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Welcome

Since firstappearing on computers a year and
month ago, MarkUp has found its place in the hea

of many Game Maker users.

But, now | feel | must apologize for our antics with the fake launch of
)y OOOA XQs8 &OT i OEA AT 00T 1 ltomayi
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Cloud Gaming

7TEEITA xA AI160 EAAO OEA OAOI 0O#11 0.
impossible to identify that this trend exists in the gaming world as well. When
AT T AOG O1I O1 £#6xAOA ET CAT A é@ddodtepE A O,
#1171 OA #1 1 POOETI ¢ 1TO0 OAT i POOGETC ET O
Google Docs and Live Mesh are emerging, as well as attempts to create web
Ol PAOAOGET ¢ OUOOAI 66 OEAO AOA AAAAO

The general purpose aloud computing is to make applications, etc. accessibl
from the web and executed directly from there rather than have such process
occur locally.

When it comes to gaming, such trend is more complicated. While games like
Flash games are (from a user st@aiht) completely located in the web and is
001 AEOAO AAET ¢ OAOEEAOAASHh xEAT E
trend is much harder to achieve. The reason for this is that the main trend in
commercial gaming is realism, which counters cloud gagn since it results in
huge amounts of data that cannot lanly stored in the cloud and retrieved by
the computer.

Instead, the furthest currertiay commercial gaming can go into cloud gaming
with MMORPGs such as Guild Wars and World of Warcraft, exrsar
interactionand the entiregameplayboth replies on and occurs in the cloud, the
main files, models, resources, and executables responsible for letting such th
happen exist locally.

)y 0611 AA ET OAOAOOET ¢ O1 OA Ag devebops gsA
well, who knows if such predictions will come true entirely or turn out to be
completely mistaken.

Eyas Sharaiha

y
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YoYo Games and the Community

Since appearing on the GanMaker scene at thstart of 2007 YoYo Games have fac

criticism from cetain members of the community.

Most of this criticism is about poor customer service a
problems with the Digital Rights Management that is uss
to protect GameMaker 7.

YoYo ' Al A@lationship with users, in particula
members of the GMC, has until recently been podheir

infrequently updated glog did not address the issues tt
mattered to members and instead seemed be looking

far into the future.

Recently though that has bBbegun to changgt started

with a long overdue upgrade of the Invision Power Bo:
software used to power The Game Mak
Community. Along too came a new server, effective
eliminating the MySQL overload errors that had in tf
past plagued the forum apopular times of day.A skin

change made the forum look warmer and mol
welcoming, a reintroduction of post count and an increa
in the size of Personal Mail inbox in response to mem|
demands have made things better.

YoYo Games stafMark Overmars and in particular Sanc
Duncan have also begun to post more actively at the GI
something which ideally should have happened right frc
the takeover.

The dual communities of the YoYo Games forum and Gl
ATT60 1 AEA OAT OAGamdMakeOBIbY, |
this is "decentralizing the community'The YoYo Games
forum appears to serve no purpose other than as a geni
chit chat area for what appears to be the less matt
GameMaker users.| believe the official word on this on
is that theYoYoGames forum is for gamers where as tt
GMC is for developers.

In February Sandy quietly mentioned on his blog th
YoYo plan to invest $5M into the Game Maker softwe
and their website in the coming yeardMany members are
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disappointed at the lack foapparent progress with the
development of GameMaker which has seen no ne
releases for nearly a year, despite the emergence o
game decompiler.lt is also not specified how much of thi
funding will be invested into the Gamdaker software as
opposedto developing and pmoting the YoYo Games
website.

An attempt to take Gamdvlaker crossplatform with work
starting on a Mac version of GaniMaker was also met
with a mixed response with some users suggesting tt
YoYo Games' time would be better spentpnoving the
PC version instead of targeting what remains a very sn
market.

One universally popular move has been the two Gal
Maker competitions that YoYo have run, which with tt
results of the ancient civilization competition announce
in early May wi see YoYo having handed out $3,500
cash prizes to users of the softwardNo other Game
Maker competitions have come close on the number
entries received and value of prizes awarded.

Sandy has also made some frank admissions about Yi
Games writig on the GMC "l think, at times, that the DR
sucks and | think, always, that our customer support
terrible." Many community members would have set th¢
many months back, let's hope that now YoYo Games i
sure of their problems something gets done alathis
quickly.

y
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Decompllers

You may have noticethat despite all the talk of decompilers elsewhere recently Ga

Maker Blog has remained a decompifeee zone.

What is the decompiler?

At the end of January a program was released that enat
anyone who has it to decompile executable files creat
with Game Maker versions 5.3a, 6, 6.1 and 7. The oric
resources, scripts and objects programmed into the gat
are retrieved and organised as they would be if you w
editing the game. In effect this is an .exe
.gmd/.gm6/.gmk converter.

