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%ÄÉÔÏÒȭÓ $ÅÓË 

For those of you who haven't enjoyed an episode of Star Trek at some 

point, I'm speaking of games of logic.  I've been thinking a bit lately about 

thinking in games, and how it can be done right and wrong.  I mean, take a 

look at Tetris; it's probably the best example out there of an addictive 

logic puzzle game.  It's been the subject of a huge number of clones, a 

Tetris Board Game (I want one!), and many strategy guides.  So what has 

made Tetris so popular?  I propose a theory: 

Re-playability  

Tetris has the opportunity to advance levels with increasing difficulty, and 

each and every game with be entirely different.  It encourages the player 

to think fast, and tests their mental skills and stamina. It drive the players 

will to achieve better and better scores, and encourages attempt after 

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 simple 

enough for a young child to play and understand; yet, it's addictive 

enough for adults to be interested.  In my opinion the best puzzle games 

don't have complex instructions, or many player controls, they are simple 

tests of skill. 

There is no doubt more reasons these sorts of games succeed, but, you 

get the point. 

We have a great issue of MarkUp prepared for you this month as we hit 

that magical 1 year mark!  This makes us the only Game Maker magazine 

to ever reach 12 issues!  We couldn't have done it without the great 

support of the GMking community, and the wonderful team of writers 

who have supplied top-notch content over the past year. 

Dig in, and celebrate 12 issues with us! 

Robin Monks 

)Î ÔÈÅ .Å×Óȣ 

YoYo Games Competition 

4ÈÅ 9Ï9Ï 'ÁÍÅÓ 7ÉÎÔÅÒ #ÏÍÐÅÔÉÔÉÏÎȭÓ 

results have been released. The prizes 

totaled to $1750, the first prize being $1000 

in cash. Frozzd by 2Dcube was the first place 

prize winner. The top-two winning game 

authors are interviewed in pages 33-35 of this 

issue of MarkUp Magazine. 

YoYo Games have also started the Ancient 

Civilization Competition, having the same 

total prize sum. Submissions have already 

started and end on April 27
th

, 2008. 

GMplanet Launched 

GMplanet, a project of GMking.org, is a 

content aggregator of many Game Maker 

RSS feeds. The site was launched at the 

beginning of February. 

Other Competitions 

Other sites have also started working on 

their own competitions, not related to 

games, but instead tutorials and resources. 

Game Maker Helper and GMTutorials are 

both notable examples. Competitions to 

showcase your work are discussed in page 

10. 

Independent Game Festival 

The 2008 Independent Game Festival results 

were announced, and this year, we get a 

sufficient number of Game Maker games on 

the winner list! Congratulations to all winning 

games! 

Welcome! 

http://www.amazon.com/gp/redirect.html?ie=UTF8&location=http%3A%2F%2Fwww.amazon.com%2FTetris-Board-Game-%25252d-Large%2Fdp%2FB000PWPAJ4%3Fie%3DUTF8%26s%3Dtoys-and-games%26qid%3D1202750752%26sr%3D8-29&tag=moznetwork-20&linkCode=ur2&camp=1789&creative=9325
http://www.yoyogames.com/gamemaker/competition02
http://www.yoyogames.com/gamemaker/competition02
http://www.yoyogames.com/gamemaker/competition02
http://gmplanet.uni.cc/
http://gamemakerhelper.com/
http://gmtutorials.com/
http://www.igf.com/02finalists.html
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Ȱ4ÈÅ %ØÐÅÌÁÔÉÏÎÓ ÏÆ ÔÈÅ ,ÉÔÔÌÅ 'ÒÅÅÎ 0ÏÄ -ÁÎȱ is a game I created for a two 

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

thoughts and techniques that I employed in the semi-frantic rush to get this game 

completed by the deadline. 

Introduction  

&ÏÒ ÔÈÅ ÍÏÓÔ ÐÁÒÔȟ )ȭÌÌ ÂÅ ÇÏÉÎÇ ÏÖÅÒ ÔÈÅ ÍÏÒÅ ÁÒÔÉÓÔÉÃ 

aspects of this game (The concept, the music, the 

graphics, etc.), as opposed to the more technical 

programming aspects of it. There is a very simple reason 

for this: I never employed any complex scripting to the 

game; what made it succeed where the more artistic and 

creative portions, rather than its technical side. 

The Concept 

As I said before, this game was created for a platform 

game creation competition. Nothing more specific than 

ÔÈÁÔ ×ÁÓ ÐÒÏÖÉÄÅÄȠ ÊÕÓÔ ÔÈÅ ÍÕÃÈ ÇÅÎÅÒÁÌÉÚÅÄ Ȱ0ÌÁÔÆÏÒÍ 

'ÁÍÅȱȢ 4ÈÉÓ ÌÅÆÔ ÍÅ ×ÉÔÈ Á ÖÅÒÙ ÌÁÒÇÅ ÁÍÏÕÎÔ ÏÆ ÆÒÅÅÄÏÍ 

for the game, but it also resulted in a general lack of 

direction and inspiration. 

