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Special Thanks

MarkUp Magazine

Again, a special thanks fguest judges of
The Game Maker Racfor their work.

While no commentaries of theirs haw
been included in this issue, their effort
must be recognized:

KCLC Rhys Andrews
Snabela TGMG

About MarkUp

MarkUp is a project ofGMking.org a
network dedicated tosupport and serve
game developers of all IDEs. For mol
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 fams
here.
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Social Game Development

So lately, the world has been shifting towards online gami
rather than local gaming. Whether it with MM®Ss on the PC
like World of Warcraft of Guild Wars, or if it is Live Gaming
Consoles, gaming in general is shifting to become more of a sc
experience.

Communicating with the world and others is really becoming
need for many gamers.

Such type of ommunication could be achieved in multiple way
7TEETA OITIETA CAIAG8 AO A I
games, it is not the only way to achieve a social gameg
experience.

One of the simplest ways to achieve some sort of a so
gameplay experieoe would be online highscores, where tt
player stops trying to break his/her own highscore, but rather
beat others as well.

To build on social highscores would be chat functionality
games. So that a person could discuss game strategies, etc.
others who play the game, such as those who broke his highsc
etc.

- Ol GEPI AUAO 1T ARG ET CAIiAO
classical singhkplay format and MMORPG games. Providir
lobbies and rooms for players to challenge each other is a g
thing, too.

*O000 OAI Al AAOh xEAT AGAO Ul O
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talking about ditching your game idea in favor of an MMORI
that might never be completgOEA 08 O OT OAAI E
incorporate social features into your existing game and vision.

Eyas SharaihA
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Issue 12 Coming in February

In February 19, 2008, the next isst
of MarkUp: MarkUp Issue 12the 1
year anniversary issue, will b
released!

We will be taking January and the
beginning of February off, to gef
rested, AND to prepare an AMAZIN(
l-year anniversary issue for you all 1
read!

Contribute to the 1 Year
Anniversary Special!

If you want your work to be presen
in the ZXyear anniversary sial:

Issue 12 of MarkUp Magazine, the
you can contact us at the following
addressstaff@gmking.organd send
in your submission or queries.

Writing at MarkUp: Goodies

MarkUp Magazine

You get1/4 page ad for every 40
words written [up to 1 page ads]

After writing 2 more articles for
MarkUp, you can request FREE Gar
Development BOOKS and REVIE'
them


mailto:staff@gmking.org
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So, a bit of history; | gues this is where traditionally I'd list a few earlier projects &

what | learnt from them in order to be able to put Ark together. The trouble is, Arl

was my first ever Game Maker project, and most of the mistakes made (and ther

some truly awful oms) are still in the game somewhere.

Introduction

The first thing | thought of when | got my hands on tt
brand new thing called 'Game Maker' back in 2002 was
wonder if it's possible to make my favourite game
this?". If you've not already guessdtiat was Zelda. For
few weeks | played around with getting a Zelda engine :
up Z a bit of movement, some sprite animation, a swoi
attack and so on. Foolishly I assumed the rest of f
development of the game would be as smooth ai
painless, so | deded to bolt on an original story, some ¢
my own graphics, some altered weapons, etc. Simp
right?

Development lifetime

Getting one obvious thing out of the way first; developir
Ark 22 took dongtime. There are a few GM games | knc
of which have beersimmering away for a while longe
(one of them should be out in a few montls/ou'll see),
but as far as | know, Ark is still 'up there' as somethinc
an epic z for the right or wrong reasons, perhap:s
Development started in 2002, and | made my firteapt
at a 'final' release in October 2005. That's about thr
years for the first build, but it doesn't stop there.

A lot of the game's features to date were added long afi
this, in response to user feedback or as a reaction to
increasingly techrdally impressive state of GM6+ game
(remember, Ark 22 is GM5.Q) things like the Mortar
service, boss replay symbols, updated NPC graph
updated tiles, etc. As a point of reference, the last upds
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Z although mostly cosmetic fixes such as spellingoesr
and tile inconsistency went up last month (November
2007).

What would be most useful here would probably be to i
and answer "how" | kept a game project going "for

long", or where the "dedication" came from. This sort

thing gives mefar too much credit. | don't remember
exactly the point where | realized just how much time
effort the rest of the game was going to take, but it we
definitely long after | realizedHad tofinish it, as I'd spent
too much time on it already to give up. Thati®t really

something you have control of, | don't think.

Thinking back, | probably would have done things rougl|
the same way if I'd known how much time and effort
would all take, but | certainly didn't the first time rounc
Some other GMers I've tedd to are in the same situation
The idea slowly decays from being the Best Thing Eve
a real chore. There are occasional moments of -si
rewarding magic, but otherwise it'd work, pure an
simple. This is all pretty obvious | suppose, but the tricl
to think of it beforeyou're waistdeep in something whose
only exit is downwards. It's not bagdyou still get it donez

but it's just not all cake and balloons either. No holdi
your breath forever. You have to drown in it eventually.

Implementation
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| have a feeling this is going to get a bit ugly, but it seel
like fun. | spent a long time thinking about this, whe

A






