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For those of you who haven't enjoyed an episode of Star Trek at sc
point, I'm speaking of games of logic. I've been thinking a bit lately ab
thinking in games, and how it can be done right and wrong. | mear, gal
look at Tetris; it's probably the best example out there of an addict
logic puzzle game. It's been the subject of a huge number of clone
Tetris Board Gamé¢l want one!), and many strategy guides. So what
made Tetris so popul&r | propose a theory:

Replayability

Tetris has the opportunity to advance levels with increasing difficulty, e
each and every game with be entirely different. It encourages the pla
to think fast, and tests their mental skills and stamina. It dtive players
will to achieve better and better scores, and encourages attempt af
attempt as the player tries to beat his or her old score.

Simple Implementation

Tetris isn't complex, it doesn't sport highly complex graphics, it's sim
enough for a yang child to play and understand; yet, it's addictiv
enough for adults to be interested. In my opinion the best puzzle gar
don't have complex instructions, or many player controls, they are sim
tests of skill.

There is no doubt more reasons thesertsoof games succeed, but, yoi
get the point.

We have a great issue of MarkUp prepared for you this month as we
that magical 1 year mark! This makes us the only Game Maker mage
to ever reach 12 issues! We couldn't have done it without the gi
support of the GMking community, and the wonderful team of writel
who have supplied tomotch content over the past year.

Dig in, and celebrate 12 issues with us!

RobinMonks
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YoYo Games Competition

4EA 9791 AT AO TEI
results have been released. The prizi
totaled to $1750, the first prize being $10C
in cash. Frozzd by 2Dcube was the first pla
prize winner. The togwo winning game
authors are interviewed ipages 335 ofthis
issue of MarkUp Magazine.

YoYo Games have also started theicient
Civilization Competition having the same
total prize sum. Submissions have alreac
started and end on April 87 2008.

GMplanetLaunched

GMplanet a project of GMking.org, is
content aggregator of many Game Make
RSS feeds. The site was launchat the
beginning of February.

Other Competitions

Other sites have alscstarted working on
their own competitions, not related to
games, but instead tutorials and resource:
Game Maker Helperand GMTutorials are
both notable examples. Competitions tc
showcase your work areiscussed in page
10.

Independent Game Festival

The 2008 Independent Game Festiviasults

were announced, and this year, we get

sufficient number of Game Maker games ¢
the winner list! Congratulationsotall winning

games!
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By: Sean Mounce

O4EA %@bDAl AGEI 1T O

I £ OiEalgame Ecodirl fBr a tw

week platform game creation competition. This article is intended to tell you

thoughts and techniques that | employed in the sefmantic rush to get this game

completed by the deadline.

Introduction

&1 O OEA 110060 PAOOh )61
aspects of this game (The concept, the music, t
graphics, etc.), as opposed to the more technic
programming aspects of it. There is a very simple reas
for this: | never employed any complex scripting to tt
game; what made it succeed where the more artistic a
creative portions, rather than its technical side.

The Concept

As | said before, this game was created for a platfo
game creation competition. Ndting more specific than
OEAO xAO DOiI OEAAANn EOOO
Al Ao8 4EEO 1AEO0 I A xEOE
for the game, but it also resulted in a general lack
direction and inspiration.

For all of us, there will be times our game making (or
any other type of creative endeavors) where we lack
useful starting idea. Therefore, | shall do my best to g
good suggestions on how to come up with one.

The first thing | thought about when coming up with th
concept was a definibn of a platform game that one o
OEA AT 1 OAOOAT OO 1 AT OEIT T A/
EOCOIi PO68 ) & AOOGAA 11 OEA
trying to think of ways to expand on it. So, when trying
come up with a game concept from scratch, it is bast
think of a simple word for word definition of the genre yc
are making. You, obviously, do not have to follow it at ¢
but it can create a good starting point for your game.

EAOAR OEET E 1

&OI i oOou Oi

March 2008

more interesting. &1 O 1 Ah OEEO x A
launching yourself from something to different platform
AAAAA 1 AO,
such things as having to choose between different floati
platforms and, essentially, creating a maze. The
perhaps, adding some interesting puzzles throughout tl
game would add some diversity and a bit more interest
the game. In fact, the puzzle level (level eight, | belie!
was the first level | created for the game, and original
the game was going tbe an entirely puzzle based gam
with each level being a different puzzle with you had
solve.