For all of us, there will be times in our game making (or 

any other type of creative endeavors) where we lack a 

useful starting idea. Therefore, I shall do my best to give 

good suggestions on how to come up with one. 

The first thing I thought about when coming up with the 

concept was a definition of a platform game that one of 

ÔÈÅ ÃÏÎÔÅÓÔÁÎÔÓ ÍÅÎÔÉÏÎÅÄȡ Ȱ! ÇÁÍÅ ÂÁÓÅÄ ÏÎ ÄÉÆÆÉÃÕÌÔ 

ÊÕÍÐÓȱȢ ) ÆÏÃÕÓÅÄ ÏÎ ÔÈÁÔ ÏÎÅ ÓÍÁÌÌ ÐÏÉÎÔ ÁÎÄ ÓÔÁÒÔÅÄ 

trying to think of ways to expand on it. So, when trying to 

come up with a game concept from scratch, it is best to 

think of a simple word for word definition of the genre you 

are making. You, obviously, do not have to follow it at all, 

but it can create a good starting point for your game. 

&ÒÏÍ ÈÅÒÅȟ ÔÒÙ ÔÏ ÔÈÉÎË ÏÆ ×ÁÙÓ ÏÆ ȰÍÁËÉÎÇ ÄÉÆÆÉÃÕÌÔ ÊÕÍÐÓȱ 

more interesting. &ÏÒ ÍÅȟ ÔÈÉÓ ×ÁÓ ÂÙ ȰÁÉÍÉÎÇ ÁÎÄ 

launching yourself from something to different platforms 

ÓÃÁÔÔÅÒÅÄ ÁÃÒÏÓÓ ÔÈÅ ÌÅÖÅÌȱȢ 4ÈÉÓ ÔÈÏÕÇÈÔ ÄÅÖÅÌÏÐÅÄ ÉÎÔÏ 

such things as having to choose between different floating 

platforms and, essentially, creating a maze. Then, 

perhaps, adding some interesting puzzles throughout the 

game would add some diversity and a bit more interest to 

the game. In fact, the puzzle level (level eight, I believe) 

was the first level I created for the game, and originally, 

the game was going to be an entirely puzzle based game, 

with each level being a different puzzle with you had to 

solve. 

However, due to time constraints (for it took quite some 

time to get level eight functioning well, and I knew I would 

not be able to make ten such levels in the given time), I 

decided to abandon the idea of an entirely puzzle-based 

game. In the end, I am glad this was the case, for it added 

much more diversity to the game. 

4ÈÅ -ÁËÉÎÇ ÏÆ Ȱ4ÈÅ %ØÐÅÌÁÔÉÏÎÓ ÏÆ  

the Little Green Pod -ÁÎȱ 
By: Sean Mounce 
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So, I had the very basic concept down, but what about the 

details? What would the game look like? A tree answered 

these questions of mine, looks-wise, at least. As I was 

thinking about the concept of my game, I looked out my 

window and took notice of the nicely shaped and semi-

twisted tree in my front yard. It was also raining outside, 

and the combination of these two things brought about 

the wet and forest like feeling/setting of Pod Man. So, 

when coming up with the concept of a game, it helps to 

look at, listen to, or do anything to anything you find 

inspiring, and follow your imagination.   

From here the rest of the concept just began to flow. The 

idea of launching yourself from a plant pod came logically 

to me from the wet plant setting of the game, and I just 

continued to think both logically and abstractly from 

there: Pods eat bees; pods grow; larger pods launch 

farther; birds pop out of apples from time to time. 

As I said, near the end of the game, I was in a massive rush 

to finish, and I was having difficulty coming up with ideas 

for levels that were not just reiterations of previous ones. 

However, through a lack of doing anything else in my day, 

and forcing myself, through various means, to come up 

with new level ideas, I managed to finish all ten of the 

required levels and a completed game. 

What I have just explained to you is the best attempt I 

could make of putting a thought process into words, but it 

is impossible to know everything that goes on inside your 

own head. The creative process is one of the few things 

that you learn from yourself and your experiences instead 

of from the words of others. However, I hope that these 

paragraphs are able to help you think of a starting point 

from which the ideas in your head may grow. 

The Graphics 

The graphics for Pod Man are the first graphics I have ever 

done that I was truly pleased with, which is most likely a 

result of them being the first graphics that I actually spent 

a lot of time and work on! However, more importantly: 

they were the first graphics that I thought out in my head 

before drawing them on the computer. This, I believe, is 

one of the most important aspects of creating good 

graphics: See it in your mind before you see it on the 

computer. If you do not, you, I know from my own 

previous attempts at graphics, will come out with boring 

and excessively two dimensional graphics.   

