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Open Source, and Open Source Game 

Development  
We're back!  There's another issue inside, with all the 

information you need to make your game shine.  But before 

you get into that, I want to rant on a little about open 

source.  Everyone who I've talked to for more than 10 

minutes knows I love open source software, open source 

ideals, and open source content; it's part of the reason why 

MarkUp is open source. 

But there is a lot more open source content out there that 

many people don't know about.  For example, if you do an 

advanced Google search you can specify to only search for 

creative commons licensed content.  What some photos to 

throw into your next project?  Yotophoto can find them!  Feel 

like doing some reading?  Grab some classic books off 

gutenberg.org! 

Maybe you want some open source music, to listen to or 

remix?  http://www.owlmm.com/ has filters to only choose 

open source music.  And, most everything on archive.org is 

under a liberal usage license too! 

And don't forget sf.net and freesoftwaremagazine.com for 

open source software! 

See you next month! 

Robin Monksƴ 

Contributors 
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65 Million And 1 BC 

Overview  
What an awesome, awesome game! 

From the moment I double-clicked 

that small icon until the moment I 

exited the game the experience was 

excellent. Right when the game 

opened, I knew I was in for a big 

treat--and boy was I right. 

An early version of the game has 

already been released; however, I've 

had an amazing opportunity: an 

exclusive look at the new version of 

Sixty five Million and One BC, which 

is a huge improvement over the 

previous version. The incredibly long-

titled game was created by snailfox 

of the GMC, who surely did an 

excellent job on the game, as you are 

about to discover. 

I did not play the previous version of 

the game ςapologies to snailfox ς so 

I might be describing a feature with 

great excitement without realizing 

that it was available in an older 

version. LΩŘ ƭƛƪŜ ǘƻ Ǉƻƛƴǘ ƻǳǘ ǘƘŀǘ 

even though other previews of the 

Game exist on competing magazines, 

this remains an exclusive preview of 

the full version of the game, not 

available elsewhere. 

First Moments  
When I opened the game, I was 

greeted with the most wonderful 

music and scenery. I've attached 

these four screenshots to give you 

an idea of how the introductory 

screen looks like right now. To be 

ƘƻƴŜǎǘΣ ǎŎǊŜŜƴǎƘƻǘǎ ŘƻƴΩǘ Řƻ ƧǳǎǘƛŎŜ 

to the real beauty of the scene, as 

the sun is constantly moving, and 

smooth subtle animations are always 

occurring. 

What improves the experience is the 

great music that is played during the 

introduction. It implies power and 

greatness, like the music in movies 

about ancient empires (such as 

'Alexander the Great'). 

Introduction  
Again, screenshots cannot do justice 

to this game, specifically not to the 

game's introduction. The 

introduction film is really cool; the 

interaction of the dinosaurs with 

each other is spectacular, and the 

view moves smoothly to cover 

different areas and even shakes the 

moment the meteor hits the ground. 

The effect is definitely 

commendable. 

The background music becomes 

lighter and gentler to draw the 

readers concentration to the 

interaction between the dinosaurs 

and the text appearing on the 

screen. 

The volume goes up and down 

according to the event and its 

significance, and the tempo changes 

based on the exact moments of the 

introduction. It is incredibly clear 

Q 
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that the music was built carefully and 

tailored just for the introduction film. 

Oooh, awesome, awesome! 

I've also appreciated the fact that the 

intro has some cool jokes--nothing too 

much, but the humor was appreciated. 

However, I was disappointed that the 

intro is way too long. If only the movie 

could be broken into smaller pieces 

separated by some cool but minor 

gameplay. 

User Interface  
Excellent! The screen is organized in a 

very logical way; the controls are 

always on the screen, yet they don't fill 

it. How so, you ask? well, at any one 

moment, only the relevant controls 

appear on the screen. 