Why do some peofe see this as a problem?
Many people weren't too happy at the release of ti
decompiler. YoYo Games weren't happy because it shc
that the security on their product has been breached a
the authors of the decompiler have breached their EUL
Some userf Game Maker fear that their games will b
decompiled, their resources and code stolen and that t
game could possibly be passed off by someone else
their own work. The chances of this happening to yc
game are very slim, | am not aware of any gared have

been released where the authors have been accusec
decompiling a previously made game.

Can anything be done to protect my game?
At the GMC many peoplel] 2, 3] have come up with
programs which they claim will protect your executab
Game Maker files. So far all tifem have not been able tc
live up to their claims, as most of them simply compre
the .exe and uncompress it (to its unprotected forr
before running it.

Will my game ever be 100% safe?
The simple answer is No. Now hackers have seen that
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possibleto decompile GameMaker games chanceare
they will develop a solution to any arntiecompiling
measures that are introduced.

What are YoYo Games doing?

Good question. Apart fromJust don't do it or you'll get int
troublé' and a threat to take action against those whc
wrote the decompiler it doesn't look like YYG are doit
much. They promisedwe do our best to make sure tt
can't happen with future releases of Game Maker ANLC
website”, yet nopatch has been released almost 2 montl
after the decompiler was released.

What should | do?

1 Firstly don't panic. It is unlikely that someone w
steal your program.

1 Don't believe these saalled ‘decompiler
protectors'. All released so far do not work.

1 If you are concernedontact YoYo Gameand ask
them why they still haven't released a patch or
new version of Game Maker, 2 months after tt
decompiler was released.

Initial source of newsDecompiler announcement at
gmnews y~
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Script of the Month

Al A - AEAOBO AO; COEA;

™

OAO; COEA; OACEIT &

game developershowever, the function appears to be buggy in Game Maker 7 and d

not behave expectedly. Therefore, GMLscripts.com comes to the rescue again, to pro

a replacement script with the same name to fix the functionality in Game Maker 7!

O&EQZGEI ¢c86 &OT AOGETTO
This function provides an excellent example of how we ce
use scripts to temporarily replace buggy functions ir
Game Maker; when a script is created with the same nan
as the function, the script will basically override the
function and therefore using theEOT AOET 1 6 O
result in the calling of the script instead. If the function i
fixed in a later version of Game Maker (yet it has the san
format), then you can easily convert your source to thi
latest version of Game Maker and delete the fixing #gri
then, all the code you used to refer to the script wil
automatically refer to the function of the same name
instead, thus creating little or no issues in keeping yoL
source code updated.

‘-, OAOEDPOOBATIT 1T x1AO 0@l Oc¢
O/ 1T A T £ OE Ras that Gid dehanéiate
is that GM's builin functions can be replaced witt
custom scripts by giving the script the same nan
Working that way lets you cleanly handle bugs
the Game Maker engine. When the bug is one (
fixed, all you have to do ismove your script and
AOGAOUOEET ¢ Al OA xEI T x

What the Script Does

The script basically copies a certain region of a certain li
into another. The grid which the values arepied tas the
first argument, id, and the source is the grid whighe
values are copiettom. Thex1,y1x2,y2 arguments get the
coordinates of the region you want to be copied from the
source. Thexposypos arguments indicate the x and y
positions where the grid region will be pasted, i.e. wher
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The Script

Usage
] ds_grid_set_grid_region(id,source,xl,yl,xz,yz,xpos,ypds]

Arguments

id destination ds_grid to copy values to

source source ds_grid to copy values from

x1,y1 upper-left corner of the region to be
copied

X2,y2 lower-right corner of the region to be
copied

XPOS,ypos position in the destination to copy values
to

Returns

Nothing.

Notes

This function replaceshe buggy Game Maker 7 version of
the same name. It also adds the same functionality to
Game Maker 6.

3
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Script of the Month Cont.

var copy,xoff,yoff,ij;
if (argumentO!=argumentl) copy =1;
else {
copy =ds_grid_creatéargument4+1argument5t+1);
for (i;argument2 i<margument4 i+=1) {
for (jJ=argument3 j<=argument5 j+=1) {
ds_grid_sefcopy,i,jds_grid_gefargumentli,j));
}
}
argument1= copy; Conclusion

} Thi . . e
is script can be very useful in many conditions; grids
xoff =argument6-argument2 P y y 9

yoff =argumentZargument3 games sort all kinds of twdimensional data, including

for (i=argument2 i<=argument4 i+=1) { player and enemy positions, items, inventories, etc. Whe

for (j=argument3 j<=argument5 j+=1) { for example, a new enemy is created, or the sar

situaton or ODAOOAOT 6 1T &£ AAGA O

ds_grid_setargumentQi+xoff,j+yoffds_grid_getargume could be easily copied from one place to another

ntLij)); something that should have been available from Gar
I - AEAO 01060 1 & OEA Al @6h

} . LA
if (copy !=1)ds_grid_destroycopy): Now, we have the chance of using that functionaétyain.