I still am not good at super detailed pixel/graphic work. If I 

try to make the super detailed sprites with intricately 

placed pixels that others can do so nicely, I simply leave a 

garbled mess of pixels behind me.  As a result, I logically 

decided to make simpler graphics, but how could I get 

them to look nice? Colors and shading would be the 

answer. Choosing the right colors and adding shading to 

your sprites are very important (whether the graphics be 

simple or complex), and the ideas for both are best to be 

tÈÏÕÇÈÔ ÏÆ ÉÎ ÔÈÅ ȰÓÅÅ ÉÔ ÉÎ ÙÏÕÒ ÍÉÎÄȱ ÓÔÅÐ ÔÈÁÔ ) 

mentioned earlier. Although, you should definitely 

experiment with them once you have them on the 

4ÈÅ -ÁËÉÎÇ ÏÆ Ȱ4ÈÅ %ØÐÅÌÁÔÉÏÎÓ ÏÆ  

ÔÈÅ ,ÉÔÔÌÅ 'ÒÅÅÎ 0ÏÄ -ÁÎȱ Cont. 

SinazXInput 

The SinazXInput is a Game Maker Extension that adds 

support for Xbox 360 Gamepads when connected to a 

computer. 

The extension adds full support for the Xbox controller, 

its triggers, buttons, and analogue thumbsticks (the 

input will be mapped on separate axes). In addition, the 

GEX supports rumble, which could make the Xbox 

controller vibrate. 

While the GEX is mainly targeted at Xbox 360 

controllers, it is capable of supporting any XInput 

controller (XInput is a component of DirectX), except 

for headsets, etc. 

The GEX also comes with an example GMK file. 

Get it now! 

Q
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http://gmc.yoyogames.com/index.php?showtopic=351611
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computer. Just do what looks right. 

&ÏÒ ÔÈÅ ÃÏÌÏÒÓȟ ) ÕÓÅÄ Á ÄÁÒËÅÒȟ ÍÏÒÅ Ȭ×ÅÔȭ ÆÅÅÌÉÎÇ ÆÏÒ ÔÈÅ 

colors, such as what you might see in a rain forest. This 

was, evidently, attempting to amplify the wet, jungle 

feeling of the game. The shading in Pod Man is what made 

the graphics what they were. All of the graphics were 

based around this idea I had of using only three shades of 

one color for each object. This idea came simultaneously 

with the concept with the game, and the first platform I 

pictured was a floating grass platform with a rocky 

bottom, using this three-shade shading idea. I sprited the 

idea and looked at the result. This sprite, which was the 

first sprite I made for the game: 

 

That was it. After seeing the result of the idea, I was 

certain that this was what the game would have to look 

like, so I just followed my new three-shade rule for all the 

sprites I did. When creating shading for any sprites, I have 

learned from various sources that it is a given for the light 

source always comes from the top-left of the sprite, so the 

farther down and to the right you go, the darker it grows. 

For the most part, it was easy to follow these rules, but, 

sometimes, all the twisted branches created some 

confusion, in which case I simply experimented with them 

until it looked right. Another problematic circumstance 

the trees created was the fact that, unless I made 

hundreds of tree sprites, it might become tiring for the 

player to see the same trees over and over again, and if I 

added hundreds of tree sprites, the game file would 

become too large. What did I do? I only created about 

fifteen tree and branch sprites, some for specific purposes, 

and others just to exist. However, I made the shading on 

the majority of these tree sprites to be able to line up with 

each other. That way, I could take two or three tree sprites 

and place them on top of each other and make it look like 

one tree, such as shown here: 

Separate:    Conjoined: 

 

 

 

 

 

It is still fairly obvious that I am recycling sprites, but now, 

hopefully, the fact shall not be glaring at the player. 

In summary, first think of what you intend for your sprite 

to look like. Most importantly, the design of the creature, 

character or object you are going to sprite. Then put what 

4ÈÅ -ÁËÉÎÇ ÏÆ Ȱ4ÈÅ %ØÐÅÌÁÔÉÏÎÓ ÏÆ  

ÔÈÅ ,ÉÔÔÌÅ 'ÒÅÅÎ 0ÏÄ -ÁÎȱ Cont. 

http://www.hamburgerspel.com/
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is in your head onto the computer. Lastly, if it needs it, edit 

it until it looks how you want it to. 

The Music 

I very much enjoy making music, be it for a game or just a 

melody in my head that I decide to make into a song. 

However, it will also be, like the game concept, difficult to 

describe where the song idea came from.  

