
 

  

Resources Previews Reviews Tutorials 

THE MAKING OF VARIA & POLLEN 

DDDeeetttaaaiiillleeeddd   EEEffffffeeecccttt iiivvveee   JJJooouuurrrnnnaaalllsss!!!   

DETAILED STEP-BY-STEP TUTORIAL! 

RRReeeaaalll   TTTiiimmmeee   AAAnnnttt iii   AAAllliiiaaasssiiinnnggg   

GAME DEVELOPMENT JOURNALS 

GGGoooddd   ooofff   RRRoooccckkk   &&&   FFFaaalllcccooonnn   WWWaaarrrsss   

GAME MAKER INSIGHT 

SSSpppeeeeeeddd   DDDrrrooopppsss   aaannnddd   GGGaaammmeee   FFFrrreeeeeezzzeeesss   
AND MUCH MORE! 

IIIssssssuuueee   111000   



MarkUp December 1 

 

  

W
elcom

e! 
Table of Contents 
Editorials 

%ÄÉÔÏÒȭÓ $ÅÓË ............................................................................ 2 

Graphics or Gameplay .............................................................. 3 

Tutorials 

Solving problems of a game freezing & speed drops ................ 4 

Real Time Anti-Aliasing .......................................................... 12 

Auto-Zoom ............................................................................ 19 

Development Entries 

The Making of Pollen ................................................................7 

The Making of Varia ................................................................. 9 

Development Journal: Faction Wars ........................................ 27 

Development Journal: God of Rock ........................................ 29 

Monthly Specials 

Extension of the Month .......................................................... 14 

Script of the Month ................................................................. 15 

The Game Maker Race ........................................................... 16 

MarDar .................................................................................... 37 

Book Reviews 

C++ Classes and Data Structures ............................................ 23 

Beginning Game Development with Python and Pygame ...... 25 

Game Reviews 

Christmas Games ................................................................... 30 

3ÁÎÔÁȭÓ 3ÌÅÉÇÈ ..................................................................... 31 

3ÁÎÔÁȭÓ Helper .................................................................... 32 

Randolph the Reindeer ....................................................... 33 

Lux ......................................................................................... 34 

Exclusives 

Artex 2 .................................................................................... 35 

Contributors 
Eyas Sharaiha Sr. Editor 

Robin Monks Sr. Editor 

Andris Belinskis Editor 

Philip Gamble Writer 

Bart Teunis Writer 

Erthgy Writer 

Leslie Bicker Caarten Writer 

Julian Abelar Writer 

Alec Smith Writer 

Kairos Writer 

Jonah Turnquist Writer 

Tarik Abbara Writer 

Jono Alderson Writer 

Mathew Malone Writer 

Leif Greenman Writer 

Veeti Paananen Writer 

Merrie Schonbach Writer 

Special Thanks 
This issue includes commentaries made 

by the guest judges of The Game Maker 

Race on the participating game. A 

special thanks to all guest judges: 

KC LC  Rhys Andrews 
Snabela TGMG 

About MarkUp 
MarkUp is a project of GMking.org, a 

network dedicated to support and serve 

game developers of all IDEs. For more 

information on GMking.org and all the 

other projects it has, visit our main site! 

Contribution 
For more information about 

contributing to MarkUp Magazine, 

visit our forums here.  

http://www.thegmrace.com/
http://www.thegmrace.com/
http://www.thegmrace.com/
http://gmking.org/
http://gmking.org/
http://forums.gmking.org/index.php?showforum=37


MarkUp December 2 

 

%ÄÉÔÏÒȭÓ $ÅÓË 

4ÈÅ 7ÏÒÌÄȭÓ ,ÁÔÅÓÔ 4ÒÅÎÄȡ 0ÁÒÁÌÌÅÌ 0ÒÏÇÒÁÍÍÉÎÇ 
3ÏÒÒÙ ÆÏÒ ÔÁËÉÎÇ ÏÖÅÒ 2ÏÂÉÎȭÓ ÓÐÏÔȟ ÂÕÔ )ȭÍ ÏÎÌÙ ÄÏÉÎÇ ÓÏ ÔÈÉÓ ÉÓÓÕÅȠ ÈÅȭÓ 

been really busy! Anyways, I bet many of you would remember a couple 

of years ago when all CPU chip-makers were concentrating on higher 

clock speeds rather than anything else. You might look back and be 

impressed at the developments we have now, hyper-threading is taken 

for granted, dual-core is in almost every computer; and multi-core CPUs 

are on the rise! 

