŜǎ ƛƴ ǘƘŀǘ 

giǾŜƴ ŘƛǊŜŎǘƻǊȅΦ ¦ǎƛƴƎ άƘŜƭƭƻψϝΦƎƳƪέ 

would result in returning all folders that 

have the gmk extension and begin with 

άƘŜƭƭƻψέΦ 

The Attributes  
The attributes argument is a (collection) 

of real-valued variables that could be 

added up together using regular 

adŘƛǘƛƻƴ άҌέ ƛƴ DŀƳŜ aŀƪŜǊΦ CƻǊ ƴƻ 

attributes, the real value 0 is used. Here 

is a set of variables to be used with the 

attributes in the table below. 
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Variable Description 

fa_readonly  A read only file 

fa_hidden  A hidden file 

fa_sysfile  A system file 

fa_directory  A directory 

fa_volumeid  A volume-id file(which represents the 
volume of a drive) 

fa_archive  An archived file 

 
MIDI Notes 

To return files that are read-only, 

hidden, and system files, ( fa_readonly 

+ fa_hidden + fa_systemfile )  is used. 

Returned Values  
If such a file exists, only the name of the 

file will be returned. This means that the 

path (location) of the file will not be 

returned, however, the file extension 

will be part of the name returned. 

Q QUICK REVIEW 

This small DLL allows anyone to 

play any note on any MIDI 

instrument. You could either 

choose the notes and 

instruments to play, or simply 

play an entire MIDI file. The 

DLL comes with two examples, 

both GM6. 

Get it now!  
http://xrl.us/MIDINotes  Q
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File Search Functions Cont. 
If the file being searched for does not 

ŜȄƛǎǘΣ ŀƴ ŜƳǇǘȅ ǎǘǊƛƴƎ όάέύ ǿƛƭƭ ōŜ 

returned. This could be used to count 

the number of files satisfying a certain 

set of conditions by using a simple while 

loop that adds 1 to a counter each time 

file_find_next()!="" . 

Applications  

Copying All Fold er Content  
//Script: move_folder()  

//move_folder(string folder1, string  

//folder 2);  

//Folders must not include final  

//backslash courtesy of Eyas Sharaiha,  

//featured on MarkUp  

f1= string ( argument0 );  

f2= string ( argument1 );  

file= file_find_first (f1+" \ *",0) ;  

while (file!="")  

{  

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

f2+" \ "+ string ( filename_name (file)));  

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

  file= file_find_next ();  

}  

file_find_close ();  

Counting files in a folder  
//Script: count_folder()  

//count_folder(string folder);  

/ /Folder must not include final backslash  

F0=string ( argument0 );  

i=0;  

file= file_find_first (F0+" \ *",0);  

while (file!="")  

{  

    i+=1;  

    file= file_find_next ();  

}  

file_find_close ();  

Conclusion 
While finding folders might not have 

ǘƘŀǘ Ƴŀƴȅ άŘƛŦŦŜǊŜƴǘέ ǳǎŜǎ ς these uses 
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still find their ways to multiple games, 

both with Game Maker on the GMC and 

other commercial games as well. 

Finding files could be useful in multiple 

ways ς either when searching for a 

particular file in multiple destinations, 

or even searching fƻǊ ŀ ŦƛƭŜ ǿƘƛŎƘΩǎ ŜȄŀŎǘ 

name is not known. File finding 

functions could be used to create folder 

operations, or just as a method of 

storing settings, counting files, etc. 

One good example I can now think of is 

counting the number of .sav files in a 

directory so that a game could display 

the names of all saved games in a 

certain directory. 

All in all, the possibilities are endless! 

Eyas Sharaiha Â 

TUTORIALS 

3D vs. 2D Games 

The comparison between 2D and 3D 

games is, to most, striking. Whilst 3D 

games give you a sense of depth and 

three vertices to play with, 2D can only 

attempt to give a real-ǿƻǊƭŘ ŦŜŜƭΧŀƴŘ 

tends to fail. 

But why is it that 3D games are more 

popular to gamers of today? Looking at 

the top video game sales at ¢ŜǎŎƻΩǎ 

earlier this morning, only one of the 

twenty shown did not have a 3D 

environment. But said game was 

interface based and so was barely 2D 

either. 

The main gaming difference between 

2D and 3D is, in my eyes at least, is what 

you can do with each one. 3D provides a 

very extendible, multi-dimensional 

situation whilst 2D is preferred for 

simple, smaller games. 

The third dimension allows producers of 

games to make various different 

extensions to simpler 2D gameplay. A 

first-person-shooter can give the player 

the opportunity to hide behind walls or 

above their opposition; something 

which 2D top-down games cannot offer 

so easily. In racing games too, the third 

dimension can give a z-axis, letting cars 

go off ramps, or really fly in collisions. 

