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been really busy! Anywayshet many of you would remember a coupl
of years ago when all CPU chipakers were concentrating on highe
clock speeds rather than anything else. You might look back and
impressed at the developments we have now, hyiereading is taken
for granted, dualcore is in almost every computer; and muttire CPUs
are on the rise!

While | do share the satisfaction and astonishment of our lat
AAEEAOGAT AT 6O6h ) AATTT O AGO 111

when a singlecore CPU was the dominant in tmearket, all that we as
POT COAI T AOO T AAAAA O Al EO xOE
CPU would execute them in thatorder POAOOU OEI bl A

I xh xA AAT OOEI1l Al OEAOh AOO
multiple cores in a aoputer. Most programmers are still used to the ol
xAUOd 1 ETAAO DPOI COAI T ETC8 4EAOQE
when multicore computers and CPUs become more dominant, the
programmers are going to need to adapt their programming techniqu
to OAEA AAOAT OACA 1T &£ OEA 1T Ax EI
programs we put up with now might become unacceptable in the futu

It is important to take advantage of multiple CPU cores, but thisis a v
difficult task. It is really difficult to takefull advantage of this in
DOl COAI T ETC 1 AT COACAO T EEA #20h
The problem lies with platforms like Game Maker!

With Game Maker, we cannot, no matter how good we are, ta
advantage of parallel programming, unless we U3kLs to draw and
execute certain instructions on the Game Maker window. GML and
actions are incapable of being executed at the same time, since Gi
Maker itself and its runner was not adapted to parallel programmir
Rewriting Game Maker to become ad@pd to parallel programming
impractical for two main reasons: first, its really tough to do so, t
OAATT Al Uh EOB8A AA A AEAIIT AT CA (
xEEIT A AARAET ¢ AAAPOAA O DAOAIIT AI
if YoYo Gares is planning to do anything about that. We might nt
need to worry now, but in the future, we certainly do.

See You Next Month

Eyas SharaihA

Holiday Memories

Three years ago in December | was diagnos
with cancer. | went through chemotherapy
and raliation. The following year, | was
diagnosed with it again, it had spread. S
once more | went through chemotherapy an
radiation. | am happy to say as of this year
am two years in remission.

Though this story starts sadly it has a silw
lining. My family who lives in Phoenix Arizong
wanted me with them for the Christmas
holidays so they all pitched in and bought m
a plane ticket. | live in Linfield, PA.

When | arrived in Arizona | was picked up
my favourite sister, Veronica. (I am the bak
of the family.) She took me to her home
which is a very nice townhouse. The fror
porch was sparkling with white lights anc
snowflakes. What a contrast to the desel
landscaping in the yards.

The living room was like stepping intc
another world. A beautiful #e was in one
corner, the fireplace was brightly decorated
They had a complete country house, sno
scene on the top of the entertainment center
But what really caught my eye was a stac
over 5 feet tall of boxes, from a large box to
very small box onhte top with my name on it.

Christmas morning my other sister, Marge
came over from her house about a block aw:
and | started to open those boxes. Each b
was filled with tissue so | had to dig for th
gifts inside. There was laughter and joy i
each boxthat | pulled off the stack and
opened.

This was one of my happiest memories ar
the one that touched my heart the most. Wk
are closer now then we have ever been and
much love has come out of my illness, and I'
grateful for every day | have on thiargh.

Merry Christmas and Happy Holidays
Warm wishes,
Merrie Schonback
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The topic has been going on for a long timend after the review of the topic

i AT A Al O1 OET ¢ OEA i

I AU PayPafQ infuenceCod this

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

may be fun to look at, draw people intec\’our game, create cool effects, add a suffi

future for those who invest in it a lot (ar ) 2tc. BLEWDET OO CAI A bl AL

cut it!

