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Editor's Desk 

%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 

Graphics or Gameplay 

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. 

Solving the Problems 

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 

Of a Game Freezing and Speed Drops 

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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http://gmc.yoyogames.com/index.php?showtopic=342952
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(theoretically). The default setting is 30, so this will also be 

used in the explanation. 

Theoretically, a step in GM would be:
1

30
ί= ± 33.3 άί. Now 

ÔÈÁÔȭÓ ÔÈÅ ÔÈÅÏÒÅÔÉÃÁÌ ÖÁÌÕÅȢ )Æ ÎÏÔ ÁÌÌ ÃÏÄÅ ÃÁÎ ÂÅ ÅØÅÃÕÔÅÄ 

during that amount of time, GM will still execute all code in 

that step. The consequence is that the step that follows the 

current step needs to wait until the current step is finished. 

And then the game slows down or freezes. It could look like 

shown on the opposite page. 

As you can see, the step behind the slow step starts much 

later than theoretically expected. Suppose a sprite is drawn. 

When the 10th frame should be drawn, the 8th frame is drawn. 

.Ï× ÔÈÁÔ ×Å ËÎÏ× ×ÈÁÔ ÔÈÅ ÐÒÏÂÌÅÍ ÉÓȟ ÌÅÔȭÓ ÓÏÌÖÅ ÉÔȢ 

The solution to the problem 
)Æ ÉÔ ÃÁÎȭÔ ÂÅ ÄÏÎÅ ×ÉÔÈÏÕÔ Á ÓÐÅÅÄ ÄÒÏÐ ÉÎ Á ÓÉÎÇÌÅ ÓÔÅÐȟ ÔÈÅÎ 

×ÈÙ ÎÏÔ ÄÏ ÉÔ ÉÎ Á ÆÅ× ÓÔÅÐÓȩ )ÔȭÓ Á ÖÅÒÙ ÓÉÍÐÌÅ ÓÏÌÕÔÉÏÎȢ 

5ÎÆÏÒÔÕÎÁÔÅÌÙȟ ÉÔ ÃÁÎȭÔ ÂÅ ÄÏÎÅ ÉÎ ÁÌÌ ÃÁÓÅÓȢ 3ÕÐÐÏÓÅ Á ÖÅÒÙ 

large sprite needs to be loaded into memory. This can be 

done with the sprite_add  function. The problem here is that 

when sprite_add  cannot be executed in a single step, there is 

no way to do this in more steps. The speed drop here cannot 

be avoided. The most important cases where it can be done 

are when loops are used. Suppose an object needs to execute 

a huge for  loop many times when it is created. This will 

cause a speed drop when an instance of the object is 

ÃÒÅÁÔÅÄȢ 4Ï ÁÖÏÉÄ ÔÈÉÓȟ ÔÈÅ ȬÆÏÒȭ ÌÏÏÐ ÃÁÎ ÂÅ ÒÅÍÏÖÅÄ ÁÎÄ 

instead the step event can be used for the same purpose. 

Everything that was originally in the loop now comes in 

the step event. An example will make this clearer. 

Solving the Problems 

Å 
Of a Game Freezing and Speed Drops 

Theoretical expectation 

Time 

Result when a step takes too long to execute 

7 8 9 10 

7 8 9 10 

D3D Distance Formula 
4ÈÅ Ȭ$Ω$ $ÉÓÔÁÎÃÅ &ÏÒÍÕÌÁȭ ÉÓ Á ÎÉÃÅ ÌÉÔÔÌÅ ÓÃÒÉÐÔ ÔÈÁÔ 

calculates the distance between two points on the 3D 

Cartesian space. 

Ȭ$Ω$ȭ ÉÓ Á ÂÉÔ ÍÉÓÌÅÁÄÉÎÇ ÓÉÎÃÅ ÔÈÉÓ ÌÉÔÔÌÅ ÓÃÒÉÐÔ ÁÃÔÕÁÌÌÙ 

calculates the distances between any two points in any 

3D system and not just Direct3D. 

The script can be particularly useful in a multitude of 

occasions, especially drawing certain effects of 

interaction between two objects, determining AI in 3d-

worlds, etc. 