While I do share the satisfaction and astonishment of our latest 

ÁÃÈÉÅÖÅÍÅÎÔÓȟ ) ÃÁÎÎÏÔ ÂÕÔ ÌÏÎÇ ÔÏ ÔÈÅ ȬÏÌÄȭ ÁÎÄ ȬÓÉÍÐÌÅȭ ÔÉÍÅÓȦ "ÁÃË 

when a single-core CPU was the dominant in the market, all that we as 

ÐÒÏÇÒÁÍÍÅÒÓ ÎÅÅÄÅÄ ÔÏ ÄÏ ÉÓ ×ÒÉÔÅ Á ȬÌÉÎÅÁÒȭ ÓÅÔ ÏÆ ÉÎÓÔÒÕÃÔÉÏÎÓȟ ÁÎÄ ÔÈÅ 

CPU would execute them in that orderȣ ÐÒÅÔÔÙ ÓÉÍÐÌÅȟ ÐÒÅÔÔÙ ÅÁÓÙȢ 

.Ï×ȟ ×Å ÃÁÎ ÓÔÉÌÌ ÄÏ ÔÈÁÔȟ ÂÕÔ ×Å ×ÏÕÌÄÎȭÔ ÂÅ ÔÁËÉÎÇ ÁÄÖÁÎÔÁÇÅ ÏÆ ÔÈÅ 

multiple cores in a computer. Most programmers are still used to the old 

×ÁÙÓȡ ÌÉÎÅÁÒ ÐÒÏÇÒÁÍÍÉÎÇȢ 4ÈÁÔȭÓ ÎÏÔ Á ÂÉÇ ÉÓÓÕÅ ÎÏ×ȟ ÂÕÔ ÉÎ ÔÈÅ ÆÕÔÕÒÅ 

when multi-core computers and CPUs become more dominant, these 

programmers are going to need to adapt their programming techniques 

to ÔÁËÅ ÁÄÖÁÎÔÁÇÅ ÏÆ ÔÈÅ ÎÅ× ÉÎÃÒÅÄÉÂÌÅ ÓÐÅÅÄÓȟ ÔÈÅ ȬÓÌÏ×ÎÅÓÓȭ ÏÆ 

programs we put up with now might become unacceptable in the future. 

It is important to take advantage of multiple CPU cores, but this is a very 

difficult task. It is really difficult to take full advantage of this in 

ÐÒÏÇÒÁÍÍÉÎÇ ÌÁÎÇÕÁÇÅÓ ÌÉËÅ #ϽϽȟ ÂÕÔ ÔÈÁÔȭÓ ÎÏÔ ×ÈÅÒÅ ÔÈÅ ÐÒÏÂÌÅÍ ÌÉÅÓȦ 

The problem lies with platforms like Game Maker! 

With Game Maker, we cannot, no matter how good we are, take 

advantage of parallel programming, unless we use DLLs to draw and 

execute certain instructions on the Game Maker window. GML and GM 

actions are incapable of being executed at the same time, since Game 

Maker itself and its runner was not adapted to parallel programming. 

Rewriting Game Maker to become adapted to parallel programming 

impractical for two main reasons: first, its really tough to do so, but 

ÓÅÃÏÎÄÌÙȟ ÉÔȭÄ ÂÅ Á ÃÈÁÌÌÅÎÇÅ ÔÏ ËÅÅÐ 'ÁÍÅ -ÁËÅÒ ÁÓ ÅÁÓÙ ÔÏ ÕÓÅ ÁÓ ÉÔ ÉÓ 

×ÈÉÌÅ ÂÅÉÎÇ ÁÄÁÐÔÅÄ ÔÏ ÐÁÒÁÌÌÅÌ ÐÒÏÇÒÁÍÍÉÎÇȢ )ȭÍ ÌÏÏËÉÎÇ ÆÏÒ×ÁÒÄ ÔÏ ÓÅÅ 

if YoYo Games is planning to do anything about that. We might not 

need to worry now, but in the future, we certainly do. 

See You Next Month! 