What Graphics Do

Now some of you may of stopped reading this article as
right now, because that paragraph up there may ha
actually completely gone against what you believe,
perhaps have simply reassurddl T AOET OO0 A&
just make sure you listen here:

There is definitely a ton of info that should not L
questionable about the amount of value added I
COAPEEAO OI OEA CAi Ah )
useless; they can (at the very least)

1. Traps fttracts, actually!] the user into playing
your game.
2. Create cool effects, which just about anyor,
AAT 60 AAT U OEAO OEAUV
3. Add to the fun tone of the game; groc
COAPEEAO OOAT A 100 A
Play this game, its fun, plus the visua
COMMUNICATE well with you to make thel
AOOOEAO PI AU OEEO CA
Provide an excellent future for thosi
interested in arts. Even el art | swear, you
rould just laugh at how many different form:
¢. graphical jobs you could get.

| am not denying that | believe graphics contribute a hu

Be Brave

O4 EA A Ophofix Aheir cifyimore than the finest, mo
Al AOGAOAOAricioBA AEAOO8 S

Game play is the brave men, and graphics are the cle
speakers, if you have a game with horrible graphics,
amazing game play, well guess what? People will play y
game. However if you have a game where graphi
overrule game play, the game is only fun for a short per|
of time, then once they start playing it its complete crap.

Game play, if developed correctly, will overrule correc
developed graphics.

Please use thigopic to help you develop your game
further, focus on the number 1 importance if a gam

which by now you should understand w at i
However by now you should also understaigf that
looking at the above list, you can use gra 0 Y

advantage.

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

PAOO Oi A CcAiAh ) Ai EOO
most important.
MarkUp December 3
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Solving the Problems

Of a Game Freezing arfdpeed Drops

A problem that occurs is quite often speed drops and in the worst case the g
AOAAUAO8 4EAOA AOA AT TTUET C OEOOAOQEITI

happening. Fortunately, in most casexwycan rewrite your code a bit to avoid all this

, AO6O EAOA A T1TTE AO EI x,,,QREO AAT |AA

P

._._

Causes of speed drops andthe game —/— N
freezing
Because a computer only has limited processing power >
is not infinite), it can only do a certain amount o Time
calculations at a time. This is the reason why speed dro Note: the graphs do not show data from rea

measurements. They arenly intended to make the

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

short time, the processor is not able to handle theminthe = i . . R L
amount of time. It is then that speed drops will occur. AOAOACA OPAAA xEIIl AAlhalea?
ITTE AO OEA DOi Al Al ODPAAEA
In Game Maker, speed aps also occur because of that to solve it.

same reason. Usually, the game speed will dro

significantly when many calculations are made in a sho

time. This is e.g. when resources are loaded or when alo SpPeed dropsin Game Maker

is executed many times. In Game Makerroom_speed defines the speed at which the

Cpu usagé‘

o —

There is a peak in CPU usage:

, A Gay that the green line represents the CPU usage w
OPAAA AOT PO AT180 1 AAOGO
definitely will be a speed drop. So it is actually the high
that we want to lower, as shown in the figure on the top |

The blue line showthe time when the action is complet
You can clearly see that it takes longer to execute the

in the second case than in the first case. This i
disadvantage when you want to avoid speed drops. Tt

MarkUp December 4
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Solving the Probiem

Of a Game Freezing and Speed Drc

Theoretical expectation

v

1
Result when a step takes too long to execute
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game is run. It is expressed in steps per secor a hugefor loop many times when it is created. This wil
(theoretically). The default setting is 38p this will also be cause a speed drop when an instance of the object
used in the explanation. AOAAOGAA8 41 AOI EA OEEOh O
L instead the step event can be used for the same purpos
Theoretically, a step in GM would gei = £333ai. Now  Eyerything that was originally in the Iponow comes in
OEAOG6O0 OEA OEAT OAOEAAIT OAl the step event. An example will make this clearer.
during that amount of time, GM will still execute all code it
that step. The consequends that the step that follows the
current step needs to wait until the current step is finish
And then the game slows down or freezes. It could look
shown on the opposite page.