Other than the arrow keys, you only 

need two more buttons: the Space and 

Ctrl keys, though the Enter (Return) 

key is used occasionally. When you are 

walking, the Ctrl key changes from 

ΨtailwhipΩ to ΨrunΩ; when youΩre 

jumping close to a vertical surface, Ctrl 

again changes to ΨclimbΩ; and when 

you're climbing, Ctrl becomes Ψlet goΩ 

while Space becomes ΨjumpΩ. 

The health bar is jagged, which makes 

ƛǘ ƭƻƻƪ ƪƛƴŘŀ άǎǘƻƴŜȅέ ŀƴŘ L ǎǳǇǇƻǎŜ 

this is done on purpose to give some 

character to the game. 

 

 

 

 

 

 

The health bar is jagged, making it look 

kind of stoney, which seems to be 

done on purpose to give some 

character to the game. The UI 

screenshot above shows all these UI 

features. On the top are the two 

context-sensitive button instructions, 

on the bottom center is the health bar, 

and to the bottom right is another 

context-sensitive sign which only 

appears when it's relevant.  

Unlike the Ctrl and Space indicators 

whom are always present (but with 

different labels according to the 

situation), the Talk indicator for the 

Enter key only appears when relevant. 

Otherwise, it disappears. 

²ƘŜƴ L ǎŀȅ άŀǇǇŜŀǊέΣ άŘƛǎŀǇǇŜŀǊέΣ ƻǊ 

άŎƘŀƴƎŜǎέΣ LϥƳ ŀŎǘǳŀƭƭȅ ƴot describing 

the effect very well. Everything just 

fades in and out so smoothly; it's 

unbelievable! 

Interaction  

The way the player interacts with 

other objects is really nice. I've 

described this in the section above, but 

I'll emphasize it a bit more here. When 

getting near a vertical surface, the 

controls change. When getting close to 

a dinosaur, it might act differently, 

controls might appear, and a button 

which would normally do one thing 

would change its behaviour 

accordingly. Pretty cool. 

Talking  

 

When pressing Enter near a talking 

dinosaur, the 'talk mode' begins. When 

talking is taking place, there are two 

options for the user: continue or skip. 

Q 
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If a user wants to continue, then Enter 

is the button to press. Otherwise, 

Escape is the button of choice. 

Again, cool graphics are shown to 

reflect the changes that have occurred 

to the controls. On the bottom left is 

Skip and on the bottom right is 

Continue, corresponding to the Escape 

and Enter keys respectively. 

 

I've also attached a screenshot that 

shows the Ψtalk modeΩ. As you can see, 

the game gets rid of the unnecessary 

UI and enters a quasi-widescreen 

mode. Again, this transition is done 

smoothly. It's not like the entire screen 

fades out; what actually happens is the 

UI components fade out, and the black 

stripes you see on the top and bottom 

of the screen gradually start filling the 

area. 

Graphics 
I've said quite a few times that 

screenshots don't do justice to the 

graphics. The reason for that is that 

the graphics themselves are good, but 

what makes them amazing is the 

animation. 

Everything animates so smoothly. 

Walking is amazing; the legs and feet 

of the dinosaurs appear to move quite 

realistically relative to the speed of 

motion. Jumping has great animations, 

even when climbing and jumping off 

vertical surfaces. 

The amazing thing is that it all happens 

very smoothly. It's almost as if there's 

a special transition set of sprites and 

frames for each sequence of moves. 

Particle effects are used wisely for fire 

and smoke. Nothing is done over-the-

top so that the result is light and 

delicate. Excellent job, I admit. 

Another effect I noticed is the 

splashing of water ς really cool. 

 

 

 

 

Hitting, biting, and other moves are 

also pretty cool. The damage is a 

shock-like ring effect or else a cool, 

delicate blood effect that appears just 

briefly on the screen. 

The Sound of Music! 
The music sure does sound excellent 

all around the game. It has an ancient 

feel, and you can hear occasionally in 

the background the beat of those 

ancient instruments in a quick-

Q 