However, due to time constraints (for it took quite sorr
time to get level eight functioning well, and | knew | wou
not be able to make ten such levelsthe given time), |
decided to abandon the idea of an entirely puzblesed
game. In the end, | am glad this was the case, for it ad
much more diversity to the game.

MarkUp Magazine 4



So, | had the very basic concept down, but what about 1
details? What would the gamedk like? A tree answerec
these questions of mine, lookwise, at least. As | wa:
thinking about the concept of my game, | looked out n
window and took notice of the nicely shaped and ser
twisted tree in my front yard. It was also raining outsid
and the combination of these two things brought abot
the wet and forest like feeling/setting of Pod Man. S
when coming up with the concept of a game, it helps
look at, listen to, or do anything to anything you fin
inspiring, and follow your imagination.

From here the rest of the concept just began to flow. T
idea of launching yourself from a plant pod came logice
to me from the wet plant setting of the game, and | ju
continued to think both logically and abstractly fror
there: Pods eat bees; podgrow; larger pods launct
farther; birds pop out of apples from time to time.

As | said, near the end of the game, | was in a massive
to finish, and | was having difficulty coming up with ide
for levels that were not just reiterations of previous @ne
However, through a lack of doing anything else in my d:
and forcing myself, through various means, to come

with new level ideas, | managed to finish all ten of t
required levels and a completed game.

What | have just explained to you is the bedtempt |
could make of putting a thought process into words, but
is impossible to know everything that goes on inside yc
own head. The creative process is one of the few thir
that you learn from yourself and your experiences inste
of from the wods of others. However, | hope that thes
paragraphs are able to help you think of a starting po
from which the ideas in your head may grow.

The Graphics

The graphics for Pod Man are the first graphics | have ¢
done that | was truly pleased with, whids most likely a
result of them being the first graphics that | actually spe
a lot of time and work on! However, more importantl

they were the first graphics that | thought out in my hee
before drawing them on the computer. This, | believe,
one d the most important aspects of creating goo
graphics: See it in your mind before you see it on t
computer. If you do not, you, | know from my ow
previous attempts at graphics, will come out with borir
and excessively two dimensional graphics.

| stil am not good at super detailed pixel/graphic work. |
try to make the super detailed sprites with intricatel
placed pixels that others can do so nicely, | simply leav
garbled mess of pixels behind me. As a result, | logic
decided to make simgr graphics, but how could | ge
them to look nice? Colors and shading would be t
answer. Choosing the right colors and adding shading
your sprites are very important (whether the graphics |
simple or complex), and the ideas for both are best to
te1 OCEO 1T £ ET OEA OOAA E
mentioned earlier. Although, you should definitel
experiment with them once you have them on th
e

.
e

.’ @
’ SinazXInput

The SinazXInput is a Game Maker Extension thatﬁo
supportfor Xbox 360 Gamepadshen connected to a!
computer. —

The extension adds full support for the Xbox controll

its triggers, buttons, and analogue thumbsticks (t
input will be mapped on separate axes). In addition, m
GEX supports rumble, which could neakhe Xbox
controller vibrate.

While the GEX is mainly targeted at Xbox SS.

controllers, it is capable of supporting any Xin

controller (XInput is a component of DirectX), exc
for headsets, etc. E

The GEX also comes with an example GMK file.

Get it now!

March 2008 MarkUp Magazine 5


http://gmc.yoyogames.com/index.php?showtopic=351611

computer. Just do what looks right.