That isn't to say that 3D is the best 

arrangement to use though. Simple 

arcade or puzzle games work perfectly 

in 2D. There is absolutely no reason why 

someone would need to make a 

Pacman or space invaders game in 

3D. If anything, this would take away 

the fun of it ς the original, traditional 

gameplay element. 

It is the extendibility of 3D games 

that make them so popular to the 

gaming audience. It's not often that a 

2D game is made that has a great 

storyline and complex and dynamic 

gameplay. With 3D, that's a breeze. 

Thus, you can make a simple mini-

game in 2D very successfully but, if 

you want to make something really 

vibrant and exciting, 3D is what 

should be used. 

Gregory Â 
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Seiklus (17) 

Where do I begin?  Well maybe because 

this game is somewhat confusing, 

because this game has too many good 

and bad points that it is difficult to talk 

ŀōƻǳǘ ōǳǘ LΩƭƭ Řƻ ƛǘ ŀƴȅǿŀȅΦ 

It is very addictive, well until you finish 

the game then you just throw it away, 

ƴƻǘ ǘƘŀǘ ǘƘŀǘΩǎ ŀ ōŀŘ ǘƘƛƴƎ ōŜŎŀǳǎŜ ǘƘƛǎ 

is the case with every short term 

ŀŘŘƛŎǘƛǾŜ ƎŀƳŜΣ ŀƴŘ ƛǘΩǎ Ƨǳǎǘ ŀ ǇŜǊǎƻƴŀƭ 

choice of the author. 

Game play 
A simple addictive game, I do think that 

ŀŦǘŜǊ ǇƭŀȅƛƴƎ ƛǘ L ǿƻƴΩǘ ǊŜŀƭƭȅ Ǉƭŀȅ ƛǘ 

again. But none the less it did achieve 

addictively even though short term, you 

ƪƴƻǿ ƛǘΩǎ ƻƴŜ ƻŦ ǘƘƻǎŜ ƎŀƳŜǎ ȅƻǳ ƘŀǾŜ 

to play because it is worth it, but it all 

comes down to, I think, whether you 

want to play it again, and in this 

category it failed remarkably. 

Also there are some aspects of the 

ƎŀƳŜ ǘƘŀǘ ȅƻǳ ŘƻƴΩǘ ƪƴƻǿ ǿƘȅ ǘƘŜȅ ŀǊŜ 

there for, like the Piano ς what is it for? 

Obviously you have to play a tune but 

there is no indication of that anywhere.  

Something should indicate that, as I said 

there are many aspects of the game 

that remain as I see vague and 

unanswered. 

 

 

Controls  
The simple up, down, left, right arrow 
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keys technique, it never gets old, easy 

to use and above all everybody is used 

to it. 

10/10 now really how can it get any 

other score, tell me? 

Presentati on 
άtǊŜǎǎ ΨǎΩέΣ ǘƘŀǘ ƛǎ Ƙƻǿ ǘƘŜ ǿŜƭŎƻƳŜ 

ǎŎǊŜŜƴ ƛǎΣ ǘƘŜƴ άǇǊŜǎǎ ΨмΩ ΨнΩ ΨоΩέ ǘƻ ŎƘƻǎŜ 

which of the three saves to continue, 

but is this really what you call nice, 

cause sure it is boring and lacks 

stimulus. 

There is no indication about buttons, I 

replayed parts of the game once too 

many times over and over again 

because I did not know what it was, by 

ǘƘŜ ǿŀȅ ƛǘ ƛǎ ά{έΦ 

Story line  
The story begins by the player being 

blasted off a mountain away from his 

girlfriend/sister/wife, and then nothing 

gives indication of what is your main 

objectives, well at least until you get to 

the lights near the cave exit. 

¢ƘŜ ǎǘƻǊȅ ƛǎΣ L ŘƻƴΩǘ ƪƴƻǿ Ƙƻǿ ǘƻ ǎŀȅ 

this, short, ok the areas are not very 

predictable but there is no indication of 

the story other than in the beginning. 

Graphics  
Game graphics are those of platform 

ƎŀƳŜǎ ŎŀƴΩǘ ǊŜŀƭƭȅ ƧǳŘƎŜ ǘƘŜƳ ōŜŎŀǳǎŜ 

that is how old school games should 

look, I do not think platform games have 

reached their full graphics potential, but 

ǘƘŀǘ ƛǎ ƴƻ ƻƴŜΩǎ Ŧŀǳƭǘ ŀǎ ƳǳŎƘ ŀǎ ǘƘƻǎŜ 

commercial developers, they got us  

Q 
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Seiklus (17) Cont. 
used to the idea that platform games 

should look like this. 