} y

4 File Extension 1.0 D £ Ad Nauseam 2 A

4EA O&EI A %@OAT OEI 18 AU : "ATA - AEAO AAOGAT T PAO OAA.
Maker extension for reading and handling various type: i 61 OE EJ AEA CAIE T' C AxAOA
of files. The extension can write various data and read released anotheunlque Game Maker\game:; Ad

from files, such as strings and signed/unsigned short d Nauseam 2. ThIS is.an incredibly ac'ﬂpacked,shoot

to binary files, points to ath files, and, my all time em-Ob (;A A xEOE EO ,.’J‘\C) [ AAZ
favorite: all sorts of data to CSV files. If you remember 0P AAAEI OAzAHG RAEORA AR OED0 A
OAAAET ¢ OEA O#36d %gOOAI. room or time to allgw you to doge and aVO|d anything
issuedd| O06 1 | EI'l x EI x | OAE OEAOoaglngAyAulmustonlyfacelt

for data storage, and this script provides all the function
described in the article and more, using a single line of
code! _ A /

WWW.yoyogames. com/qames/show/33006

amec.yoyogames.com/index.php?showtopic=364768

\_ J - >,
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God of Rock

| havefinally begun to code some sort of a BPM system into God of Rock. So far it

going too good due to GM's horrible precision problems. But, | am going to cont

working on it in GM7 because | have heard the issues where corrected in that ve

Andhaving a bigger EXE but, better math precision is worth it.

After all of that, | will begin coding the "Advanced No
Editor Program" which may eventually be distributed f
the players. But, unfortunately this will delay the relea:
of the new demo evenmore, but will result in very
professional and welinade note charts.

Once | get that set up, | will be adding the option of 2
One of the exclusive things that will be in the 3D versiot
lighting. Luckily, this will be easy, since GM has easy
uselighting functions. Another thing that will be exclusiv
in the 3D version is a couple of stage models or, jus
stage background.

Some of you guys were wondering about the online a
multiplayer also, these modes are almost done, a mat
of fact, the curent GOR demos have enough data in the
to enter the lobby but it's all cut off by one line of code.

Some of the features the online version will have are: |
Face Offs, Battles, and @0p. Pro Face Off being twc

Get Tanked

MarkUp Advertising
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players playing and the one to hit mormtes wins, as for
"AOOI A0 EOGB8O OEA OAI A AO
more power ups.

CoOp would be where one player plays Lead and t
other plays Bass/Rhythm. Well, those are all the featu

that will be in God of Rock. And this concludbe April
God of Rock Development Journal.

Y.

[\ %

Reflect Games

http://www.reflectgames.com/
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Music Theory and Composition

.

Music can be the difference between a good game, and a great game. This artic

help you understand basic mugteory and composition.

Let me begin by stating that | am writing these articles
expecting you know the basics of reading music. (Knowi
the musical alphabet)

Article 1: Major Scales, the Rudiment of

Music Composition
A major scale can be classified asudiment of basic and
complex music composition. It is a building block f
several different kinds of scales, and can easily be ske
to create different sounds. First lets take the look at tt
format of a major scale:

Key:
H=half step
W=whole step

1v2v3v4v5v6Vv7Vv8
WWH WWWH

So the eight notes of the scale are split in this way. Y
can start on any note and create the major scale
increasing each note by the indicated whole step or h
O0ADP8 31 A& O AgJA icreatehhe méjdd
scale:

CvDvEVFVGVAvVBVC
W WHWW WH

)y 0660 OAAT T U OEIiPIA O AO
major scale is the ability to change a few notes to creat
different sound or scale. Learning your major scales ¢
increase the quality of your composition. It adds a lot
stuff to your musical vocabulary when you learn the
changes. Most seasoned musicians and composers
agree that this is an important first step to building mus
successfully.
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Example

C-Major
CvDVEVFVGVAvVBvVC
W WHWW WH

To convert this to a minor scale, simply add 3flats to t
key signature. In this case we add Bb, Eb, and Ab.

C-Minor
CvDVvEbvFVGVAbvBbvC
WH WWH WW

You can se that the whole step and half step forme
changes, this set up is characteristic of the minor scale
you can create a minor scale if you start on any note ¢
adjust the note based on the indicated whole step or h
step intervals.

As you can see itgery easy to adjust the major scale t
create a new and different scale/sound. This is why tt
are considered a rudiment in composition and theory.

| would like to answer questions you might have regardi
anything about music theory and composition. Féee to

e-mail me atmischiephX@yahoo.conwith any questions
you might have and | will possibly address them in the n
article.

MarkUp Magazine 8


mailto:mischiephX@yahoo.com

Persistent vs. Global

Here it is; the famous question: "If | transfer from one room to another, how do | get

object to show up in the correct position of the next room, or the current room |

transfer back?"