Few lines of code hold much power, indeed. This script 

demonstrates that. 

gmc.yoyogames.com/?showtopic=344960 
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http://gmc.yoyogames.com/index.php?showtopic=344960
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Original 

Create Event 

var  i, total ;  

total = 1000 ;  

for ( i = 0 ; i < total ; i +=1 )  

{  

 // execute a lot of code  

}  

Step Event 

Č nothing special here 

Loop in step event 

Create Event 

i = 0 ;  

total = 1000;  

Step Event 

if  ( i < total )  

{  

 // execute a lot of code  

 i +=1 ;  

}  

!Ó ÙÏÕ ÃÁÎ ÓÅÅȟ ÔÈÅ ȬÆÏÒ ÌÏÏÐȭ ÈÁÓ ÊÕÓÔ ÂÅÅÎ ÄÉÖÉÄÅÄ ÏÖÅÒ 

ÔÈÅ ȬÃÒÅÁÔÅȭ ÁÎÄ ȬÓÔÅÐȭ ÅÖÅÎÔȢ .Ï× ÔÈÅÒÅ ×ÉÌÌ ÂÅ ÎÏ ÍÏÒÅ 

ÓÐÅÅÄ ÄÒÏÐÓȟ ÁÓÓÕÍÉÎÇ ÔÈÁÔ ÔÈÅ ÐÉÅÃÅ ÏÆ ÃÏÄÅ ÉÎ ÔÈÅ ȬÆÏÒ 

ÌÏÏÐȭ ÃÁÎ ÂÅ ÅØecuted in a single step. But the code as it is 

now only executes the piece of code once per step. Often, 

ÙÏÕȭÌÌ ÂÅ ÁÂÌÅ ÔÏ ÄÏ ÔÈÉÓ ÍÏÒÅ ÔÈÁÎ ÏÎÃÅ ÐÅÒ ÓÔÅÐ ÁÎÄ ÔÈÅÎ 

ÉÔȭÄ ÂÅ ÂÅÔÔÅÒ ÔÏ ÕÓÅ Á ÒÅÐÅÁÔ ÌÏÏÐ ÉÎ ÔÈÅ ÓÔÅÐ ÅÖÅÎÔȢ (Ï× 

many times does it need to be repeated then? After some 

testing, I found out that a good repeat value is a factor 

times the fps. This is logical. If too much iteration is done 

per step, the fps will drop. Because the number of 

iterations per step is determined by the fps, this number of 

iterations will also lower immediately and then the fps can 

go up again. The step event could then be something like 

the following: 

Step Event 

repeat (factor * fps )  // factor should be defined in 

the create event  

{  

if  ( i < total )  

{  

 // execute a lot of code  

 i +=1 ;  

}  

}  

!ÎÄ ÔÈÁÔȭÓ ÔÈÅ ÂÅÓÔ ÉÔ ×ÉÌÌ ÇÅÔȢ 9ÏÕ ÃÁÎ ÐÌÁÙ ×ÉÔÈ ÔÈÅ ÆÁÃÔÏÒ 

a bit to get the best results. 

9ÏÕ ÃÁÎ ÁÌÓÏ ÁÄÄ Á ÐÒÏÇÒÅÓÓ ÂÁÒ ÉÆ ÙÏÕ ×ÁÎÔȢ 4ÈÉÓ ÉÓÎȭÔ ÔÏÏ 

hard to do. The percentage completed is of course
total

i
. 

The following piece of code can be used for a simple 

loading bar:  

draw_rectangle_color (x1,y1,x1+ i/total* width,y1+height

,back_color,back_color,back_color,back_color,0);  

draw_rectangle_color (x1+ margin _hor,y1+ margin _vert,x1+

width - margin _hor,y1+height -

margi n_vert,front_color,front_color,front_color,front

_color,0);  

Just declare the used variables with a decent value and 

ÙÏÕȭÒÅ ÒÅÁÄÙ ÔÏ ÇÏȢ 

Conclusion 
Most speed drops in a game or program can be avoided. 