The creation/recording process of the song for Pod Man 

was different than that of other songs I have made for 

games. With the other songs, I would usually make the 

song up as I went along, writing and recording section at a 

time, changing it until I liked it, and then moving on to the 

next section. With the Pod Man song, however, I was 

required to do it differently. The reason is because I, 

through a series of circumstances, did not have any multi-

track music recording software available, so I began to 

think how I could make a single-track song as full and 

mood-fitting as a multi-tack one. I picked up my guitar and 

began to experiment. 

After a while, I came up with a little section I liked, and 

that made use of the delay effect. I liked the delay on 

there, because, to me, it seemed to give a raindrop feeling 

to the song. I continued to expand upon the song, creating 

two different sections: one in the high octaves of the 

guitar, and another strumming down low. I had many 

ideas for the song that I knew would sound quite nice as 

the main or backing tracks, but because of my lack of 

recording software, I knew I had to just pick out the ones I 

liked the most. I continued to polish the song, picking out 

the different ideas that I thought sounded the best, and 

until I had something I was happy with. 

Over the next few days, I was becoming so busy with 

working on the game that I did not have a chance to 

record the song, and, as the days until the deadline 

lessened, I began looking for a good opportunity to record 

the song. I knew a single track would not take too long. 

However, by the day of the deadline, I still did not have it 

recorded, nor did I have the game fully completed. I still 

had the final level to do, and a few polishing. 

Then another thing happened that added interest to the 

situation. I got the recording software back and installed it 

with no fuss. Now I could add those other tracks I wished 

to add. But I had four hours until the deadline, and a game 

still to finish? So, for the next four hours, I went back and 

forth between finishing the game and recording the song. 

I finished the game half an hour before the deadline, and 

spent the time after that finishing what I had left of the 

song. With just a few minutes to spare, I finished that as 

well, and listened to it. I was very pleased with how it 

sounded (possibly one of my favorite songs that I have 

made), and put it into the game. From there, I uploaded 

the game, and submitted it fifty seconds past the 

deadline. Fortunately, they still accepted it as an entry. 

Conclusion 

That is the story of The Expelations of the Little Green Pod 

Man! I hope you were able to learn something from 

reading this article, and if not, I hope you enjoyed reading 

it. 

Thanks for reading! 

 ƴ 

4ÈÅ -ÁËÉÎÇ ÏÆ Ȱ4ÈÅ %ØÐÅÌÁÔÉÏÎÓ ÏÆ  

ÔÈÅ ,ÉÔÔÌÅ 'ÒÅÅÎ 0ÏÄ -ÁÎȱ Cont. 
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Cities at War 

Do you know how hard it is to make a decent RTS-game? If not, then keep on reading, 

since that is what I'm going to tell about. Every month, I will write an article here about 

the development of Cities at War, and the technical sides of developing a RTS-game. 

The Game 

Cities At War is a Real-Time Strategy-game by Xsoft 

Games. I started this project about a year ago. I play a lot 

of RTS-games, and I always wanted to make one myself. 

So I started this new project, and I knew it would take a 

long time. But I didn't know I would still be working on the 

engine a half year later. I lost my motivation to work on 

the project, so I started another project. I joined Xsoft 

Games, which was then still not so big of a team. After a 

while of working on my own project, the Xsoft Games 

team caught my attention again, and a bit later I decided 

to do Cities at War with the people from Xsoft Games. The 

first big project of Xsoft Games had started.  

From then on, the development went quite fast. Paul23 

almost rewrote the whole engine, which was actually 

needed, since the original one wasn't quite bug-less. I 

continued working on small bugs, and built in some extra 

things. And that's where we are now. More information 

about the game itself can be found at the website of Cities 

At War, at the GMC topic and the website of Xsoft Games. 

Features 

In a year of developing, a lot of features already have been 

built in. That includes a Fog of War engine, a movement 

ÓÙÓÔÅÍ ÕÓÉÎÇ '-ȭÓ mp_grid -functions, a minimap system 

with Fog of War, and an inventory system. You can check 

them all out yourself by playing the latest version at 

YoYoGames.com.  

4ÈÅ ÃÕÒÒÅÎÔ ÍÏÖÅÍÅÎÔ ÓÙÓÔÅÍ ×ÅȭÒÅ ÕÓÉÎÇ ÕÓÅÓ ÔÈÅ 

standard mp_grid  functions in Game Maker, as I said earlier. 

But paul23 is trying to find a mechanism that works better 

than the current one. With the current system, when you 

make multiple units, and try to move them at the same 

time, they get stuck in each other. That is, if we would let 

the units collide. In the current version we have disabled 

ÔÈÁÔȟ ÓÉÎÃÅ ÔÈÁÔ ÊÕÓÔ ÄÏÅÓÎȭÔ ×ÏÒËȢ 5ÎÉÔÓ ×ÉÌÌ ÍÏÖÅ ÏÖÅÒ 

each other, to avoid the getting stuck. More about this in 

the next issue.  