Room Placement and Memory Preservation
In most cases, this qutsn is referring to a "door" object
and the programmer is trying to get that object to appeat
right in front of a door in this new room he is transferring
too; possibly a house or shop in the game, whichever. TI
most common reply to this question willeb"check the
persistent box of the rooms you transfer between." The o
quick and easy... Yes, persistent is an option and serves
purpose, but it is a costly tool to use.

For a small game, it really won't make a difference, but in
larger game withtons of rooms and objects, like an RPG
you will eat a lot of memory, your game will run slower
and you will lose some fan base because of that. In n
opinion, people need a hell of a catchy theme o
consistent change and game play before boredom sets
and they're off to another game, so saving every frame pe
second and loading second you can is very crucial towar
the end of a large project. That's where global variable
come into play. Let's talk about persistent.

By checking persistent within anobject, that object will
remember it's place (x and y) in whatever room you plac
it in; not good for room changing where doors are
anywhere on the screen: top, bottom, middle, etc... Fo
changing rooms and character placement, most wouls
check the persitent box option of the room, so the
player's exact position is remembered where it was last
before the transfer of rooms takes place.

By using that method, you are telling Game Maker tc
remember that exact rooms position at the time of room
transfer on, regardless whether or not you will be goinc
back into that room later on in your game. Why shouli
you need to? Why make GM remember a room that
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discarded? This also results in the objects sprite_indt
showing the incorrect direction for enteringhe room.
Little things like a "Hero Character" entering a castle an
switching to a room where he is now nose first in the doc
he just came through looks bad; it's lazy work.

Now I'm not saying that persistent is bad; sometimes lik
in puzzle games,tiis needed dearly, but | simply
recommend to all; if you can get around it, do so.

Room Changing Object

The most common method around persistent room
placement is the "room changing object." You draw i
small sprite, you create an object that holds ttsprite;
this object is not visible, not solid, and placed directly i
front of a "door" object or tile in which the player can pres
a key and initiate a "room change." This method works
but will require a lot of different objects for all of the
rooms yas need to transfer around too; one to go to, anc
one to go back.

The common answer to what | just stated is "well yol
could just check the room you're in and then move to th
next room based off of that answer." That does work, bu
at the same time, whiif you had a room with 3 doors in
it? What if you were in an outside area like The Legend
Zelda and there were 10 or 15 different rooms you cou
transfer to? You could no longer check the current roor
only, as there is however many possible rooragransfer

to. The answer is checking where your character object
(x and y), in what room, and basing your transfer off of th
answer you receive. (EXAMPLE) If when my obje
initiates a room change, and | know he's currently i

MarkUp Magazine 9



Joshua Smi

room_world, and his awent y location is larger than 300
but smaller than 350, and his current x location is larg
than 450 but smaller than 500, than | know where he is
the room and | can use this pinpoint to send the playe
directly to the next room they should go to. yEBhecking
the current room and narrowing down the players
location, you can use 1 single object for every single roo
transition in a game, regardless of the games size, and y«
also do all of this without ever checking a persistent box i
a room!

Room tansfers covered, that leaves us with properl
spawning the player in the correct position with the
correct sprite of newly entered rooms. If | were to actuall
get into this with a full explanation here, | would eat up i
lot more space than I'm sure Magk wants to give me, so
I'll quickly cover the basics.

| use global variables to represent every room; one pt
room actually. Every time we change a room, | set th
global variable for the room we're transferring to true ir
order to have a way of checlg the current room, as well
as the room we just came from. From this result, | set tr
player objects x and y coordinates to directly where the
should be (generally in front of another door object) anc
assign it the correct sprite, then | switch somerighle
values again in preparation for when the player exits thi
room, then | exit the code. Here is a snip of my examp
showing a transfer from room2 to room 1:

Transferring to the new room:

if (obj_player.x<100) and room=room2
{

global.r2=false;

global.rl=true;

room_goto(room1l);

exit;

}

Placing the player in the correct place with the correct
sprite of the new room:

if global.r1=true and global.r2=false

{
obj_player.x=272;

April 2008

Persistent vs.

GlobalCont.

]

obj_player.y=160;
obj_player.sprite_index=spr_|left;
global.r2=true;

exit;

}

Like said at the top of this column, the purpose here is t
get around that persistent option and save yourself som
memory, but even this example aside, you should alway
be looking and questioning everything you do and askin
yourselfallthex EET AR O(T x AAT ) i
stronger, smaller, more efficient, more user friendly,
better suited to my needs..." The list goes on and on.

As a programmer, that is your and my responsibility. Th
better and faster the route with less spaaised we find,
the better for all of us it is in the long run. We're just luck
to have a simplified (yet still brain shaking) program suc
as Game Maker to do so with. On that note, I'll wrap thi
up and | hope you leave from reading this with a negaid
and better confidence in what you do with your game.