As you can see, the step behind the slow step starts
later than heoretically expected. Suppose a sprite is dra
When the 18 frame should be drawn, the"&rame is drawn

. I x OEAO xA ETi1x xEAO OEA

The solution to the problem
y £ EO AAT 80 AA AT T A xEOEI
xEU 11T 0 AT EO EIT A [EAx
51 &£l 0001 AGAT uh EO AAT 860 A
large sprite needs to be loaded into memory. This ca
done with thesprite_add function. The problem here is th
whensprite_add cannot be executed in a single step, ther
no way to do this in more steps. The speed drop here ca
be avoided. The most important cases where it can be d
are when loops are used. Suppose an object needs to exec

MarkUp December 5
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Solvmg the Problems ~
-
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Of a Game Freezing and Speed Drc

Original

Create Event
:rvar i, total
i total = 1000 ; i
ifor(izO ;i < total ;i+=1) i
A
: /I execute a lot of code
e

Step Event

C nothing special here
Loop in step event

Create Event

—————————————————————————————————————————————————————————————————————————

if (i<total )

/I execute a lot of code
| i+=1 § |
[ O [ Y . 9. (-0 - 7 W
OEA OAOAAOGAG AT A OOOADPGE A
OPAAA AOI POh AOOOI ET ¢ OEA
171 D6 Adikd inalsingle@tep. But the code as it i
now only executes the piece of code once per step. Ofte
ui 6611 AA AAT A O1 A1 OEEO
EO6A AA AAOOAO OF OOA A O
many times does it need to be repted then? After some

testing, | found out that a good repeat value is a factc
times the fps. This is logical. If too much iteration is don
per step, the fps will drop. Because the number c
iterations per step is determined by the fps, this number ¢
iterations will also lower immediately and then the fps cal
go up again. The step event could then be something lik
the following:

OEA OA& O

MarkUp

Step Event

| repeat (factor*  fps) // factor should be definedin
I the create event i
B :
vif (i<total ) |
A E
5 /I execute a lot of code :
i i+=1 ; |
) '
i }

'TA OEAO8O OEA AAOGO EO
a bit to get the best results.
Al Ol

91 6 AAI AAA A DPOI COA

[
hard to do. The percentage completed is of cou+cse—I
tota

The following piece of code can be used for a simp
loading bar:

draw_rectangle_color  (x1,yl,x1+ i/total*  width,yl+height
,back_color,back_color,back_color,back_color,0);
draw_rectangle_color  (x1+ margin _hor,yl+ margin _vert,x1+

© width - margin _hor,yl+height -

margi n_vert,front_color,front_color,front_color,front

i _color,0); |

Just declare the used variables with a decent value ai
ui 66 0A OAAAU O1 <ci 8

Conclusion

Most speed drops in a game or program can be avoide
The disadvantage is that it takes longer to execute cod
than it normally would. To solve the problem, you cat
AEOEAA A 1171 B 1T0AO0 OEA OA
number of iterations per step. And for the code that really
takes a long time to execute, you can display a progre:
bar to keep the user €l Of AA8 ' T A OEAO
about it. | hope this article has been of use to you.

Bart Teunig
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Hello, my name is Alec Smith (cbdman25), | created the game Pollen. | have

asked to write a short article on how the game was made, howgver|
A OA1T OAT AA AOO )

AT UOEET C 11T CAO OEAI
Beginnings

It all began way back in November 2006 when | decidec
post one last game on the GMC and leave for good. N
iT600 PATPI A xET OI AAOGAs C
user or return as the same user making a topic on h
OEAUGOA T AAA A OOEOI PEAT O
| found the GMC boring. All the members acted the sal
way and in all honesty | was growing tired of makil
games. | wanted to focus my atteoti on animation. That
was my real goal in life; to become an animator, not
game maker. So | left the GMC and stopped maki
games for about 5 months. By the time it was March 20(
OAAT EOAA ) EAAT 80O OOAA ' A
| was scared hat some of my GM knowledge ha
committed suicide over the months. | had to prove | w
still capable of making a game. R

L iT88& I xAOO 1 AAA Oi

OAOOE,

Basically, Pollen was a test to make sure | still had
game making abilities.

The Idea

When it came to sitting down and starting Pollen the lor
gap in time had affected the way | made my games. Firs
sat down on my chair and starred at my computer scre
trying to think of a game idea. | knew | wanted to do
puzzle game because they hava certain sophisticatec
element to them. | was blank. | had no idea what to ¢
Sure, there are loads of puzzle games out there | co
have cloned. Like that box pushing gant@H BOY | JUST
LOVE THAT BOX PUSHING GAMBWy source of
inspiration lies in Leimings. Indeed, it is the greates
game ever to be witnessed by my irise
Lemmings is too difficult to do on Game Mal
ambitious for a catckup game. | was stump
meant drastic measures, | had to think of tk e fil
and wok backwards.