The disadvantage is that it takes longer to execute code 

than it normally would. To solve the problem, you can 

ÄÉÖÉÄÅ Á ÌÏÏÐ ÏÖÅÒ ÔÈÅ ȬÃÒÅÁÔÅȭ ÁÎÄ ȬÓÔÅÐȭ ÅÖÅÎÔ ÁÎÄ ÓÅÔ ÔÈÅ 

number of iterations per step. And for the code that really 

takes a long time to execute, you can display a progress 

bar to keep the user inÆÏÒÍÅÄȢ !ÎÄ ÔÈÁÔȭÓ ÁÌÌ ÔÈÅÒÅ ÉÓ ÔÏ ÓÁÙ 

about it. I hope this article has been of use to you. 

Bart Teunisƴ 

Solving the Problems 

Å 
Of a Game Freezing and Speed Drops 
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Hello, my name is Alec Smith (cbdman25), I created the game Pollen. I have been 

asked to write a short article on how the game was made, however )ȭÍ ÔÅÒÒÉÂÌÅ ÁÔ ×ÒÉÔÉÎÇ 

ÁÎÙÔÈÉÎÇ ÌÏÎÇÅÒ ÔÈÁÎ Á ÓÅÎÔÅÎÃÅ ÂÕÔ )ȭÌÌ ÄÏ ÍÙ ÂÅÓÔȢ 

Beginnings 
It all began way back in November 2006 when I decided to 

post one last game on the GMC and leave for good.  Now, 

ÍÏÓÔ ÐÅÏÐÌÅ ×ÈÏ ȰÌÅÁÖÅȱ ÔÈÅ '-# ÓÏÏÎ ÒÅÔÕÒÎ ÁÓ ÁÎÏÔÈÅÒ 

user or return as the same user making a topic on how 

ÔÈÅÙȭÖÅ ÍÁÄÅ Á ÔÒÉÕÍÐÈÁÎÔ ÒÅÔÕÒÎȢ (Ï×ÅÖÅÒȟ ) ÌÅÆÔ ÂÅÃÁÕÓÅ 

I found the GMC boring. All the members acted the same 

way and in all honesty I was growing tired of making 

games. I wanted to focus my attention on animation. That 

was my real goal in life; to become an animator, not a 

game maker. So I left the GMC and stopped making 

games for about 5 months. By the time it was March 2007 I 

ÒÅÁÌÉÓÅÄ ) ÈÁÄÎȭÔ ÕÓÅÄ 'ÁÍÅ -ÁËÅÒ ÉÎ Á ÖÅÒÙ ÌÏÎÇ ÔÉÍÅ ÁÎÄ 

I was scared that some of my GM knowledge had 

committed suicide over the months. I had to prove I was 

still capable of making a game. 

Å 

Basically, Pollen was a test to make sure I still had my 

game making abilities. 

The Idea 
When it came to sitting down and starting Pollen the long 

gap in time had affected the way I made my games. First, I 

sat down on my chair and starred at my computer screen 

trying to think of a game idea. I knew I wanted to do a 

puzzle game because they have a certain sophisticated 

element to them. I was blank. I had no idea what to do. 

Sure, there are loads of puzzle games out there I could 

have cloned. Like that box pushing game! OH BOY I JUST 

LOVE THAT BOX PUSHING GAME! My source of 

inspiration lies in Lemmings. Indeed, it is the greatest 

game ever to be witnessed by my irises. However, 

Lemmings is too difficult to do on Game Maker and too 

ambitious for a catch-up game. I was stumped and that 

meant drastic measures, I had to think of the name first 

and work backwards. 

WHAT?! 

Yeah, so, it was summer and I had hay fever. BINGO! 

Pollen! What a pretty name! I bet that would make a nice 

game! With still no clue what happens in the game I found 

an appropriate font and made a menu background in 

Photoshop. 