The minimap is actually the FOW combined with a normal 

minimap system. It uses the same surfaces as the Fog of 

War does, but it resizes it to the size of the minimap. 

Underneath the FOW, every object draws its own sprite 

rescaled in the minimap. You can also click in the minimap 

to change the view to a specific position in the map. I will 

discuss the inventory in the next issue. 

7ÅȭÒÅ ÐÌÁÎÎÉÎÇ ÔÏ ÂÕÉÌÄ ÉÎ ÓÏÍÅ ÇÒÅÁÔ ÆÅÁÔÕÒÅÓȢ 4ÈÅÒÅ ×ÉÌÌ 

By: Robert-Jan Bruintjes Development Journal 

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
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for example be a huge multiplayer online system running. 

7ÅȭÒÅ ÎÏ× ÔÈÉÎËÉÎÇ ÁÂÏÕÔ Á ÇÏÏÄ ÒÅ×ÁÒÄ ÓÙÓÔÅÍ ÆÏÒ ÔÈÉÓ 

feature. I already thought up the story of the campaign. 

4ÈÅ ÐÌÏÔ ÏÆ ÔÈÅ ÓÔÏÒÙ ×ÉÌÌ ÂÅ ËÅÐÔ ÓÅÃÒÅÔȢ 7ÅȭÒÅ ÁÌÓÏ 

planning to make a new kind of mode available: Quick 

Battle. You start with an army and some training facilities, 

ÁÎÄ ÙÏÕȭÌÌ ÈÁÖÅ ÔÏ ÆÉÇÈÔ ÓÏÏÎ ÁÇÁÉÎÓÔ ÔÈÅ ÅÎÅÍÙȢ 

Fog Of War 

Fog of War is black fog that hangs over unexplored terrain 

in RTS games. The Fog of War engine uses surfaces. A 

surface is a sort of separate canvas, on which you can draw 

instead of drawing on the screen itself. Then later, you can 

draw the surface on the screen using different blend 

modes, to create certain effects. For the FOW, we use two 

different surfaces, one for covering up the unexplored 

terrain, and one for highlighting the area that is viewed by 

the objects. The first surface is as big as the whole room, 

while the second one is as big as the view. This is done 

because only places inside the view can be highlighted, 

since it is impossible to select anything outside the view. 

This second surface is cleared every step, after it is drawn. 

The first surface is not cleared, since that one reminds all 

explored terrain. FOW comes with a complicated parent 

system, for the units that should cast light are all children 

of one object called 'obj_MSTlight '. In our game, the kinds 

of objects are grouped under special object. All units for 

example have as parent 'obj_unit_par '. All the buildings 

have as parent 'obj_building_par '. Then all these parents 

have one and the same parent: 'obj_selectable_par '. So all 

selectable objects are grouped under 'obj_selectable_par'. 

Then 'obj_selectable_par ' has 'obj_MSTlight ' as parent. So 

all selectable units cast light, as you can see in the 

schedule.  

In the create event of another object, called 'obj_FOW', we 

have this code (after we made the surfaces):  

surface_set_target ( global .FOW_surface)  

draw_clear ( c_black )  

surface_reset_target ();  

We first set the target to the surface we just made. Then 

we make the surface all black. The last action is to reset 

the drawing target back to the screen. Now in the step 

event, we have the following code (next page). 

Cities at War Cont. 
Development Journal 

obj_MSTlight 

obj_selectable_par 

obj_building_par 

All Building Objects All Resource Objects Units 

obj_resource_par obj_unit_par 
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surface_set_target ( global .FOW_surface)  

draw_set_blend_mode_ext ( bm_src_alpha , bm_inv_src_color );  

 

with ( obj_MSTlight )  

{  

    if (team == global .userteam){  

draw_sprite_ext (FOW_sprite, FOW_image, x/ global .FOW_quality, 

y/ 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 pre-defined variables. 

FOW_sprite  for example is the sprite of the spotlight. What 

happens first is that we set the drawing target to the 

surface again. Then we set the blend mode, so we get the 

effect that we want: the white on the surface will be 

transparent. In the code after that, for every child of 

obj_MSTlight , the spotlight is drawn at the right position, 

at both surfaces. It goes a little too far for this time to 

describe that in detail. In the draw event, both surfaces are 

drawn at the screen. 

Conclusion 

We've been working really hard on Cities at War, a lot of 

features have already been built into the game, but a lot is 

yet to come. Next month, we'll explain the inventory 

system and movement system better. See you next time! 