WHAT?!

Yeah, so, it was summer and | had hay fever. BIN(
Pollen! What a pretty name! | bet that would make a ni
game! With still no clue what happens in the game | fou
an appropriate font and made a menu background
Photoshop.

Okay so what do you actually DO in the game? He
CAO
another!4 (! 4 6 3 ! 2pply the4Lemmings factor anc
ALAKABOOMthe concept of Pollen was born. | made or
attempt at drawing a flower and it turned out sorteng
OEAO 1TTEAA TEEA A DPADBAO

l times and then attempted to bend back into its origini
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EA - A
ollencon

E

form. Luckily, Photoshop was open at the time and | jt
used a default flower shaped object. However, Photosh
has anti aliasing appliednd using that as a sprite woul
be me a horrible white outline.

O4EA - AEET C 1 A£8886

| was forced to use the alpha channels to create the illus
of  smooth edges using the good olc
draw_set_blend_mode(bm_subtract)  and then plonking on a
sprite of some sadr It turned out nicely!

. A0 xAOA OEA OPEITTEIC ¢
motion blur options and that means if you have an obje
OPEITTEIC AO Qa®dd A AEOAI A¥Y
all. So | attempted some weird methods of getting a lot
that the fan was actually spinning very fast rather than ju
Ol OAGET ¢ xAEOAIT U8 ) AA1T S
DOAOGAT A U1 O60A Al AUAAS

TRIWMPH

Click the mouse wocud

* N

| cannot remember what happened after that except th
by day one | had the engine finished. Day two and thi
wouldcd OEOO T &£ T A AAOECT ET ¢
game making philosophiesPERFECT THE ENGIAE ) O
tempting to just go ahead and make levels but you real
really need to get that engine done! All the small awkwa
bits too like HUD effects, you need 81 OEAI 8

just get it out the way, take your time! When | do ¢
engine, | always try to work it around myself. Creating

MarkUp

OUOOAI OEAOB8O AAOU O1 AA|
affective too. | cannot describe how important it is to g
the engne done before you make leveld. 4 6 3
IMPORTANT!

Another philosophy of mine is to try and makelE PLAYER
CONTROLS COMFORTABRE , AOS6 O OAU UI ¢
uses the arrow keys and after playing the game for
i ET OOAO OEAOAGO mathod rdONLY
DOAOO xEOE OEA i1 00A8 4E{
to one input device. Pollen is solely a mouse based gam
)y AT180 OAAITT U ETTx xEAO
OEAO o111 AT OONHI AA TOO O
i AE A®an anidator. My Yoi e account is full ¢
cartoons not Nruto dub overs.

Conclusion & Advice

)y £ UT 66 OA MEAAIT ET ¢ OAAITIT U
moment, take a break from it, learn another program the
OAOOGOT ET A 111 0E 1 Qroddhxdnd
Ul 60 TETA x1 1760 AA EEITAA
put in a game. Staying away from the GMC and any otl
GM game refreshes your perception on design.

I'Eh AT A OIT A CAi A AAROGECI
appear on screen, have itsliddn $1 1 80 EAO/
through hours of pointless intros to fake companids.
$/ . 064 TRONMONKEY STUDIOS I JUST WANN
PLAY THEGAME3 OO &Z 1 EEA OEAON
4EAOG6O0 T1TA 1T/&# OEA 1 AET O
Ul 06 OA DT OOE I ngnead tChave A ridiouoA
topic title. If the game is good it will get its own put cit
Otherwise you better hope that your long title sc. “-

QUi Yoty s B A GRS
mate. But hey! What do | know?
GMC = Bad
Thanks for readinghis by the way.
From the guy who lives in the UK,
Alec Smity

December 8
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Varia
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Varia was orignally a game that was started out of fun for a competition. After sol

toying around, however, | landed on a solid concept and decided to take it from the

was going to be my second game, and considering the popularity of my first o

A A A E Adteb it ypGaotch and try to fix what was wrong in the first game with

second one.