I have written a fully commented example on how to ust
this method of room changing and persistent dodging.
Within that example, there are 4 rooms, 1 of which has
doors. There is one single trsfier object for the entire
example, and | also demonstrate how to correctly positiol
your player in the next room with the correct sprite facing
the correct direction.

You can visit my topic in the GMC, post your comments
and download my full RPG CharactPlacement Example
at this link:

http://gmc.yoyogames.com/index.php?showtopic=33414¢

Thank you MarkUp for the opportunity to try and help
others and | hope you all have enjoyed this angédfally
learned something new in the process.

y
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Beginning Theoretic Artificial Intelligence

One may say that Artificial Intelligence is the study and practice of intelligent behaviot

animals, and the attempt to engineer this intelligence into machines, robots and progr:

This said, beginners are allowed the presumption that Artificial lligfence is reserved fo

Computer Scientists or Programming Gurus, but this is not always the case.

y6i xOEOET C OEEO AOOEAI
quality Al, but rather the theory behind it, where or how
one could apply it, the practical exteof its applications,
and hence how to learn and even teach yourself what

good gaming Al is.

In video games and most programs, Al has the princi
goal of using known information to make a decisio
similar to that a human would make. Depending on ti
situation, Al may need to be excellent, such as in spc
games, in other games, this is not necessarily the ce
However, when the Al needs to be at its best we may ne
to look towards some basic psychology to capture tl
essence of a character and whiatily creates them (this
really helps to immerse a player in a game.) Befc
beginning a new project, one should always plan out t
extent of the Al needed for each object (for example,
bird in the background of a platform game would not nes
to do/know much, in contrast, a leading villain would
Nevertheless when Al reaches a certain point, it can |
make a game plain boring, make it just like normal lif
After all, many people play games as a form of escapis
making them too realistic would takedm the experience.

This brings me onto my next point about what Mal
| OAOI AOO EAO ApPOI U 1TAI AA

Play

Story Social

Simulation
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This measures what a game is going to be like (
AgAi p1 Ah 4AO0OEO EO 1 AEII
propose a new version, on é¢hfocuses of how the game
xI O A AAOGOATT U AA 1T AAAn 1
all of these aspects, but it helps to know what the me
concentrations are on, especially when time and/or capi
are limited:

Artificial Intelligence

Graphics

Gamplay

Originality

Each one is as important as the last; eawte helps to
create a great game, but very few games can captl
them all. Getting back on track, this figure should help y'
01 AOAAOA AADIAT ABRAAG AC Dix
to stay out of the blue/purple zones (the edges) in whe
your game is,but not in the very centre either. (Fo
example, some games are driven by their originality, t
not completely they also owe their success to enticil
gameplay.) Play around with the chart and positions on
until you find a good balance for you and uogame
(keeping your skills and capabilities in mind.)

It is clear that Al is not the only important part in ar
game, but it is, even if only in small quantities needed.
OOAER EO T AAAOG O1I AA ATTA
making. InsmallDAU DHOUUTI A AAOAA <«
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Beglnmng Theoretic Artificial Intelligence Cont.

Darragh Tobin

when it does come in, get it right. Think of the following:

1 What stage is the player at, as in what level
AobARAOEAT AA OEAUBGO0A AOQ
learning curve?

T 7TEAO0 EO OEA AEAAEAQRER
going to be? How much thinking do they need -
do?

1 How realistic does the Al need to be?

That last one is interesting, sure enough, most of the tir
Al in basic games will be kept to a minimum, a
AT T OANGAT O1 U AT AOT 60 TitAsAnA
OO0Ah AOO EZE UI O80A ClETC
game, as | have said already keep psychology in m
Psychology is a very broad topic; you could be qualifiec
it, but still have so much to learn, in general, it is t
scientific stuly of mental process and behavio@nly the
basics would be used in Al, (very few games would dar
try out the unexplored realms of intelligence).

7A All ElTiTx OEAOGA AAOGEAO
would put them into context, and capture them iour
CAI AOGh xAd11 111TE AGapebsBnAli
(existing or occurring within the individual self or mine
although not always consciouslyand Interpersonal
phenomena to try and capture what is needed fo
believable (therefore highequality) characters. These
phenomena include:

9 Attitudes: They must be created through an
even developed throughout the story. Dependin
on the type of person, their attitude would diffe
(for example, a witty character (the games com
relief) would usually have a good attitude)
depending on their situation, ones attitude t
something or someone could change drastically.
serious games, this is important.

1 Social InfluenceThis is the way that people affec
others around them, this would be difficult tc
implement with code, but instead of that
implement it in the story or script.