ƴ 

Cities at War Cont. 
Development Journal 

Contests to Showcase Your Work 

The past few months have seen probably the highest 

ever concentration of Game Maker competitions.  First 

we had The GM Race, a joint venture between the 

GameMakerTech and MarkUp magazines which 

attracted 20 entries and then YoYo Games got in on the 

act just before Christmas.  YoYo Games have recently 

announced details of their second $1750 competition 

which runs until 27th April. 

As well as the traditional game making competitions 

there are also a number of other contests currently open 

which focus on the game maker platform.  In January 

GMTutorials.com ran their first tutorial competition 

giving away $100, and they are back at it again this 

month with 3 domain names on offer.  Game Maker 

Helper on the other hand has a $35 competition which is 

open to any Game Maker scripts, example, libraries or 

ÅØÔÅÎÓÉÏÎ ÔÈÁÔ ÁÒÅÎȭÔ ÃÕÒÒÅÎÔÌÙ ÏÎ ÔÈÅ ÓÉÔÅȢ 

The first YoYo Games competition was well publicized, 

receiving attention on many Game Maker websites and 

even websites devoted to the larger area of Indie game 

development.  The result being that the winning game 

Ȱ&ÒÏÚÚÄȱ ÈÁÓ ÃÕÒÒÅÎÔÌÙ ÂÅÅÎ ÐÌÁÙÅÄ ÏÖÅÒ ήȟΦΦΦ ÔÉÍÅÓ ÏÎ 

the YoYo Games website and is in the top 25 most 

played games, despite only being uploaded at the end of 

December 2007. 

%ÖÅÎ ÉÆ ÙÏÕ ÄÏÎȭÔ ÔÈÉÎË ÙÏÕ ÁÒÅ ÉÎ ×ÉÔÈ Á ÒÅÁÌÉÓÔÉÃ ÃÈÁÎÃÅ 

of winning entering a competition will undoubtedly get 

your game or tutorial seen by more people than it would 

otherwise be, and can also be a source of valuable 

feedback.  You have nothing to lose and a looming 

contest deadline could provide an incentive for you to 

ÃÒÁÃË ÏÎ ×ÉÔÈ ÙÏÕÒ ÄÅÖÅÌÏÐÍÅÎÔȢ  )Æ ÉÔȭÓ ÁÎÙ ÇÏÏÄ ÔÈÅÒÅ ÉÓ 

also the chance that you could win some prizes! 

Currently open contests: 

¶ YoYo Games $1750 Ancient Civilization 

competition 

http://www.yoyogames.com/gamemaker/comp

etition02  

¶ GameMakerHelper $35 competition 

http://gamemakerhelper.com/ 

¶ GMTutorials.com tutorial competition 

http://gmtutorials.com/article/category:news-

name:february_2008_prize_competition/ 

Philip Gambleƴ 

 

http://www.yoyogames.com/gamemaker/competition02
http://www.yoyogames.com/gamemaker/competition02
http://gamemakerhelper.com/
http://gmtutorials.com/article/category:news-name:february_2008_prize_competition/
http://gmtutorials.com/article/category:news-name:february_2008_prize_competition/
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God of Rock 

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

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

how he's going about fixing it. 

Month 1 

Bugs 

The first glitch is the chord system in the not working 

correctly. So to correct this he is going to use two-

dimensional arrays. By doing this he can basically store 

two values in one variable. For example let's say we had a 

variable titled "Game Over". We could store two values 

one being the amount of times the player has died and 

one being if the screen has shown or not. By doing that we 

can store the values, and those values, in this case would 

be if the chord was hit and which notes they were, in the 

form of a string. I have written a special piece of code to 

read several pieces of information from a single string 

which is why I only need one value for the note 

information. 

He is also recoding the Band System since my coding was 

a little messy. Ever noticed how when creating a Band the 

game always fails to read your name out of the file, with 

the first boot of the game? Some people have been having 

that problem and it would soon be corrected. 

The third thing he is fixing is lefty flip system. It's not 

complicated but I want to do it without any changing of y 

or x coordinates and that is why I haven't already done it 

myself. Well I hope you are looking forward to the next 

update of God of Rock. 

Delays 

)ȭÄ ÒÅÁÌÌÙ ÌÉËÅ ÔÏ ÁÐÏÌÏÇÉÚÅ ÆÏÒ ÔÈÅ ÒÉÄÉÃulously-long wait 

time but, there are a lot of people on the GMC that didn't 

want to help me with development and that's what causes 

the delay. Meanwhile make sure to read the information in 

the game topic it may tell you something good. 

Month 2 

Recoding Adventures 

As you probably know, I have to recode the engine. I am 

about 60 percent done with that. The first thing I did was 

change the song sync files to an INI format. This INI 

format, is unique thou since it specifies periods of time. 

By: Mathew Malone  
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God of Rock Cont. 