Eventually | landed on an even better concept, and t
game was no longer being magiastfor fun. | had an idea
that could possibly win the competition, so | decided
put all my effort into making it. Deadlines help a lot wit
game development, especigl with rewards, thus causing
6 AOEAGO GCAIi Apl Au AOOAOEI T
game.

Concept
4EA OEAI A T &£ OEA AT i PAOEC
that trailed after your ships or orbited them. We were °

i AEA OOA 1 &£ OEA OEAT A EI
EAOA OEA OOAEIEITC TDBPOEITC
game, you know what they weA8 4 EAUG OA

ships that follow after the location of the player, and

recent games you can freeze them in their positio
relative to the location of the ship. | thought the freezin
part was quite interesting, so | wanted to think abauat

| could do with it. | thought up of having them absol
enemy bulletsz then sending them back when you shoo
Thus the number of enemy attacks was decided at
different types of attacks, which you could touch with or
of your options and then immedtely gain the ability to
OOA OEAO AOOAAE xEOE OEAC
AAll EO8 41 CAO 1T OEAO Oub
the option power at some point, so you could select

individual option with the up and down arrow keys.
restricted the buttons to Z,X,C and Arrow keys simg
because | did not want too many buttons for a sheon-

OP CAI Ah OE]T Aybe garded This ledds té :
large degree of multitasking, but in the end it worked o
well. Pressing X would let yogo into slow mode and

MarkUp

freeze your options at the same time, which worke
perfectly, so it was two things in one.

| decided that enemies should be mostly made of a sin
part, while bosses and mifiiosses should be made out ¢
multiple parts. This inspitgon came from Warning
Forever, a shoeem-up game based on evolving bosst
and destructible parts (as did some of the graphical styl
This lead to interesting fights with bosses, where yi
could decide what to destroy first instead of just blowir
the entire thing up after who knows how many shot:
Attack patterns were going to be fairly mediocre, thoug
the speed of the bullets would be fast for a good feel o
high paced game.

Levels

| planned to have 4 levels, which was a lot for the tii
period | vas working in because of the enemy wa
planning and balance, along each individual boss and-m
boss. | spent hours playing over and over certain stage:
check if the waves felt just right, and then | let some be
testers play the game and they woutdport if it was too
hard or not. | treated the project as professionally

possible. | made some concept art on enemies, &
carefully thought out the design of the levels. Since | we
for a cyberspace sort of feel, my levels were designec
give the gayer the impression that he or she was insi
some sort of computer world, destroying virtual enemie
and bosses. The backgrounds were all thought up &
approached the development of each specific level, a
were modified several times to make the garw®k right.

December 9



Bosses were the hardest part of each level, as each
individual and unique with their own attacks and abiliti
The bosses took a few days to make and perfect with t
many attack patterns, destructible parts, behaviour, a
balance. |&bi EAA O1T 1 AEA OOOA
kill the framerate due to their large usage of sprites, pa
deciding what to use and when to attack, and the numk
of bullets on the screen.

Balance

The abilities were going to be available for the player
absorb in incrementg the first level had four absorbable
weapons, second level had six, third had eight, and fou
EAA All OAT 8 4EEO0 xAO AIl
amount of different enemies thrown right at the playe
with the first stage, ando that the player could get usei
to the weapons before trying new ones. The abilities we
pretty much balanced as each weapon had an advant:
and a disadvantage. You could charge up the charge <
and it would take a long time to accumulate a poweri
attack, but in the end it is worth it for using it on a boss

19000
LIVES X g

moDE
NORMAC

. TUTORWFL

5'TP‘-"5 TS
HIGHSCORE
OPTIONS
AaT
CREDITS
EXIT

similar. If you wanted to eliminate enemies and avc
getting killed as much as possible, you could get the bl
ability to cause some area damage or get the homi
missile to not worry abousome enemies at all (the sids
effect of that is you could easily break the chaining systt
that gives you a good score). The nuclear missile is not
useful while fighting a swarm of small enemies, but usi
it on a boss would be perfect since the bessare huge
and the missile does a great deal of damage. Each ab
had an advantage and disadvantage that was careft
balanced throughout the game with a great deal «
testing. Balance is definitely crucial for a game to
successful.