Eyas Sharaihaƴ 

Holiday Memories 
Three years ago in December I was diagnosed 

with cancer. I went through chemotherapy 

and radiation. The following year, I was 

diagnosed with it again, it had spread. So 

once more I went through chemotherapy and 

radiation. I am happy to say as of this year, I 

am two years in remission.  

Though this story starts sadly it has a silver 

lining. My family who lives in Phoenix Arizona 

wanted me with them for the Christmas 

holidays so they all pitched in and bought me 

a plane ticket. I live in Linfield, PA.  

When I arrived in Arizona I was picked up by 

my favourite sister, Veronica. (I am the baby 

of the family.) She took me to her home, 

which is a very nice townhouse. The front 

porch was sparkling with white lights and 

snowflakes. What a contrast to the desert 

landscaping in the yards.  

The living room was like stepping into 

another world. A beautiful tree was in one 

corner, the fireplace was brightly decorated. 

They had a complete country house, snow 

scene on the top of the entertainment center. 

But what really caught my eye was a stack 

over 5 feet tall of boxes, from a large box to a 

very small box on the top with my name on it. 

Christmas morning my other sister, Marge, 

came over from her house about a block away 

and I started to open those boxes. Each box 

was filled with tissue so I had to dig for the 

gifts inside. There was laughter and joy in 

each box that I pulled off the stack and 

opened.  

This was one of my happiest memories and 

the one that touched my heart the most. We 

are closer now then we have ever been and so 

much love has come out of my illness, and I'm 

grateful for every day I have on this earth.  

Merry Christmas and Happy Holidays! 
Warm wishes, 

Merrie Schonbach 
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The topic has been going on for a long time and after the review of the topic 

ɉÁÎÄ ÃÏÕÎÔÉÎÇ ÔÈÅ ÍÏÎÅÙ ÔÈÁÔ Ȭ9ÏÕÒÓÅÌÆȭ ÇÁÖÅ ÍÅ ÆÒÏÍ PayPal for influence on this 

topic!), I have concluded that game play is more important than graphics. Sure graphics 

may be fun to look at, draw people into your game, create cool effects, add a sufficient 

future for those who invest in it a lot (art) etc. But wÉÔÈÏÕÔ ÇÁÍÅ ÐÌÁÙȟ ÇÒÁÐÈÉÃÓ ÊÕÓÔ ÄÏÎȭÔ 

cut it! 

What Graphics Do 
Now some of you may of stopped reading this article as of 

right now, because that paragraph up there may have 

actually completely gone against what you believe, or 

perhaps have simply reassured ÁÎ ÏÂÖÉÏÕÓ ÆÁÃÔȢ 4ÈÁÔȭÓ ÆÉÎÅȠ 

just make sure you listen here: 

There is definitely a ton of info that should not be 

questionable about the amount of value added by 

ÇÒÁÐÈÉÃÓ ÔÏ ÔÈÅ ÇÁÍÅȟ ) ÍÅÁÎ ÓÅÒÉÏÕÓÌÙ ÇÒÁÐÈÉÃÓ ÁÒÅÎȭÔ 

useless; they can (at the very least): 

1. Traps [attracts, actually!] the user into playing 

your game. 

2. Create cool effects, which just about anyone 

ÃÁÎȭÔ ÄÅÎÙ ÔÈÁÔ ÔÈÅÙ ×ÁÎÔȢ 

3. Add to the fun tone of the game; good 

ÇÒÁÐÈÉÃÓ ÓÔÁÎÄ ÏÕÔ ÂÏÌÄÌÙ ÄÅÃÌÁÒÉÎÇ Ȱ(ÅÙ ÙÏÕȦ 

Play this game, its fun, plus the visuals 

COMMUNICATE well with you to make them 

ÆÕÒÔÈÅÒ ÐÌÁÙ ÔÈÉÓ ÇÁÍÅȦȱ  

4. Provide an excellent future for those 

interested in arts. Even pixel art I swear, you 

would just laugh at how many different forms 

of graphical jobs you could get. 

I am not denying that I believe graphics contribute a huge 

ÐÁÒÔ ÔÏ Á ÇÁÍÅȟ ) ÁÍ ÊÕÓÔ ÍÅÒÅÌÙ ÓÔÁÔÉÎÇ ÔÈÅÙ ÁÒÅÎȭÔ ÔÈÅ 

most important. 