&1 O OEA Ai11006h ) OOGAA A

colors, sub as what you might see in a rain forest. Tt
was, evidently, attempting to amplify the wet, jungle
feeling of the game. The shading in Pod Man is what me
the graphics what they were. All of the graphics we
based around this idea | had of using ortlyee shades of
one color for each object. This idea came simultaneou
with the concept with the game, and the first platform
pictured was a floating grass platform with a rocl
bottom, using this threeshade shading idea. | sprited th
idea and lookedat the result. This sprite, which was th
first sprite | made for the game:

That was it. After seeing the result of the idea, | w
certain that this was what the game would have to lo
like, so | just followed my new threshade rule for all the
sprites | did. When creating shading for any sprites, | h
learned from various sources that it is a given for the lig
source always comes from the tdpft of the sprite, so the
farther down and to the right you go, the darker it grows.

For the most prt, it was easy to follow these rules, bu
sometimes, all the twisted branches created son
confusion, in which case | simply experimented with the
until it looked right. Another problematic circumstanc
the trees created was the fact that, unless | ma
hundreds of tree sprites, it might become tiring for th
player to see the same trees over and over again, and
added hundreds of tree sprites, the game file wol
become too large. What did | do? | only created abc
fifteen tree and branch spritesome for specific purposes
and others just to exist. However, | made the shading
the majority of these tree sprites to be able to line up wi
each other. That way, | could take two or three tree spri
and place them on top of each other and makdéoiik like

one tree, such as shown here:

Separate Conjoined:

% R

It is still fairly obvious that | am recycling sprites, but no
hopefully, the fact shall not be glaring at the player.

In summary, first think of what you intend for your sprit
to look like. Most importantly, the design of the creature
character or object you are going to sprite. Then put wt

hamburgerspel.com
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is in your head onto the computer. Lastly, if it needs it, e
it until it looks how you want it to.

The Music

| very much enjoy making musibe it for a game or just ¢
melody in my head that | decide to make into a sor
However, it will also be, like the game concept, difficult
describe where the song idea came from.

The creation/recording process of the song for Pod M
was different than that of other songs | have made fc
games. With the other songs, | would usually make t
song up as | went along, writing and recording section ¢
time, changing it until | liked it, and then moving on to tF
next section. With the Pod Man song, hovesy | was
required to do it differently. The reason is because
through a series of circumstances, did not have any mu
track music recording software available, so | began
think how | could make a singteack song as full anc
mood-fitting as a muti-tack one. | picked up my guitar an
began to experiment.

After a while, 1 came up with a little section | liked, a
that made use of the delay effect. | liked the delay
there, because, to me, it seemed to give a raindrop feel
to the song. | contiued to expand upon the song, creatin
two different sections: one in the high octaves of tf
guitar, and another strumming down low. | had mar
ideas for the song that | knew would sound quite nice
the main or backing tracks, but because of my lack
recording software, | knew | had to just pick out the one
liked the most. | continued to polish the song, picking o
the different ideas that | thought sounded the best, ar
until I had something | was happy with.

Over the next few days, | was becomisg busy with
working on the game that | did not have a chance
record the song, and, as the days until the deadli
lessened, | began looking for a good opportunity to recc
the song. | knew a single track would not take too lor
However, by the day fothe deadline, | still did not have i

March 2008

recorded, nor did | have the game fully completed. | s
had the final level to do, and a few polishing.

Then another thing happened that added interest to tF
situation. | got the recording software back and intd it

with no fuss. Now | could add those other tracks | wisk
to add. But | had four hours until the deadline, and a ga
still to finish? So, for the next four hours, | went back a
forth between finishing the game and recording the son
| finishedthe game half an hour before the deadline, ar
spent the time after that finishing what | had left of th
song. With just a few minutes to spare, | finished that
well, and listened to it. | was very pleased with how
sounded (possibly one of my favtaisongs that | have
made), and put it into the game. From there, | upload:
the game, and submitted it fifty seconds past th
deadline. Fortunately, they still accepted it as an entry.

Conclusion

That is the story of The Expelations of the Little Greer F
Man! | hope you were able to learn something fro
reading this article, and if not, | hope you enjoyed readi
it.

Thanks for reading!

MarkUp Magazine 7



Bx: Robert-Jan Bruinties Develoement Journal

Do you know how hard it is to make a decent RjE@ne? If not, then keep on reading

since that is what I'm going to tell about. Every month, | will writeagircle here about

the development of Cities at War, and the technical sides of developing again®.