Only problem is the shape of the 

character he could have been done 

better i.e. not just a white, more than 

cartoonish ghost like man, try putting 

on some cloths on him. 

 

Music 
Turn off your speakers and on with your 

headphones!  How could anyone stand 

that much repetition, but on there 

άǇƭǳǎέ ǎƛŘŜ ǘƘŜǊŜ ŀǊŜ ǎƛƭŜƴǘ ŀǊŜŀǎ ǿŜǊŜ 

you get no  music, so I urge you if you 

are playing this game put on your own 

playlists on your music player, the music 

at first is stimulating but after a few 

minutes of game play it starts to get 

annoying. 

 

Sound effects 
Well, there are very few sound effects in 

the game but they are generally ok, the 

game does need more especially during 

movement, walking of jumping not just 

when being kidnapped, taking the 

colored fire things, or playing the giant 

piano. 
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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 more than once which 

this one has failed miserably. 

It all starts here, 

Michael Sharaiha Â 
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Arena 

What they say 
Arena is the two-player game where 

opponents battle within the confines of 

a random maze. With lots of options 

and multiple paths to victory, Arena is 

never the same game twice. This is a 

great rivalry game where two good 

friends can sit down and blast away at 

each other. This is my first original video 

game. 

Review 
Arena lives upto and exceeds my 

expectations.  I first downloaded this 

game in 2003 and I am still playing it 

today.  Games which have two players' 

controls contained within a single 

keyboard often spell disaster, however 

in Arena there are no key clashes, or 

awkward reaching across your 

opponent to the other side of the 

keyboard.  With a vast array of in game 

customisation available and Arena's 

amazing random maze generator, each 

game really is different.  

It is possible to win within seconds or 

games can last 20, 30 minutes or more - 

it all depends on how you choose to set 

up the game and your starting position 

in relation to sentries, bases, powerups 

and your opponent. 

A key aspect of the game is 

customisation - there is so much about 

the game you can modify and this can 

change the game dramatically.  You can 

control the availability of powerups, 

these consist of double fire toggles, 

bouncing bullet toggles, and coins which 
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depending on the options you select.  If 

your opponent dies before you, you 

win.  It doesn't matter whether your 

opponent is killed by sentries, yourself 

or a combination of the two.  If the 

option is selected you can win if at any 

stage during the game you have full 

health - of course for this to work 

players must not start with full health.  

There are also circular bases dotted 

around the maze, the number of which 

can be specified in game setup.  If any 

one player controls all bases they win. 

 

As well as your opponent you also have 

to watch out for the in-game sentries.  

These patrol certain areas of the maze 

in a straight line, constantly shooting 

out.  If you get hit by a bullet you loose 

health, but beware sentries will also 

collect powerups to improve their 

bullets and increase their health if they 

are in their path.  Sentries also collect 

bases if they come across one, so watch 

out! 

As a two-player game Arena makes use 

of Game Maker's views function to 

enable a split screen, one side following 

each player around the maze.  If you're 

quick you may be able to grab a sneaky 

glance of your rival's location, but 

likewise this makes you vulnerable too. 

Q 
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represent health.  

As well as setting 

the number of each 

kind of powerup to 

be randomly distri-

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 can 

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 - 

http://markup.gmking.org/
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Arena 

There are no notable bugs in the game, 

the maze generator only creates 

solveable mazes, so there is no chance 

of being isolated from half of the game.  

The only slight problem is that, if you try 

hard enough or are unlucky enough, you 

can get your ship stuck on the end of a 

section of maze wall - however this 

occurs very rarely. 

There are no over-used sound effects, 

however if you are playing lots of games 

in a row the mission impossible theme 

tune on the menu and game setup 

screens may start to get irritating.  The 

game does have background music but 

this does not distract from the 

gameplay.  Perhaps the shooting sound 

effect will becoming irritating, especially 

if your opponent likes to hold down fire 

constantly as they explore the maze. 

The graphics and effects aren't amazing 

but in a game like this there is no need 

for professional quality graphics as this 

would just increase the file size.  The 

sprites used are perfectly suited to the 

game and nothing looks out of place. 
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S The game is accompanied with an in 

game help file, and the installation also 

includes a textual version of the 

documentation which covers all aspects 

of the game and explains what 

everything in the game does. 
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Pros: Detailed instructions included with game.  Virtually 
every aspect of the game can be changed. 
Cons: Menu music may get annoying.  Small issue of 
occasionally getting stuck. 
Overall: An excellent two-player Game Maker game. 

Download Size: 2.5MB 

Download Type: Installer 

Author: Dennis Toney, Delta 9 Games 

Game Maker Version: 4.3 
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