For example, '8 = N <expression1> <expression2>' would 

mean make a note at the 8th tick. The INI files also contain 

other important information such as, BPM, Resolution, 

Time Signatures, Events, Lighting Events, etc. Lighting is a 

new feature by the way that has been half-implemented. 

Important Improvements 

When the recoding is done the game will feature a number 

of improvements also like 640X480 room size, Guitar Hero 

Guitar Support, and Customizable FPS Limit. This 

'revamped' version isn't expected to be release for a while 

unfortunately, do to complicated coding problems and the 

fact that this project is a one-man project. When it is 

released thou, I will be open to team member requests. 

Fixes 

Even though I have a lot of issues to fix I have fixed some 

conflicts, luckily. Some of those being the mysterious, 

'Pause N' Freeze' glitch, The Invisible Menu Glitch, The 

Mono Music Issue, The Sound Frequency Glitch, The Long 

Note Glitch, and last but certainly not least, The Song 

Downloading Glitch! All those glitches (and probably 

more) have been corrected in the newer version. The last 

bug was a pain to fix, it took me days! 

But at least I got some MASTER TRACKS!!! Some of the 

bands that are available for this include, Jonathan Coulton, 

8763 Days Till' Extinction (My one-man band), and more... 

So that means all this waiting is going to pay off and you'll 

be rewarded with a better song list. 

Conclusion 

Well thatȭÓ the development journal for January and 

FebruaryȢ ) ÈÁÖÅÎȭt done much but I am still working on 

this. I hope you will still support me in the development of 

this project. 

ƴ 

By: Mathew Malone  
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65M+1 BC: Three Months Later 

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

you undue stress, please skip this article immediately! I don't want to offend anyone. If, 

on the other hand, you are not crazy ɀ i.e. you think computer games are not worth 

getting stressed about ɀ then read on! 

You might be wondering just what this article is about 

anyway. Well, about comets, giant machines, talking 

dinosaurs and, more broadly, the game I have been 

working on for quite a while now ɀ 'Sixty Five Million And 

One BC'. 

)Æ ÙÏÕȭÒÅ ÁÌÒÅÁÄÙ ÇÅÔÔÉÎÇ ÁÎÇÒÙ ÂÅÃÁÕÓÅ ÙÏÕ ÔÈÉÎË ÔÈÅ ÅÁÒÔÈ 

ÄÉÄÎȭÔ ÅØÉÓÔ ÔÈÁÔ ÌÏÎÇ ÁÇÏȟ ÔÈÅÎ ) ÓÕÇÇÅÓÔ ÙÏÕ ÓÔÏÐ ÒÅÁÄÉÎÇ 

ÔÈÅ ÁÒÔÉÃÌÅȠ ÔÈÁÔ ÉÓȟ ÉÆ ÈÉÓÔÏÒÉÃÁÌ ȰÁÃÃÕÒÁÃÙȱ ÏÆ ×Èat 

ÓÃÉÅÎÔÉÆÉÃÁÌÌÙ ÈÁÐÐÅÎÅÄ ÂÅÆÏÒÅ ȬÔÈÅ ÃÒÅÁÔÉÏÎȭ ÍÁÔÔÅÒÓ ÓÏ 

ÍÕÃÈ ÔÏ ÙÏÕȟ ÔÈÅÎ ÔÈÉÓ ÐÒÏÂÁÂÌÙ ÉÓÎȭÔ ÙÏÕÒ ÔÈÉÎÇȦ 

The game is about what is generally thought to have 

happened 65 million years ago ɀ the extinction of 

dinosaurs thanks to a comet slamming into Central 

America and blowing everything up. The story itself 

focuses on a pack of velociraptors who realize that 

Armageddon is on its way and set about building a giant 

machine to try and stop it. 

How do they do that? Well that would spoil it. But safe to 

say it revolves around fighting enemies, solving puzzles 

and hack-slash-tail-whipping your way through the 

Mesozoic world as a fierce and terrifying velociraptor that 

talks. 

MarkUp Magazine was kind enough to feature an in-depth 

preview of the first release of 65M+1BC, which you can 

find in Issue 9, here. 

Ȱ7ÈÁÔȭÓ ÎÅ×ȩȱ ÉÎ Á ÎÕÔÓÈÅÌÌ 

But the game has come a long, long way since then! It's 

very nearly finished. As well as the forest, raptor nest, 

mountains and cave levels, there is a whole 'plains' area 

with a seriously massive tyrannosaurus-rex at the end. 

There are boss fights, cut scenes, and interesting 

animated characters throughout. There's also an epic 

battle between your raptor pack and a rival one, which 

shows off the enemy AI very nicely: POUNCE-POUNCE-

POUNCE-POUNCE-POUNCE essentially, but still very fun. 