The Game

Cities At War is a Redime Strategygame by Xsoft
Games. | started this project about a year ago. | play a |
of RTSgames, and | always wanted to make one mysel
So | started this new project, and | knew it would take
long time. But | didn't knowwould still be working on the
engine a half year later. | lost my motivation to work or
the project, so | started another project. | joined Xsof
Games, which was then still not so big of a team. After
while of working on my own project, the Xsoft Game:
team caught my attention again, and a bit later | decide
to do Cities at War with the people from Xsoft Games. Th
first big project of Xsoft Games had started.

From then on, the development went quite fast. Paul2:
almost rewrote the whole engine, which was actuall
needed, since the original one wasn't quite blegs. |
continued working on small bugs, and built in some extr
things. And that's where we are nowlore information
about the game itself can be found at thesbsite of Cities
At War, atthe GMC topi@nd the website oKsoft Games

Features

In a year of developing, a lot of features already have be:
built in. That includes a Fog of War engine, a movemel
OUOOAIT O @EdJridGfunctiend, @ minimap system
with Fog of War, and an inméory system. You can check
them all out yourself by playing the latest version a
YoYoGames.com

4EA AOOOAT O 11 O6GAI AT O OUO
standardmp_grid functions in Game Maker, as | sairker.

March 2008

But paul23 is trying to find a mechanism that works bette
than the current one. With the current system, when yot
make multiple units, and try to move them at the same
time, they get stuck in each other. That is, if we would le
the units collide.In the current version we have disablec
OEAOh OET AA OEAO EOOO AT £
each other, to avoid the getting stuck. More about this ir
the next issue.

The minimap is actually the FOW combined with a norm:
minimap system. It uses theame surfaces as the Fog ol
War does, but it resizes it to the size of the minimag
Underneath the FOW, every object draws its own sprit
rescaled in the minimap. You can also click in the minime
to change the view to a specific position in the map. Il wi
discuss the inventory in the next issue.
7A80A PIATTEI ¢ O AOEI A E

Gold: 500 Hronze: 500

175|763} |30
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http://citiesatwar.awardspace.com/
http://gmc.yoyogames.com/index.php?act=ST&f=11&t=293232
http://xsoftgames.com/
http://www.yoyogames.com/games/show/3603

Cities at War Cont.

for example be a huge multiplayer online system running
7A8 OA OEET EET ¢ AAT OO

feature. | already thought up the storyf ehe campaign.

4EA PIT O T &£ OEA 001 OU «xE
planning to make a new kind of mode available: Quic
Battle. You start with an army and some training facilities
AT A Ul 6611 EAOA O EECEO (

I 1 x

Fog Of War

Fog of Warg black fog that hangs over unexplored terrair
in RTS games. The Fog of War engine uses surfaces
surface is a sort of separate canvas, on which you can dr
instead of drawing on the screen itself. Then later, you ce
draw the surface on the screen ugindifferent blend

modes, to create certain effects. For the FOW, we use tw
different surfaces, one for covering up the unexplore
terrain, and one for highlighting the area that is viewed b
the objects. The first surface is as big as the whole roor
while the second one is as big as the view. This is do
because only places inside the view can be highlighte
since it is impossible to select anything outside the viev

obj

gl
D
‘

March 2008
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" surface_reset_target  ();

_________________________________________________________________________

e

Development Journal

This second surface is cleared every step, after it is draw
The first surface is natleared, since that one reminds all
explored terrain. FOW comes with a complicated parer
system, for the units that should cast light are all childre
of one object calledobj_MSTlight '. In our game, the kinds
of objects are grouped under special objeatl units for
example have as parenbbj_unit_par . All the buildings
have as parentobj_building_par ' Then all these parents
have one and the same paremnbj_selectable_par . So all
selectable objects are grouped under 'obj_selectable pa
Then 6bj_selectable_par ' has 6bj_MSTlight ' as parent. So
all selectable units cast light, as you can see in tf
schedule.

In the create event of another object, calledj' Fow, we
have this code (after we made the surfaces):

. surface_set_target

(global .FOW_surface)
draw_clear (c_black ) !

