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Welcome Back! 

Editorôs Desk 
  

Game Maker 6 might have failed to impress, Game Maker 7 

made few improvements but snobbed off any other project 

that dared use it's file format. Overall, the past few years of 

Game Maker have been a bit of a disappointment. But, I'm 

excited! 

Why? Because competition in the "build-you-own-game-

without-any-programming-skillz" arena is heating up, and 

competition tends to bring out the best in all products 

concerned. With G-Java and Stencyl nearing completion, 

YoYo Games will begin feeling the heat from the community 

to provide features that they can't already get elsewhere for 

free. 

Now is a great time to start bantering for the feature you 

want too. These corporate types rarely think for themselves, 

ÓÏȟ ÈÅÒÅ ÁÒÅ ÓÏÍÅ ÓÕÇÇÅÓÔÉÏÎÓ ÔÈÁÔ )ȭÖÅ ÈÁÄ ÆÏÒ Á ×ÈÉÌÅȡ 

- More 3D tools, and more tools that are for registered 

members put in the free version 

- Free premium sprites and sounds for registered 

members (and lots of them!) 

- Support for Game Maker to run on Mac and Linux 

(and that already is being worked on). 

- Make a game source standard, like .ugs for Unified 

Game Source, so the various game IDEs can co-exist 

(this will bring in more funds and fame for YoYo!) 

Yes, I can hear some of these wishes in the wind, get ready 

for some real releases soon! 

See you next month! 

Robin Monksƴ 
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You might be confused when looking at the table of contents on right to see 

that we have a relatively smaller amount of ÔÕÔÏÒÉÁÌÓ ÔÈÉÓ ÉÓÓÕÅȢ "ÕÔ ÄÏÎȭÔ ×ÏÒÒÙȟ 

×ÅȭÒÅ ÎÏÔ ÔÕÒÎÉÎÇ ÉÎÔÏ Á ÇÁÍÅ-ÏÒÉÅÎÔÅÄ ÍÁÇÁÚÉÎÅȟ ÂÕÔ ×ÅȭÒÅ ÉÎÔÒÏÄÕÃÉÎÇ ÃÏÄÅ 

and technical tutorials in a new form: Development Journals ÁÎÄ ȰMaking ofȱ 

articles, where the developer of the game describes the cool techniques used 

to create the game. 

Even though we are satisfied with the amount of technical content for this 

issue, we give you a promise that future issues will be further improved to have 

the amount of tutorials you are used to in addition to all these new features. To 

do that, we need your help. 
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Going Further  

9ÏÕ ÍÁÙ ÈÁÖÅ ÒÅÁÄ ÔÈÅ Ȱ3ÅÔÂÁÃËÓ ÁÎÄ ÇÏÉÎÇ &ÕÒÔÈÅÒȱ ×ÒÁÐ ÕÐ ÁÒÔÉÃÌÅ ÁÔ ÔÈÅ ÅÎÄ ÏÆ ÔÈÅ ÐÒÅÖÉÏÕÓ ÉÓÓÕÅȟ ×ÈÅÒÅ ×Å 

announced exciting changes to the review system, and new types of articles introduced. 

7Å ÈÁÖÅ ÆÉÎÁÌÌÙ ÁÄÄÅÄ ÔÈÅ ȬÎÅ× ÁÎÄ ÆÁÂÕÌÏÕÓȭ MarDar ɀ the MarkUp Radar ɀ  in two parts: WIP and CREATIONS, so 

that we could showcase some cool games and review them in an extremely brief way ɀ just so you could know what 

good games are out there in the Game Maker Community. 

7ÅȭÖÅ ÁÌÓÏ ÉÎÔÒÏÄÕÃÅÄ ÔÈÅ ÎÅ× ÓÅÃÔÉÏÎ ȰThe Making of My Gameȱȟ ÔÈÉÓ ÔÉÍÅ ×ÉÔÈ Dark Hive RTS, a strategy Game 

Maker game created by ArKano. ArKano discusses how he made the game, the techniques he used, and the design 

concepts he followed. 