9 Interpersonal Perception Simply put, this
examines the beliefs that interacting people ha\
about each other, such as their feeling
agreements, similarities, et cetera, et ceter

9 Social CognitionThis is growing more popular,
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and although it is an interesting study, it can be
complex. It covers how people percejuaink
about, and remember information about others.

There are more that we could add, but in my opinion th
are the most important. They cover the social side

OEET ¢cOh AOO ET 1T AT U CAI A
xA8OA CTETC OI OAERA
psychology, to cover the, well, environmental side

things. This is an important topic, but it cantg® be a
very tricky. It boils down to how we react to ot
surroundings. But of course we all react differently, al
that is where the problem arises. To find out ho
somebody would react, we need to look at his or her sou
psychological situation. Whatis their attitude, social
cognition, et cetera? Because there are so many differ:
types, it is best to map this one out for yourself. You wot
need to map out what the objects current environment i
AT A Eix O Ai OEAOe ) Bui
there are (point_distance(x1,y1,x2,y2)

I 1 x

ways

distance_to_object(obj) distance_to_point(x,y)
position_empty(x,y))so the situation is mapped out, bu
how to decide what to do or how to react? The answel
to remember the characters personality andiatde. That
i AATO OEAO Ui O xi18060 AA i
£l O I AET AEAOAAOAOO j AOOO
a good sign. It means that you have reached a state, wh
your game is not all the same, which gives the player mi
variety ard more to play for. Look at a soap opera, fi
AgAi b1 Ah xT 01 AT60O0 EO AA
followed the events of one person?

So this brings my article to a close, the end for r
teaching you, (for now anyway) but far from the end fi
you. If youwant to learn more, start trying out new game:
make them simple, but try to do them all in code. The
you can grow more advanced with each new project. |
AOOOEAO OAAAEIT Ch 10 EZE U
document, or look through the buiin fundions/variables,
and make sure to check out Wikipedia for mo
POUAET T T CU EI & Oi ACET T8 )
make something great now, so good luck, and hap

coding! y'
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Efficient Source Code

Bart Teunis

' 1 OET OCE

A AEET EOEAA CAI A

I O DPOI COAI

sourcecode is quite important. Suppose you want to make changes to the source ¢

later on. Depending on the way you wrote that source code, it can be easy to r

changes to it, but you can also have a lot of work. This article will explain a few rea

whyibd 0 AAOGO Oi

Maintainability

This is definitely an important reason to keep your sourc
code neat. Suppose you need to draw 3 rectangles with
size 0f320x160 px . You can do this by placingis piece
of code in the draw event of some obiject:

draw_rectangléx,y,x+320y+160,0);
draw_rectangléx,y+164x+320y+324,0);
draw_rectangléx,y+328x+320y+4880);

Suddenlyyou think that a window size 0fl60x120 px
would be better. You now need to change all numbers i
OEA PEAAA T &£ AT AAs8 )1 OEE
to do that, but for larger pieces of code, it takes a lot o
OEi A O1 AEATCA Al1 OEA 1 0i
have to do all thecalculations again. And looking at the
APDBDAOAT 601 U OATATIT 10i AROO
code to draw 3 rectangles of the same size. This way
coding is called hard coding. The good way to do this is "
set a variable (or mamed constant) for each prperty,
then replace the constant values in the piece of code wit
the necessary variables (or a combination of them). In th
case, we need three variablesidth, height and distance
distanceis the distance between two rectangles. The pieci
of code nowlooks like this:

draw_rectangléx,y,x+width,y+height,0);
draw_rectangléx,y+height+distancex+width,
y+2*height+distance,0);
draw_rectangléx,y+2*height+2*distancex+width,
y+3*height+2*distance,0);

April 2008

EAAD Ui &0

Ol OOAA AT AA 1.

In the create event we define the required variables:

width = 320;
height = 160;
distance = 4;

Now the only place where you need to change the widtt
height and distance between rectangles is the creat
event. Also, you can now clearly see in the draw evel
where exactly the rectangles are drawn. The firsteois

AOAxT AO OEA 1TAEAAO8O o
determined by the variablevidth . The same for y. The
TAgO OAAOAT Cl Aiétddce U fartBet anO |
y+height , which is the y position of the end of the first
rectangle. It gets quite complicatefr the third rectangle,

01 EOBA AA AAOOAO O1 bBOO (

vari;

for(i=0;i<no_rectangles;i+=1)
draw_rectangléx,y+i*distance+i*height x+width,
y+i*distance+(i+1)*height,0);

To further demonstrate the use of variables, the numbe
of rectangles to be drawn is determined by a variabl
no_rectangles

4EEO AgAi Pl A OET OI A [ AEA |
OAOEAAT AO TO TAI AA AT 1 OOAT
much easierto change the code later on. Also, all
calculations are now done when the game or program |
running; you can simply see them in the source code. Th
way, you have a nice overview.
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Readability

4EA MEI 11T xETC AgAi PI A xEI
important to keep your code readable (note: the
dir_get_contentscript gets all files in a directory and puts
the filenames in a list):

var tmpdir;
tmpdir= get_directory_alt
""" )

(" Open a directory:

if tmpdirl= ™

files= dir_get_content (tmpdir);

sf files=  surface_create  (316,320);
surface_set_target (sf_files);

draw_clear_alpha  (c_white ,1);

var n;

for (n=0;n< ds_list_size (files);n+=1)

draw_text (2,2+n*15, ds_list_find_value (files,

n))

surface_reset_target 0;

This piece of code is anything but neat. Time to mak
some improvements.