We first set the target to the surface we just made. The
we make the surface all black. The last action is to res
the drawing target back to the screen. Now in the stej
event, we have the followig code (next page).

MarkUp Magazine 9



i surface_set_target (global .FOW_surface) ]
draw_set_blend_mode_ext (bm_src_alpha , bm_inv_src_color );

" with (obj_MSTight )
A

if (leam ==  global .userteam){

© draw_sprite_ext (FOW_sprite, FOW_image, x/ global .FOW_gquality,
.yl global .FOW_quality, ~FOW_xscale/global .FOW_quality,

. FOW_yscale/global .FOW_quality, FOW_angle, FOW_colour,

global .FOW_alpha)

These Fow-variables are all preefined variables.
FOW_sprite for example is the sprite of the spotlight. What
happens first is that we set & drawing target to the
surface again. Then we set the blend mode, so we get ti
effect that we want: the white on the surface will be

Development Journal

transparent. In the code after that, for every child
obj_MSTlight , the spotlight is drawn at the right position
at bath surfaces. It goes a little too far for this time t
describe that in detail. In the draw event, both surfaces :
drawn at the screen.

Conclusion

We've been working really hard on Cities at War, a lot
features have already been built into the gameutta lot is
yet to come. Next month, we'll explain the inventor
system and movement system better. See you next time

y

Contests to Showcase Your Work

The past few months have seen probably the highe
ever concentration of Game Maker competitions. Fir.
we had The GM Race, a joint venture between t
GameMakerTech and MarkUp magazines whi
attracted 20 entries and then YoYo Games got in on {
act just before Christmas. YoYo Games have recel
announced details of their second $1750 competitio
which runs until 2th April.

As well as the traditional game making competitior
there are also a number of other contests currently op
which focus on the game maker platform. In Janue
GMTutorials.com ran their first tutorial competitior
giving away $100, and they are back atagain this
month with 3 domain names on offer. Game Mak
Helper on the other hand has a $35 competition whick
open to any Game Makescripts, example, libraries o
AoOAT OEIT OEAO AOAT 80 AO:

The first YoYo Games competition was wpllblicized,
receiving attention on many Game Maker websites a
even websites devoted to the larger area of Indie gar
development. The result being that the winning gan
O&OIBUEAO AOOOAT 61 U AAAI

the YoYo Games website and is the top 25 most
played games, despite only being uploaded at the end
December 2007.

%OAT EZ£ UT O AT160 OEEIE
of winning entering a competition will undoubtedly ge
your game or tutorial seen by more people than awid
otherwise be, and can also be a source of valua
feedback. You have nothing to lose and a loomi
contest deadline could provide an incentive for you
AOAAE 11 xEOE Uil OO0 AAOAI
also the chance that you could wiorae prizes!

Currently open contests:

1 YoYo Games $1750 Ancient Civilization
competition
http://www.yoyogames.com/gamemaker/comp
etition02

1 GameMakerHelper $35 competition
http://gamemakerhelper.com/

1 GMTutorials.com tutorial competition
http://gmtutorials.com/article/category:news
name:february 2008 prize _compiibn/

Philip Gamble/
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Bz: Mathew Malone .

Well, this time | don't really have any bugs since | haven't been working on God of

for a while but another fellow GMC Member is. So I'll just talk about what he's fixing
—

how he's going about fixing it.

Month 1

Bugs

The first glitch is the chord system in the not workir
correctly. So to correct this he is going to use tw
dimensional arrays. By doing this he can basically st
two values in one variable. For example let's say we he
variable titted Game Over". We could store two value
one being the amount of times the player has died a
one being if the screen has shown or not. By doing that
can store the values, and those values, in this case w«
be if the chord was hit and which notes thegne, in the
form of a string. | have written a special piece of code
read several pieces of information from a single stri
which is why | only need one value for the nc
information.

He is also recoding the Band System since my coding
a little messy. Ever noticed how when creating a Band t
game always fails to read your name out of the file, w
the first boot of the game? Some people have been hav
that problem and it would soon be corrected.

The third thing he is fixing is lefty flip systenit's not
complicated but | want to do it without any changing of
or x coordinates and that is why | haven't already done
myself. Well | hope you are looking forward to the ne
update of God of Rock.