7Å ÁÌÓÏ ÉÎÔÒÏÄÕÃÅÄ ÁÎÏÔÈÅÒ ÔÙÐÅ ÏÆ ÁÒÔÉÃÌÅÓ ×ÈÉÃÈ ×Å ÄÉÄÎȭÔ ÐÒÅÖÉÏÕÓÌÙ announced, and that is the Development 

Diary section, where game developers talk to us about the WIP games they are working on right now, and give us an 

ÉÎÓÉÇÈÔ ÏÎ ×ÈÁÔ ÅØÁÃÔÌÙ ÉÓ ÇÏÉÎÇ ÏÎ ×ÉÔÈ ÇÁÍÅ ÄÅÖÅÌÏÐÍÅÎÔȢ 4ÈÉÓ ÓÅÃÔÉÏÎ ÉÓÎȭÔ ÍÅÁÎÔ ÔÏ ÓÈÏ×ÃÁÓÅ 7)0 ÇÁÍes, but 

rather to show the readers how the game is being developed, so that the user could take advantage of all the 

wonderful techniques in their own games. We will be following the development journal with the same games for a 

number of issues, which explains why the Journal entries for this issue might be considered more of an introduction, 

×ÉÔÈ ÌÉÔÔÌÅ ÃÏÄÅȢ 4ÈÉÓ ×ÉÌÌ ÃÈÁÎÇÅ ÉÎ ÔÈÅ ÆÕÔÕÒÅȟ ÁÓ ÔÈÅ ÁÕÔÈÏÒÓ ÄÏÎȭÔ ÎÅÅÄ ÔÏ ÉÎÔÒÏÄÕÃÅ ÙÏÕ ÔÏ ÔÈÅ ÖÁÒÉÏÕÓ ÁÓÐÅÃÔÓ ÏÆ ÔÈÅ 

game. 

Wanna help? Well, you could apply for staff position at MarkUp here, we always need more writers and contributors to 

the magazine, so that we could have better content in the future. You could simply join the GMking.org Network 

forums, and participate at the MarkUp forums in there by giving suggestions about future issues and issues in 

development. You could comment in the MarkUp site about all newly released issues and give us suggestions from 

ÔÈÅÒÅ ÉÆ ÙÏÕ ÄÏÎȭÔ ×ÁÎÔ ÔÏ ÒÅÇÉÓÔÅÒ ÁÔ ÁÎÙ ÆÏÒÕÍÓȢ !ÎÄ ÆÉÎÁÌÌÙȟ ÙÏÕ ÃÏÕÌÄ ÊÕÍÐ ÉÎ ÔÈÅ '-# ÄÉÓÃÕÓÓÉÏÎ topic about 

MarkUp to give feedback, discuss and debate issues with other members at the GMC, and therefore help make 

MarkUp a better magazine by letting us know your opinions on the matters being discussed. 

Eyas Sharaihaƴ 

http://forums.gmking.org/index.php?showforum=38
http://forums.gmking.org/
http://forums.gmking.org/index.php?showforum=37
http://markup.gmking.org/
http://gmc.yoyogames.com/index.php?showtopic=288147
http://forums.gmking.org/index.php?showforum=38
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Exclusive Preview 

 

The Warriors Path, by Combustion 

Entertainment, is an upcoming Game 

Maker Massively Multiplayer Online 

game, which aims to deliver the best 

3D MMORG Game Maker game 

graphics. 

If anyone looks at the screenshots 

they have on their site, I think that we 

can all agree that graphically, this 

ÇÁÍÅ ÄÏÅÓ ÂÒÅÁË ÍÁÎÙ ȬÂÁÒÒÉÅÒÓȭ ÔÈÁÔ 

many have thought existed. 

Overview 
7ÅȭÌÌ ÅØÁÍÉÎÅ ÁÎÄ ÐÒÅÖÉÅ× ÔÈÅ ÇÁÍÅ 

in more detail, and show you ɀ our 

readers ɀ never before seen 

screenshots of the game, and discuss 

other features of the game. 

Above, on the top right, you can see 

ÔÈÅ ȰÍÅÎÕ-in-ÐÒÏÇÒÅÓÓȱ ÏÆ 4ÈÅ 

Warriors Path. As you can see, the 

amazing graphical experience stars 

right from the beginning; the menu is 

extremely simple, with nothing but a 

plain black background and an 

awesome logo, but it still gives you a 

ÓÔÒÁÎÇÅ ÆÅÅÌȡ Ȱ×Ï×Ȧȱ 

One of the awesome features of the 

game is the vegetation, it sounds silly, 

but they are paying a lot of attention 

to the plants and other types of 

vegetation which responds to collision 

and movement. I was lucky enough to 

get a working demo of the vegetation 

and movement system, and it seems 

great. 