There are two ways to make this piece of code look a t
neater. First of all, you can indent some lines of code. Tt
is very useful for large blocks of code starting wjtand
ending with}. In the example above, the lines after tke
statement and thefor loop can be indented to make the
code neater. GM has a nice option to make code indentic
easier: smart tabs. This option can be enabled in Eile
PreferencesC Scripts and Code. When this option is
turned on, text on a new line witart at the same position
as the text on the previous line (or on a logical positior
again based on the text on the previous line).

Another thing you can do is add comments. You can ac
comments anywhere in a piece of code. The most logic
places to pit them are above a block of code or to the
right of a line of code. You could also add comments in tF
middle of a line of code:

draw_text(5,5/*draw some text, .*/ "text"); I

"00 EO AT AOI 60 OAAIT U EI B(

You can also separate blk& of code by an empty line. It
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also improves readability a lot.

'TA 1TAOGO T £ Allh EOGBA AA |
GM, you can do a lot without having syntax errors e.c
leave out semicolons, not place brackets arouifd
conditions, use= instead of==&1 O Al I PAOEO’
still better to keep to the correct syntax. An example:
which one is the easiest to read? :

if tmpdirl=

if (tmpdirl= ")

4EA AOAAE

also useful with operator predence. Although a
calculation might be correct without brackets, it might not
be a bad idea to add brackets. In this case, brackets ¢
not obligatory, but they can improve readability a lot.
OEAO xA EiTiTx Ail OEAOTF
improved pece of code:

| %

/lprompt for directory and get filenames
var tmpdir;
tmpdir=get_directory_al{"Open a directory: ","");
if (tmpdir!="")
files=dir_get_conten(tmpdir);

/[create a surface to draw on
sf_filesssurface_creat€316,320);

//[draw on the surface
surface_set_targgsf files);

draw_clear_alphé&_white,1);
varn;

for(n=0;n<ds_list_sizéfiles);n+=1)
draw_text(2,2+n*15ds_list_find_valuéiles,n));

surface_reset_targdd;

As you can see, some comments have been addddrbe
each block of code, the code is syntactically correct an
the text after the if statement andfor loop has been
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indented. Also, some empty lines have been inserted t
group lines of code dealing with the same action (which
described in the commerdbove each block).

Naming conflicts

Common causes of errors are naming conflicts. Suppo:
you have a character object and a sprite for the characte
Since a sprite and an object are two different resource:
UlrG TECEO OEETE EOJ8A ehdnet
name. So you add a sprite called character and an obje:
also called character. There is one case where tr
x] O1 AT60 AAOOA A bDOT AT Ainh
OPOEOA AT A TAEAAO EADPDPAT (
not going to be the caseo character which is actually a
constant, can be either one of the two values. That mear
OEAO EZ Ul 060A cliET C O A
OPOEOA Ui O xAOA AgPAAOET C¢
you might be referring to another objecGame Maker has
a feature to check for conflicting resource names: Script
C #EAAE 2AO01 60AA . Ai AbGs )
resource naming conflicts.

Not only resources, but also variables can be the cause
naming conflicts. An example: a script is rseveral times
in afor loop. The loop and the script look like this:

Loop

for(i=0;i<25;i+=1)
{

}

scr_iterat);

Script

/lthis script repeats a certain act@rtimes

Efficient Source Code Cont.

-

How many times do you think the loop (not the loop in tt
OAOEDPOQ xEIl AA AgAAOGOAA
wrong. The loop is executed only once. The reason is t
the variablei is the same variable in both cases. B@hO
not only have the salh 1T Al Ah AOO EO
variable (in memory). That means that both loops chan
the same variable. After the script has been execuied,
27. That same is now no longer smaller than 25, so tf
I1TT P AT AOG8 ) 080 AT ATl Hadd wE
EFET A8 4EAO08O xEU W © deD&d
these variables local to the piece of code. In the examy
EOC8 O OO0 EABAEADéGe thel loopA Ak two
variablesi are now two different variables (in memory
while they have thesame name.

The best thing to do is to use local variables wherever
AAT 8 4EAO8O0 OEA AAOGEAOO x
variables. And you should use as few global variables
possible.