Okay so what do you actually DO in the game? Hang 

ÏÎȣȢÆÌÏ×ÅÒÓ ÎÅÅÄ ÔÏ ÇÅÔ ÐÏÌÌÅÎ ÆÒÏÍ ÏÎÅ ÆÌÏ×ÅÒ ÔÏ 

another! 4(!4ȭ3 2)'(4! Apply the Lemmings factor and 

ALAKABOOM the concept of Pollen was born. I made one 

attempt at drawing a flower and it turned out something 

ÔÈÁÔ ÌÏÏËÅÄ ÌÉËÅ Á ÐÁÐÅÒÃÌÉÐ ÔÈÁÔȭÓ ÂÅÅÎ ÂÅÎÔ ÔÏÏ ÍÁÎÙ 

times and then attempted to bend back into its original 

Å 

Pollen 

4ÈÅ -ÁËÉÎÇ ÏÆȣ 
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form. Luckily, Photoshop was open at the time and I just 

used a default flower shaped object. However, Photoshop 

has anti aliasing applied and using that as a sprite would 

be me a horrible white outline. 

Ȭ4ÈÅ -ÁËÉÎÇ ÏÆȢȢȢȭ 
I was forced to use the alpha channels to create the illusion 

of smooth edges using the good old, 

draw_set_blend_mode(bm_subtract)  and then plonking on a 

sprite of some sort. It turned out nicely! 

.ÅØÔ ×ÅÒÅ ÔÈÅ ÓÐÉÎÎÉÎÇ ÆÁÎÓȢ .Ï×ȟ '- ÄÏÅÓÎȭÔ ÈÁÖÅ 

motion blur options and that means if you have an object 

ÓÐÉÎÎÉÎÇ ÁÔ ΩάΦȭ Á ÆÒÁÍÅȟ ÉÔ ×ÏÎȭÔ ÌÏÏË ÁÓ ÉÆ ÉÔȭÓ ÍÏÖÉÎÇ ÁÔ 

all. So I attempted some weird methods of getting a look 

that the fan was actually spinning very fast rather than just 

ÒÏÔÁÔÉÎÇ ×ÅÉÒÄÌÙȢ ) ÃÁÎȭÔ ÒÅÍÅÍÂÅÒ ÈÏ× ) ÄÉÄ ÉÔ ÓÏ ÊÕÓÔ 

ÐÒÅÔÅÎÄ ÙÏÕȭÒÅ ÁÍÁÚÅÄȢ 

 

I cannot remember what happened after that except that 

by day one I had the engine finished. Day two and three 

would coÎÓÉÓÔ ÏÆ ÍÅ ÄÅÓÉÇÎÉÎÇ ÌÅÖÅÌÓȢ 4ÈÁÔȭÓ ÏÎÅ ÏÆ ÍÙ 

game making philosophies. PERFECT THE ENGINEȦ )ÔȭÓ ÓÏ 

tempting to just go ahead and make levels but you really, 

really need to get that engine done! All the small awkward 

bits too like HUD effects, you need to ÄÏ ÔÈÅÍȢ !ÎÄ ÄÏÎȭÔ 

just get it out the way, take your time! When I do an 

engine, I always try to work it around myself. Creating a 

Å 

ÓÙÓÔÅÍ ÔÈÁÔȭÓ ÅÁÓÙ ÔÏ ÅÄÉÔ ÙÅÔ ÉÓ ÃÏÍÆÏÒÔÁÂÌÅ ÔÏ ÕÓÅ ÁÎÄ 

affective too. I cannot describe how important it is to get 

the engine done before you make levels. )4ȭ3 6%29 

IMPORTANT! 

Another philosophy of mine is to try and make THE PLAYER 

CONTROLS COMFORTABLEȢ ,ÅÔȭÓ ÓÁÙ ÙÏÕ ÈÁÖÅ Á ÇÁÍÅ ÔÈÁÔ 

uses the arrow keys and after playing the game for 5 

ÍÉÎÕÔÅÓ ÔÈÅÒÅȭÓ Á ÂÕÔÔÏÎ ÏÎ ÔÈÅ ÓÃÒÅÅÎ that you can ONLY 

ÐÒÅÓÓ ×ÉÔÈ ÔÈÅ ÍÏÕÓÅȢ 4ÈÁÔȭÓ ÕÎÃÏÍÆÏÒÔÁÂÌÅȢ ) ÔÒÙ ÔÏ ÓÔÉÃË 

to one input device. Pollen is solely a mouse based game. 