Object interactions 

I've spent a lot of time polishing ɀ especially the 

interactions during game play. If you leap at an enemy 

that's bigger than you, you typically get knocked flat, but 

if it's a smaller one it'll go flying! Running through smoke 

and other particle effects makes it swish and swirl, while 

jumping into water creates ripples and spray. 

By: snailfox 

http://markup.gmking.org/?p=issues
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There are Easter eggs to find, of course, and features to 

unlock by completing the game. 

Dynamic Nature of the Game 

The game is designed as to be dynamic in nature. Nothing 

is static, not even the game play - Meteors streak through 

the sky during the final levels, the sky gradually grows red 

and the ground rumbles as that comet draws nearer. You 

even hitch a ride with some pterodactyls and dodge an 

airborne meteor shower at one stage. If this game doesn't 

make you feel like a talking dinosaur on the edge of global 

cataclysm, nothing will. 

Resources 

In case you are wondering, the graphics, the engine, the 

music and even the dinosaur sounds are all original. So if 

anyone wants to know how to make a velociraptor roar 

sound, I can safely say that one way is to find buffalo 

grunts, puma snarls and walrus barks, then mix them all 

together. Another way would be to hit it on the tail with a 

stick, I expect. The music is composed around a couple of 

main themes, with different tracks for each area and the 

various cut scenes. 

Conclusion 

There is a lot of game play in Sixty Five Million and One BC 

ɀ it takes even longer to play than it does to say, so you 

can expect to be kept busy for a while. Even if you skip all 

the cut scenes and go straight through from objective to 

objective, you'll need a good two hours to get to the end. 

If you're really bad at it, it might provide a whole year's 

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! 

ƴ 

65M+1: Three Months Later Cont. 
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Artificial Intelligence for Beginners 

One of the most challenging aspects of designing a single-player game is to ensure that 

the enemies that your player encounters along the way provide some degree of 

difficulty in avoiding or eliminating.  Failure to achieve this will cause your game to 

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

game and minimizing the replay-ability. 

This is why it's important to put a certain amount of 

thought into the design of your enemy AI first before you 

ever sit down to churn out the code.  Not only will you end 

up with a more capable AI, but you will make the 

programming requirements a lot less daunting and 

frustrating by breaking everything up into more 

manageable pieces. 

I'm not going to sit here and tell you that this is the only 

way to create a workable AI, nor is it probably the most 

efficient, but what you will read here is very easy to 

conceptualize and then translate into coding 

requirements.  As you become more proficient with 

dealing with all of the different conditions and information 

that your AI has to analyze in order to make decisions on 

what actions to take, then you can begin trying more 

complex AI concepts such as command stacks and the 

ability to learn and adapt to the player's behavior. 

3ÏÍÅ ÐÕÒÉÓÔÓ ×ÉÌÌ ÁÒÇÕÅ ÔÈÁÔ ȰÔÒÕÅ ÁÒÔÉÆÉÃÉÁÌ ÉÎÔÅÌÌÉÇÅÎÃÅȱ 

requires nothing less than a highly advanced neural 

network, the ability to learn, and the ability to store, 

process, and analyze information about the AI's 

surroundings.  However, keep in mind that these very 

advanced AI simulations are being conducted on 

supercomputers at universities operating with research 

grants and the like.  Simple AI in terms of what we would 

want to create from Game Maker would satisfy the 

following question:  "How do I make an enemy provide 

enough of a challenge to the player without significantly 

impacting performance?" 

Designing from the Top Down 

First, let's start with a very basic top-down view of artificial 

intelligence.  For the purposes of this article, I will describe 

a simple tank game, where the player and the computer 

are both maneuvering tanks on a playing field that has 

multiple obstacles that will block both movement and 

By: Rick Slick é a conceptual approach 

SLG Account System 

4ÈÅ Ȱ3,' !ÃÃÏÕÎÔ 3ÙÓÔÅÍȱ ÉÓ ÁÎ ÏÎÌÉÎÅ ÍÕÌÔÉÐÌÁÙÅÒ 

system for account management, etc. The system is 

ÓÉÍÉÌÁÒ ÔÏ ÔÈÅ Ȱ2ÅÆÌÅÃÔ 'ÁÍÅÓȱ ÏÎÌÉÎÅ ÁÃÃÏÕÎÔ ÓÙÓÔÅÍȟ 

but it is instead open to all developers for using it with 

their games. 

SLAS (Star Light Account System) is almost a carbon 

copy of reflect games. It was created to help Gm (Game 

Maker) users redirect multiplayer info such as: 

¶ IP 

¶ Server Name 

¶ Ports 

¶ Other Information 

The system just requires a registered copy of Game 

Maker and a php compatible web server. The SLG 

Account System is the creation of Jack Liscom, also 

known as Fox USA in the GMC. 

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

Q
u

ic
k R

e
vie

w
s 

http://gmc.yoyogames.com/index.php?showtopic=352013