Delays

) 8A OAAI 1T U 1 EEA Qlbushdony wai
time but, there are a lot of people on the GMC that did!
want to help me with development and that's what caus

the delay. Meanwhile make sure to read the information
the game topic it may tell you something good.

Month 2

Recoding Alventures

As you probably know, | have to recode the engine. |
about 60 percent done with that. The first thing | did wi
change the song sync files to an INI format. This
format, is unique thou since it specifipsriods of time.
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For example, '8 N <expressionl> <expression2>' wol
mean make a note at the 8th tick. The INI files also cont
other important information such as, BPM, Resolutio
Time Signatures, Events, Lighting Events, etc. Lighting i
new feature by the way that has been hatiplemented.

When the recoithg is done the game will feature a numbe
of improvements also like 640X480 room size, Guitar He
Guitar Support, and Customizable FPS Limit. TI
'revamped' version isn't expected to be release for a evt
unfortunately, do to complicated coding problems and tr
fact that this project is a onenan project. When it is

New Indie Gaming Website...

Bz: Mathew Malone

released thou, | wilbe open to team member requests.

Even thogh | have a lot of issues to fix | have fixed sot
conflicts, luckily. Some of those being the mysterious
'Pause N' Freeze' glitch, The Invisible Menu Glitch, ~
Mono Music Issue, The Sound Frequency Glitch, The L
Note Glitch, and last but certainly not least, The Soi
Downloading Glitch! All those glitches (and probab
more) have been corrected in the newer version. The |
bug was a pain to fix, it took me days!

But at least | got some MASTER TRACKS!!! Some of
bands that are available for this include, Jonathan Coult
8763 Days Till' Extinction (My omean band) and more...
So that means all this waiting is going to pay off and yo
be rewarded with a better song list.

Conclusion

Well thaid ¢he development journal forJanuary and
Februand ) tHEl@#n® filich but | am still working o1
this. | hope you wiltill support me in the development o
this project.

GameApe

March 2008
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Bx: shailfox :

Hello. If reading about Earthly events that happened more than 6,000 years ago ci

you undue stress, please skip this article immediately! | don't want to offend anyon

on the other hand, you are not crazyi.e. you think computer games are not wort

getting stressed aboug then read on!

You might be wondering just what this article is abo
anyway. Well, about comets, giant machines, talkir
dinosaurs and, more broadly, theame | have been
working on for quite a while now 'Sixty Five Million And
One BC'.

) £ U7 060A Al OAAAU CAOOEIT C

AEAT 60 AGEOO OEAO 111 ¢C Ac
OEA AOOGEAI An OEAO EOh atE
OAEAT OEEAEAAT T U EADPDAT AA
i OAE O1 Ui 6h OEAT OEEO DO

The game is about what is generally thought to ha
happened 65 million years agg the extinction of
dinosaurs thanks to a comet slamming into r@el
America and blowing everything up. The story itse
focuses on a pack of velociraptors who realize tt
Armageddon is on its way and set about building a gi¢
machine to try and stop it.

How do they do that? Well that would spoil it. But safe
say it revolves around fighting enemies, solving puzzl
and hackslashtail-whipping your way through the
Mesozoic world as a fierce and terrifying velociraptor th
talks.

MarkUp Magazine was kind enough to feature ardepth
preview of the first release of 656M+1BC, which you ¢
find in Issue Qere.

Ve

O7EAO

z = z -

O 1Axeo EI A 1

Qu

But the game has come a long, long way sinhert! It's
very nearly finished. As well as the forest, raptor ne

March 2008

mountains and cave levels, there is a whole 'plains' a
with a seriously massive tyrannosaurtex at the end.
There are boss fights, cut scenes, and interesti
animated characters thnoghout. There's also an epi
battle between your raptor pack and a rival one, whi
shows off the enemy Al very nicely: POUNBBUNCE
POUNCEPOUNCEPOUNCE essentially, but still very fur

Object interactions

I've spent a lot of time polishingz especially the
interactions during game play. If you leap at an ener
that's bigger than you, you typically get knocked flat, b
if it's a smaller one it'll go flying! Running through smol
and other particle effects makes it swish and swirl, wh
jumping into wate creates ripples and spray.
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There are Easter eggs to find, of course, and features
unlock by completing the game.