) ÄÏÎȭÔ ÒÅÁÌÌÙ ËÎÏ× ×ÈÁÔ ÅÌÓÅ ÓÁÙ ÅØÃÅÐÔ ) ×ÁÓ ÖÅÒÙ ÌÕÃËÙ 

ÔÈÁÔ 0ÏÌÌÅÎ ÔÕÒÎÅÄ ÏÕÔ ÔÈÅ ×ÁÙ ÉÔ ÄÉÄȢ )ȭÍ ÎÏÔ Á ÇÁÍÅ 

ÍÁËÅÒȟ )ȭm an animator. My Youtube account is full of 

cartoons not Naruto dub overs. 

Conclusion & Advice 
)Æ ÙÏÕȭÒÅ ÆÅÅÌÉÎÇ ÒÅÁÌÌÙ ÂÕÍÍÅÄ ×ÉÔÈ 'ÁÍÅ -ÁËÅÒ ÁÔ ÔÈÅ 

moment, take a break from it, learn another program then 

ÒÅÔÕÒÎ ÉÎ Á ÍÏÎÔÈ ÏÒ Ô×ÏȢ 9ÏÕȭÌÌ ÈÁÖÅ Á ÆÒÅÓÈ ÁÐproach and 

ÙÏÕÒ ÍÉÎÄ ×ÏÎȭÔ ÂÅ ÆÉÌÌÅÄ ×ÉÔÈ ×ÈÁÔ ÔÈÅ '-# ×ÁÎÔ ÙÏÕ ÔÏ 

put in a game. Staying away from the GMC and any other 

GM game refreshes your perception on design. 

/Èȟ ÁÎÄ ÓÏÍÅ ÇÁÍÅ ÄÅÓÉÇÎ ÔÉÐÓȡ ÄÏÎȭÔ ÍÁËÅ ÔÅØÔ ÓÕÄÄÅÎÌÙ 

appear on screen, have it slid onȦ $ÏÎȭÔ ÈÁÖÅ ÔÈÅ ÐÌÁÙÅÒ ÓÉÔ 

through hours of pointless intros to fake companies. I 

$/.ȭ4 7!.4 IRON MONKEY STUDIOS I JUST WANNA 

PLAY THE GAME! 3ÔÕÆÆ ÌÉËÅ ÔÈÁÔȟ ÙÁȭ ËÎÏ×ȩ 

4ÈÁÔȭÓ ÏÎÅ ÏÆ ÔÈÅ ÍÁÉÎ ÒÅÁÓÏÎÓ ) ÈÁÔÅ ÔÈÅ '-#Ȣ ,ÏÏËȟ ÉÆ 

ÙÏÕȭÒÅ ÐÏÓÔÉÎÇ Á ÇÁÍÅ ÔÈÅÒÅ ÉÓ no need to have a ridiculous 

topic title. If the game is good it will get its own publicity. 

Otherwise you better hope that your long title saying 

Ȱ/.,).% #/-).' 3//.ȱ ÇÅÔÓ ÔÈÅ ÁÔÔÅÎÔÉÏÎ ÙÏÕ ×ÁÎÔ 

mate. But hey! What do I know? 

GMC = Bad 

Thanks for reading this by the way. 

 From the guy who lives in the UK, 

Alec Smithƴ 

 

Å 

Pollen cont. 

Å 
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Varia was originally a game that was started out of fun for a competition. After some 

toying around, however, I landed on a solid concept and decided to take it from there. It 

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

ÄÅÃÉÄÅÄ )ȭÄ step it up a notch and try to fix what was wrong in the first game with my 

second one. 

Eventually I landed on an even better concept, and the 

game was no longer being made just for fun. I had an idea 

that could possibly win the competition, so I decided to 

put all my effort into making it. Deadlines help a lot with 

game development, especially with rewards, thus causing 

6ÁÒÉÁȭÓ ÇÁÍÅÐÌÁÙ ÄÕÒÁÔÉÏÎ ÔÏ ÂÅ ÁÔ ÌÅÁÓÔ ÔÒÉÐÌÅ ÏÆ ÍÙ ÆÉÒÓÔ 

game.  