The way plants on the floor respond to 

the player moving onto and off of 

them is marvellous; the graphical 

quality of the models and textures is 

also remarkable. 

It is quite clear how much the game 

pays attention to detail. As it could be 

seen, the graphics are incredible, the 

plants are great, the trees look really 

good ɀ ÂÕÔ ÔÈÁÔȭÓ ÎÏÔ ÁÌÌ ×ÈÁÔȭÓ ÔÈÅ 

game about. The game uses Ultimate 

3D (ultimate3d.org) 2 as the 3D engine 

for the game. Ultimate 3D itself 

employs great features, including 

vertex tweening, lighting and fog, cel 

shading, pixel shader and shader 

management systems, particle 

system, and full-screen anti-aliasing, 

as well as much more. 

Though the game does succeed with 

ÅÙÅ ÃÁÎÄÙȟ ÔÈÅÒÅȭÓ ÒÅÁÌÌÙ ÍÏÒÅ ÔÏ ÉÔ 

than just that, as I have said before, it 

has really smooth movement and 

ÖÅÇÅÔÁÔÉÏÎ ÓÙÓÔÅÍÓȟ ÂÕÔ ÔÈÁÔȭÓ ÒÅally 

just the tip of the iceberg. 

When it comes to music, the game is 

also magnificent! I do consider myself 

Q 
 

http://ultimate3d.org/
http://ultimate3d.org/
http://ultimate3d.org/
http://ultimate3d.org/
http://warriors-path.net/
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lucky enough to have gotten a sample 

ÔÒÁÃËȟ ÁÎÄ ÉÔȭÓ really great. I ÃÁÎȭÔ ÈÅÌÐ 

but remember (from movies and other 

games) the ancient glory and 

greatness of the successful warriors 

and knights when I hear this. It is really 

well done, high quality and bit rate, 

and again, awesome tunes! 

Other Game Features 
Total Interaction and new 

advancements, including:  

¶ Bump mapping Effects, 

¶ Post Screen Shaders, 

¶ Vegetation that moves under 

you,  

¶ Custom Players, 

¶ Particle Effects, 

¶ Interaction with the smallest 

of things. 

Game Requirements 
A tentative system requirements list 

has been made; details might change 

for the final release. 

- Windows XP (Home, Pro or 

Media Edition) [Compatible, 

but not tested for Windows 

4ÈÅ 7ÁÒÒÉÏÒȭÓ 0ÁÔÈ #ÏÎÔÉÎÕÅÄ 

Vista] 

- 2.0ghz + CPU (Dual Core 

Recommended but not 

needed) 

- 1gb Ram (DDR or higher) 

- 128mb+ Video Card 

(Supporting Pixel Shader 2.0) 

Those who use integrated graphic 

cards (onboard GPUs) are unlikely to 

be able to properly run the game, 

unless the integrated card is of high 

quality (i.e. Intel GMA 950 or higher). 

Conclusions 
)Ô ÍÉÇÈÔ ÓÅÅÍ ÌÉËÅ )ȭÍ Á ÂÉÇ ÆÁÎ ÏÆ ÔÈÅ 

ÇÁÍÅȟ ÁÎÄ ÔÈÁÔ )ȭÍ ÊÕÓÔ ÐÒÁÉÓÉÎÇ ÅÖÅÒÙ 

part of it, but I ɀ as everyone else ɀ 

have my own concerns about the 

game. 

I am excited about the game, it does 

seem like it might up the bar for Game 

-ÁËÅÒ ÇÁÍÅÓȢ (Ï×ÅÖÅÒȟ )ȭÍ ÓÔÉÌÌ ÎÏÔ ÓÏ 

sure if the game will come out well. 

The developers might be 

overwhelmed by the level of detail and 

concentrate on interaction with 

smallest objects (which is a cool 

feature), graphics, and sound effects, 

and forget about things like gameplay, 

Á ÓÉÍÐÌÅ ȬÓÔÏÒÙÌÉÎÅȭ ɉÅÖÅÎ ÆÏÒ ÁÎ --/Ɋȟ 

and good game design (level design). 

The game looks promising so far, I just 

ÈÏÐÅ ÉÔȭÌÌ ËÅÅÐ ÍÏÖÉng at the same 

pace at least. 

Eyas Sharaihaƴ 
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