Dynamic Nature of the Game

The game is designed as to be dynamic in nature. Noth
is static, not even the game playMeteors streak though
the sky during the final levels, the sky gradually grows 1
and the ground rumbles as that comet draws nearer. Y
even hitch a ride with some pterodactyls and dodge
airborne meteor shower at one stage. If this game does
make you feel like a thing dinosaur on the edge of globe
cataclysm, nothing will.

@ERehinceIveEId@by writing to MarkUp!

Choose a book related to game
development and review it for
MarkUp Magazine!
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Resources

In case you are wondering, the graphics, the engine,
music and even the dinosaur sounds are all original. S
anyone wants to know how to make a velociraptor ro
sound, | can daly say that one way is to find buffals
grunts, puma sharls and walrus barks, then mix them
together. Another way would be to hit it on the tail with
stick, | expect. The music is composed around a coupl
main themes, with different tracks for eh area and the
various cut scenes.

Conclusion

There is a lot of game play in Sixty Five Million and One
Z it takes even longer to play than it does to say, so y
can expect to be kept busy for a while. Even if you skig
the cut scenes and go strdigthrough from objective to
objective, you'll need a good two hours to get to the en
If you're really bad at it, it might provide a whole yeal
worth of entertainment!

You can check out the latest demo and updates at:

gmc.yoyogames.com/?showtopic=266828

Status: 95% done, beta testing getting under way!

y



http://gmc.yoyogames.com/index.php?showtopic=266828
http://forums.gmking.org/index.php?showtopic=2134

Bx:RickSIick é a conceetu

One of the most challenging aspects of designing a skuléger game is to ensure the

the enemies that your player encounters along the way provide some degre

difficulty in avoiding or eliminating. Failure to achieve tlwdl cause your game tc

become too easy to complete for many players, reducing the amount of interest in

game and minimizing the replagbility.

This iswhy it's important to put a certain amount o
thought into the design of your enemy Al first before yc
ever sit down to churn out the code. Not only will you e
up with a more capable Al, but you will make tt
programming requirements a lot less daungnand
frustrating by breaking everything up into mor
manageable pieces.

I'm not going to sit here and tell you that this is the or
way to create a workable Al, nor is it probably the mc
efficient, but what you will read here is very easy
conceptuaize and then translate into coding
requirements. As you become more proficient wi
dealing with all of the different conditions and informatio
that your Al has to analyze in order to make decisions
what actions to take, then you can begin trying moi
complex Al concepts such as command stacks and
ability to learn and adapt to the player's behavior.

31T A POOEOOO xEIl AOCOA
requires nothing less than a highly advanced neu
network, the ability to learn, and theability to store,
process, and analyze information about the A
surroundings. However, keep in mind that these ve
advanced Al simulations are being conducted
supercomputers at universities operating with resear:
grants and the like. Simple Al iarms of what we would
want to create from Game Maker would satisfy tF
following question: "How do | make an enemy provi
enough of a challenge to the player without significant
impacting performance?"

Designing from the Top Down

First, let's start wth a very basic torlown view of artificial
intelligence. For the purposes of this article, | will descr
a simple tank game, where the player and the compu
are both maneuvering tanks on a playing field that h
multiple obstacles that will block bbt movement and

SLG Account System

4EA O03,' | AAI O1T O 3 UOOA(O
system for account management, etc. The syste

OEI E1 AO O1 OEA O2AE AAQ=.
but it is instead open to all developers for using it
their games.

39

SLAS (Star Light Account System) is almost a car
copy of reflect games. It was created to help Gm (G
Maker) users redirect multiplayer info such as:

IP

Server Name
Ports

Other Information

= =4 A A

SMOIIAD

The system just requires a registered copy ofrea
Maker and a php compatible web server. The S
Account System is the creation dfack Liscom also
known asFox USAIn the GMC.

Get it now:
gmec.yoyogames.com/?showtopic=352013
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