Concept 
4ÈÅ ÔÈÅÍÅ ÏÆ ÔÈÅ ÃÏÍÐÅÔÉÔÉÏÎ ×ÁÓ Ȱ/ÐÔÉÏÎÓȱȟ ÏÒ ÓÁÔÅÌÌÉÔÅÓ 

that trailed after your ships or orbited them. We were to 

ÍÁËÅ ÕÓÅ ÏÆ ÔÈÅ ÔÈÅÍÅ ÉÎ ÓÏÍÅ ×ÁÙȢ ) ÄÅÃÉÄÅÄ ÔÈÁÔ )ȭÄ 

ÈÁÖÅ ÔÈÅ ÔÒÁÉÌÉÎÇ ÏÐÔÉÏÎÓȢ )Æ ÙÏÕȭÖÅ ÅÖÅÒ ÐÌÁÙÅÄ Á 'ÒÁÄÉÕÓ 

game, you know what they weÒÅȢ 4ÈÅÙȭÒÅ ÔÈÅ ÌÉÔÔÌÅ ÇÈÏÓÔ 

ships that follow after the location of the player, and in 

recent games you can freeze them in their positions 

relative to the location of the ship. I thought the freezing 

part was quite interesting, so I wanted to think about what 

I could do with it. I thought up of having them absorb 

enemy bullets ɀ then sending them back when you shoot. 

Thus the number of enemy attacks was decided at 10 

different types of attacks, which you could touch with one 

of your options and then immediately gain the ability to 

ÕÓÅ ÔÈÁÔ ÁÔÔÁÃË ×ÉÔÈ ÔÈÁÔ ȰÏÐÔÉÏÎȱ ÏÒ ÈÏ×ÅÖÅÒ ÙÏÕ ×ÁÎÔ ÔÏ 

ÃÁÌÌ ÉÔȢ 4Ï ÇÅÔ ÏÔÈÅÒ ÔÙÐÅÓ ÏÆ ÁÂÉÌÉÔÉÅÓȟ ÙÏÕȭÄ ×ÁÎÔ ÔÏ ÒÅÌÅÁÓÅ 

the option power at some point, so you could select an 

individual option with the up and down arrow keys. I 

restricted the buttons to Z,X,C and Arrow keys simply 

because I did not want too many buttons for a shoot-em-

ÕÐ ÇÁÍÅȟ ÓÉÎÃÅ ÉÔȭÓ ÁÎ ÁÒÃÁÄÅ-type game. This leads to a 

large degree of multitasking, but in the end it worked out 

well. Pressing X would let you go into slow mode and 

freeze your options at the same time, which worked 

perfectly, so it was two things in one.  

I decided that enemies should be mostly made of a single 

part, while bosses and mini-bosses should be made out of 

multiple parts. This inspiration came from Warning 

Forever, a shoot-em-up game based on evolving bosses 

and destructible parts (as did some of the graphical style). 

This lead to interesting fights with bosses, where you 

could decide what to destroy first instead of just blowing 

the entire thing up after who knows how many shots. 

Attack patterns were going to be fairly mediocre, though 

the speed of the bullets would be fast for a good feel of a 

high paced game.  

Levels 
I planned to have 4 levels, which was a lot for the time 

period I was working in because of the enemy wave 

planning and balance, along each individual boss and mini-

boss. I spent hours playing over and over certain stages to 

check if the waves felt just right, and then I let some beta 

testers play the game and they would report if it was too 

hard or not. I treated the project as professionally as 

possible. I made some concept art on enemies, and 

carefully thought out the design of the levels. Since I went 

for a cyberspace sort of feel, my levels were designed to 

give the player the impression that he or she was inside 

some sort of computer world, destroying virtual enemies 

and bosses. The backgrounds were all thought up as I 

approached the development of each specific level, and 

were modified several times to make the game look right. 

Varia 

4ÈÅ -ÁËÉÎÇ ÏÆȣ 
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Bosses were the hardest part of each level, as each was 

individual and unique with their own attacks and abilities. 

The bosses took a few days to make and perfect with their 

many attack patterns, destructible parts, behaviour, and 

balance. I alÓÏ ÈÁÄ ÔÏ ÍÁËÅ ÓÕÒÅ ÔÈÁÔ ÔÈÅÙ ×ÅÒÅÎȭÔ ÇÏÉÎÇ ÔÏ 

kill the framerate due to their large usage of sprites, parts 

deciding what to use and when to attack, and the number 

of bullets on the screen.  