Polish

Finishihng up the last few things of the game was probat
the part that was the hardest. After finishing the fou
levels, | had a load of work to do for customizatic
(difficulty levels and game options), a decent menu scre:
getting music to go along with theeVels, adding certain
features, additional eye candy, and similar. These were
finishing touches that were being made when | started r
wanting to work on the game, but | forced myself to wo

December 10



Varia Cont.

on them anyway, because | kept looking at the probat
outcome and success of the game. With the music,
composer contacted me and | showed him the gan
which lead to the custom made music for each of the lev

xEEAE x1 Ol A E£EO OEA CAI A
happen unless you have a good game to slaffyso | was
lucky there. I finally got everything touched up, and add
a comprehensive readme (even though there was
tutorial in the menu) and released the game. | wanted
make the game look as professional as possible, an
paid off in the end.

Tips

There were many things done in Varia to make the €
candy look great. The explosions were mostly lines ¢
translucent shapes that all appeared to be different, y
they were one or two sprites changed with scaling, ima
AT Ccl A AT A Al Bhsk thé Buili® Aabdtisle

OUPAO &I O UiI 00 Agbii OEII
i AEET C UT OO0 1T x1 OUPA xEOF
seen before for effects and graphics; the type of graphic
stuck with became my style. Most of the explosions ¢
OEAOAZEI OA O1 ENOA AAAAOOA

also never seen a distortion effect used in a particule
great way, so the bubble distortion along with the massi
explosion afterwards, for those who have seen it, w
something most people didhot see before with a game
made in GM.

As for the game development in general, as mention

before, give yourself a deadline. Plan ahead of tin
Perhaps draw sketches of what you are planning to ma
and think it out thoroughly before starting on thgame.
4EAO EOh EZ£ Ul O60A OAOET O
and if you are planning to be professional abo
development.

My coding skills were not that fantastic at the time | mac
OEEO8 $1160 1 A0 OOOAEAE 1EE
great at programming. If you think you can mak
Ol i AOCEET ¢ch OEAT ¢1 AT A Oc
something new each time you try making a more compl
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http://forums.gmking.org/index.php?showforum=38
http://gmc.yoyogames.com/index.php?showtopic=284288

As many of you may know antialiasing is the technique of smoothing the jagge

edges known as aliasing when representing a higbolution image or shape at a low

resolution. Aliasing occurs because whgsu try to draw a shape or image with a high

resolution than that of the screen; the pixels need to be approximated, which cause

jagged effect.

Imagine drawing a square (a pixel, in this case), but
needs to be snapped ta certain resolution. Usually the
point is simply rounded to the nearest pixel, but with anti
aliasing we can create a smoother effect by approximatin
how much of a pixel an "ideal" shape would cover. F
example, if an ideal line segment one pixel thitksses a

pixel and covers 60% of that pixel, we can fill in that pix
with 60% alpha instead of the 100% we would get b
default.

Game Maker Implementation

So we have a basic idea of what we need to do, but how
we do it? A good idea would be to codesi how we can
approximate a single pixel thatsn't on our pixel grid,
interpolate it between multiple pixels, as it were. Game
Maker has an option for this, but it doesn't quite fulfill oul
requirements, as it only works for images, not shape:
Very well let's look for a way to do this ourselves.

If we have a point at position (x, y), and x and y arer
integers (round numbers), then drawing it normally wil

MarkUp

cause aliasing. So we need tc
change our drawing alpha based
on the coverage that all the pixels
around x, y get. How do we do
this? Let's start with an example.
Say we want to draw a pixel at
the point (1.45, 1.45). You can se
how this would look by looking at
the example image.

. :H [
T
ideal nearest pixel interpalated

If we were to draw a pixel normally, the result would b
the secondimage, because Game Maker rounds pixels t
the nearest point on the pixel grid. The third image is oL
interpolated image: as you can see, the timft red pixel
has slightly more than a quarter of the coverage, the to
right image has a bit less, the botn left has the same
coverage as the topight pixel, and the bottorright has
the least coverage.

#Al AOI AOET ¢ O#1 OAOACAG
So how much coverage is thgrecisely?This is actually
quite easy to calculate. We know that coverage of the firs
pixel starts at (1.45, 1.45) and ends at (2, 2). So, ¢
coverage is (% relative x) * (1- relative y), where the
relative x and y are the coordinates from the ttgit part
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