Å 

Å 

Å 

 

Be Brave 
Ȱ4ÈÅ ÂÒÁÖÅ ÍÅÎ profit their city more than the finest, most 

ÃÌÅÖÅÒÅÓÔ ÓÐÅÁËÅÒÓȢȱ ɀAristotle 

 Game play is the brave men, and graphics are the clever 

speakers, if you have a game with horrible graphics, yet 

amazing game play, well guess what? People will play your 

game. However if you have a game where graphics 

overrule game play, the game is only fun for a short period 

of time, then once they start playing it its complete crap. 

Game play, if developed correctly, will overrule correctly 

developed graphics. 

Please use this topic to help you develop your games 

further, focus on the number 1 importance if a game, 

which by now you should understand what that is. 

However by now you should also understand that by 

looking at the above list, you can use graphics to your 

advantage. 

Link to topic (http://xrl.us/GFXorGP) 

erthgyƴ 

 

Å 

http://gmc.yoyogames.com/index.php?showtopic=339978&st=60&p=2435413&#entry2435413
http://xrl.us/GFXorGP
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A problem that occurs is quite often speed drops and in the worst case the game 

ÆÒÅÅÚÅÓȢ 4ÈÅÓÅ ÁÒÅ ÁÎÎÏÙÉÎÇ ÓÉÔÕÁÔÉÏÎÓ ÂÅÃÁÕÓÅ ÔÈÅ ÐÌÁÙÅÒ ÏÒ ÕÓÅÒ ÉÓ ÎÏÔ Á×ÁÒÅ ÏÆ ×ÈÁÔȭÓ 

happening. Fortunately, in most cases, you can rewrite your code a bit to avoid all this. 

,ÅÔȭÓ ÈÁÖÅ Á ÌÏÏË ÁÔ ÈÏ× ÔÈÉÓ ÃÁÎ ÂÅ ÁÃÈÉÅÖÅÄȢ 

Causes of speed drops and the game 

freezing 
Because a computer only has limited processing power (it 

is not infinite), it can only do a certain amount of 

calculations at a time. This is the reason why speed drops 

can occur. If too many calculations need to be made in a 

short time, the processor is not able to handle them in that 

amount of time. It is then that speed drops will occur. 

In Game Maker, speed drops also occur because of that 

same reason. Usually, the game speed will drop 

significantly when many calculations are made in a short 

time. This is e.g. when resources are loaded or when a loop 

is executed many times. 

 

ÁÖÅÒÁÇÅ ÓÐÅÅÄ ×ÉÌÌ ÂÅ ÌÏ×ÅÒ ÔÈÁÎ ÂÅÆÏÒÅȢ &ÉÒÓÔ ×ÅȭÌl have a 

ÌÏÏË ÁÔ ÔÈÅ ÐÒÏÂÌÅÍ ÓÐÅÃÉÆÉÃ ÔÏ '-ȟ ÁÎÄ ÔÈÅÎ ×ÅȭÌÌ ÁÔÔÅÍÐÔ 

to solve it. 

Speed drops in Game Maker 
In Game Maker, room_speed defines the speed at which the 

 

Cpu usage 

Time 

There is a peak in CPU usage:  

,ÅÔȭÓ say that the green line represents the CPU usage where 

ÓÐÅÅÄ ÄÒÏÐÓ ÄÏÎȭÔ ÏÃÃÕÒ ÙÅÔȢ 4ÈÅÎ ÉÎ ÔÈÉÓ ÃÁÓÅ ÔÈÅÒÅ 

definitely will be a speed drop. So it is actually the high peak 

that we want to lower, as shown in the figure on the top left. 

The blue line shows the time when the action is complete. 

You can clearly see that it takes longer to execute the code 

in the second case than in the first case. This is a 

disadvantage when you want to avoid speed drops. The 

Cpu usage 

Time 

Note: the graphs do not show data from real 

measurements. They are only intended to make the 

reason clearer. 

Image Data Structure Scripts 
The image data structure script (ds_image scripts) 

allow users to convert regular images (whether they are 

sprites, backgrounds, etc) to data structures storing the 

color information for each pixel. 

While this appears to be memory and resource 

consuming, it is done for a reason: it makes 

mathematical manipulation of color values, like 

brighten, darken, invert, greyscale, and color blending 

much easier! 

gmc.yoyogames.com/?showtopic=342952 
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