Balance 
The abilities were going to be available for the player to 

absorb in increments ɀ the first level had four absorbable 

weapons, second level had six, third had eight, and fourth 

ÈÁÄ ÁÌÌ ÔÅÎȢ 4ÈÉÓ ×ÁÓ ÄÏÎÅ ÓÏ ÔÈÁÔ ÔÈÅÒÅ ×ÁÓÎȭÔ Á ÈÕÇÅ 

amount of different enemies thrown right at the player 

with the first stage, and so that the player could get used 

to the weapons before trying new ones. The abilities were 

pretty much balanced as each weapon had an advantage 

and a disadvantage. You could charge up the charge shot 

and it would take a long time to accumulate a powerful 

attack, but in the end it is worth it for using it on a boss or 

similar. If you wanted to eliminate enemies and avoid 

getting killed as much as possible, you could get the blast 

ability to cause some area damage or get the homing 

missile to not worry about some enemies at all (the side 

effect of that is you could easily break the chaining system 

that gives you a good score). The nuclear missile is not too 

useful while fighting a swarm of small enemies, but using 

it on a boss would be perfect since the bosses are huge 

and the missile does a great deal of damage. Each ability 

had an advantage and disadvantage that was carefully 

balanced throughout the game with a great deal of 

testing. Balance is definitely crucial for a game to be 

successful. 

Polish  
Finishing up the last few things of the game was probably 

the part that was the hardest. After finishing the four 

levels, I had a load of work to do for customization 

(difficulty levels and game options), a decent menu screen, 

getting music to go along with the levels, adding certain 

features, additional eye candy, and similar. These were the 

finishing touches that were being made when I started not 

wanting to work on the game, but I forced myself to work 

Varia Cont. Å 
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on them anyway, because I kept looking at the probable 

outcome and success of the game. With the music, a 

composer contacted me and I showed him the game, 

which lead to the custom made music for each of the level, 

×ÈÉÃÈ ×ÏÕÌÄ ÆÉÔ ÔÈÅ ÇÁÍÅ ÐÅÒÆÅÃÔÌÙȢ 'ÅÎÅÒÁÌÌÙ ÔÈÁÔ ÄÏÅÓÎȭÔ 

happen unless you have a good game to show off, so I was 

lucky there. I finally got everything touched up, and added 

a comprehensive readme (even though there was a 

tutorial in the menu) and released the game. I wanted to 

make the game look as professional as possible, and it 

paid off in the end. 

Tips 
There were many things done in Varia to make the eye 

candy look great. The explosions were mostly lines and 

translucent shapes that all appeared to be different, yet 

they were one or two sprites changed with scaling, image 

ÁÎÇÌÅ ÁÎÄ ÁÌÐÈÁ ÖÁÌÕÅÓȢ $ÏÎȭt use the built-in particle 

ÔÙÐÅÓ ÆÏÒ ÙÏÕÒ ÅØÐÌÏÓÉÏÎÓ ÏÒ ÅÆÆÅÃÔÓȠ ÙÏÕȭÒÅ ÂÅÔÔÅÒ ÏÆÆ 

ÍÁËÉÎÇ ÙÏÕÒ Ï×Î ÔÙÐÅ ×ÉÔÈ ÓÐÒÉÔÅÓȢ 4ÒÙ ÓÔÕÆÆ ÙÏÕ ÈÁÖÅÎȭÔ 

seen before for effects and graphics; the type of graphics I 

stuck with became my style. Most of the explosions are 

ÔÈÅÒÅÆÏÒÅ ÕÎÉÑÕÅ ÂÅÃÁÕÓÅ ÔÈÅÙ ÆÉÔ ÔÈÅ ÇÒÁÐÈÉÃ ÓÔÙÌÅȢ )ȭÖÅ 

also never seen a distortion effect used in a particularly 

great way, so the bubble distortion along with the massive 

explosion afterwards, for those who have seen it, was 

something most people did not see before with a game 

made in GM.   

As for the game development in general, as mentioned 

before, give yourself a deadline. Plan ahead of time. 

Perhaps draw sketches of what you are planning to make, 

and think it out thoroughly before starting on the game. 

4ÈÁÔ ÉÓȟ ÉÆ ÙÏÕȭÒÅ ÓÅÒÉÏÕÓ ÁÂÏÕÔ ÍÁËÉÎÇ Á ÇÏÏÄ ÌÅÎÇÔÈ ÇÁÍÅ 

and if you are planning to be professional about 

development. 

My coding skills were not that fantastic at the time I made 

ÔÈÉÓȢ $ÏÎȭÔ ÌÅÔ ÓÔÕÆÆ ÌÉËÅ ÔÈÁÔ ÐÕÔ ÙÏÕ ÏÆÆ ÉÆ ÙÏÕ ÁÒÅÎȭÔ ÔÈÁÔ 

great at programming. If you think you can make 

ÓÏÍÅÔÈÉÎÇȟ ÔÈÅÎ ÇÏ ÁÎÄ ÔÒÙ ÔÏ ÄÏ ÉÔȢ 9ÏÕȭÌÌ ÐÒÏÂÁÂÌÙ ÌÅÁÒÎ 

something new each time you try making a more complex 

ÇÁÍÅȢ /ÎÃÅ ÙÏÕ ÌÏÏË ÂÁÃËȟ ÙÏÕȭÄ ÂÅ ÓÕÒÐÒÉÓÅÄ ÁÔ ÈÏ× 

ÍÕÃÈ ÙÏÕȭÖÅ ÐÒÏÇÒÅÓÓÅÄȢ 

Kairosƴ 

Varia Cont. Å 

Instant Nearest Extended 
4ÈÅ Ȭ)ÎÓÔÁÎÔ .ÅÁÒÅÓÔ %ØÔÅÎÄÅÄȭ 'ÁÍÅ -ÁËÅÒ %ØÔÅÎÓÉÏÎ 

Package allows members to use several functions (or 

scripts) that are similar to but more extensible than the 

built-in Game Maker function: instant_nearest . 

It can find the nth nearest instant, the nth furthest 

instant, instances with certain criteria and variables also 

according to their distances from a certain position, etc. 

gmc.yoyogames.com/?showtopic=284288 
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http://forums.gmking.org/index.php?showforum=38
http://gmc.yoyogames.com/index.php?showtopic=284288
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As many of you may know, anti-aliasing is the technique of smoothing the jagged 

edges known as aliasing when representing a high-resolution image or shape at a lower 

resolution. Aliasing occurs because when you try to draw a shape or image with a higher 

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

jagged effect. 

Imagine drawing a square (a pixel, in this case), but it 

needs to be snapped to a certain resolution. Usually the 

point is simply rounded to the nearest pixel, but with anti-

aliasing we can create a smoother effect by approximating 

how much of a pixel an "ideal" shape would cover. For 

example, if an ideal line segment one pixel thick crosses a 

pixel and covers 60% of that pixel, we can fill in that pixel 

with 60% alpha instead of the 100% we would get by 

default. 

Game Maker Implementation 
So we have a basic idea of what we need to do, but how do 

we do it? A good idea would be to consider how we can 

approximate a single pixel that isn'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 our 

requirements, as it only works for images, not shapes. 

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 aren't 

integers (round numbers), then drawing it normally will 

 

If we were to draw a pixel normally, the result would be 

the second image, because Game Maker rounds pixels to 

the nearest point on the pixel grid. The third image is our 

interpolated image: as you can see, the top-left red pixel 

has slightly more than a quarter of the coverage, the top 

right image has a bit less, the bottom left has the same 

coverage as the top-right pixel, and the bottom-right has 

the least coverage. 

#ÁÌÃÕÌÁÔÉÎÇ Ȭ#ÏÖÅÒÁÇÅȭ 

So how much coverage is this precisely? This is actually 

quite easy to calculate. We know that coverage of the first 

pixel starts at (1.45, 1.45) and ends at (2, 2). So, our 

coverage is (1 - relative x) * (1 - relative y), where the 

relative x and y are the coordinates from the top-left part 

Real Time Anti Aliasing 

cause aliasing. So we need to 

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 see 

how this would look by looking at 

the example image. 