A proper definition of everything

It is very important toname everything correctly if you
want to keep an overview over your code. Somethi
important you need to do here is the following: Never, ai
) OADPAAOhR 1T AOGAOR OO6OT T1
OA1 OA o6 ET OEA cil AAIT QA
not defining everything properly then. And it might caus
errors, too.

An important thing are resource prefixes e.g. instead
naming an object characteh Ui 686 A AA
obj_characteror objCharacteror evenObjCharacter This
has a few advartges:

1 When looking at a piece of code, you immediate
see whether a variable is just a normal variable c

resource id.
for(i=0;i<27i+=1) 1 The problem of resource naming conflicts
{ solved.
test = 0;
}
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A resource prefix usually consists of 3 letters; in the
example above the prefis obj. Some other object
prefixes that can be usedpr, bek, int, rom, Ist, map, sys
sf8

| also added a few prefixes for some other types
OAOT OOAAO j OEA TTAO OEAOD
OOAAQs8s )00 A CciITA OEETC
resource names.

Another thing to keep in mind: when naming a resourc
make sure the name explains the function of the resour
OAOEAO OEAT EOB8O0 Al 1 OAl O¢
fnt_arial. This font is used as the font for the text in
custom mesagebox. But its name implies something els
It is rather probable that the font Arial is required for oth
text, e.g. a text header. But the font for this header w
probably be larger. You could call this fdnt_arial_large

Imagine you need to dohis for several fonts. There is
better solution. A good name for the messagebox fo
would befnt_msgbox Now you know immediately that
this font is used for the text in a messagebox. The na
for the header font would bét_header.

If you want to defie everything properly, it might not be ¢
bad idea to add a short header to scripts. This hea
contains some information on the script: explanatiol
arguments, return value, remarks...

Modularity is another interesting thing. It means the

certain parts éa game can work independently. Example
would be a physics engine and a resource managem
engine. Both have nothing to do with each other and th
can work separately. Later on, if you need to ma
changes to one of the engines, you can edit it witha
having to be afraid that anything will go wrong in the re
of the game.

Be congstent when programming

There is not always a single correct solution to a cod
problem and everyone writes code differently. The mo
important is that you should be consistent whe
programming e.g. always use thar keyword, always use
the same naming convention (capital tets,
underscore...), always use the same header for scri
always use&&(orand)...

That way, it will be easy to interpret your code later on.

Conclusion

This article has explained how to write and mainta
efficient source code. There are a fewasons to write
efficient source code: maintainability, readability, avoic
naming conflicts. Also, you have to define everythir
properly and you should be consequent whe
POIT COAiI T ETc8 )0811 AAEEITE
a programmer. y
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Al Command Stack

Y

| developed the Al Command Stack when | started to hits a few limits in what I coul

in a step event. | was getting lost in a code block 1000 lines long which would mak

Al patrol orattack or find a base for repair or hunt for health packs. It all sounds sinr

but when the code gets to be too big, it becomes unmanageable and slow.

Also, the ability to make my Al change its mdi and

resume what it was doify 4 EAO AAAAA
complexity that became extremely difficult to manage.
'TA ) xAO T EIEOCAA O 111U
xIT 1760 AT OA Ul O xEOE OEA A
the original troublesome Al code.

| needed a systemwhere | could tell my Al to patroan
areg if, while patrolling, it would se an enemy, it would
attack it; if, during the attack, it would need to repair, hunt
down repair packs while defending itsethen resume the
atack OEAT OAOOI A OEA DPAOOI I ¢
Add on top of this, Als that actuallyefend and escort
another Al (or player) and your code becomes to
Al i b1 EAAGAA8 |1 O OEA 1 01 AA:
the point you are confused as to what type of object yol
should use.

In my case, in The Tank Gameyfoames.com/games/show/67),7
we ended up having so many tank types which none wou
do the job well enough for multiple roles.

| needed a system where | could change the behaviour
the Al on the flywith no consequences to what it was
doing before. Turn a patrolling tank into an escorting
OAT E8 %OAT OPITAA A 1EOO
patrolling, go over an area and destroy the enemy bas
OEAOAR OEAT AOAT OO OEA o0/
| needed tomake the amount of code executed smaller tc
AUPAGO '-,80 OI1x EIOAODC
code in the tanks would limit the number of Als to ¢

maximum of about 120 tanks. The problem caused not
by the amount of code that made the tanks run, butthg
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AiTO01T 6 T&# AT AA OEAO xAO
statement. That alone caused the biggest strain on th
CPU.

It hit me that | could code the patrol behaviour in a scrig
and the escort behaviour in another script and that | coul
switch between thetwo scripts in my step event. Even
write my player control code in a script so | could actuall
switch to that script to control any tank.

Then it hit me that | could write little scripts instead a
huge control script/state machinand that | could sing
the scripts into a series of commands usidg_list and
ds_stack Resulting in a very powerful system.

How it works

, ARO6O OAEA A TTTE AO EI x
movement script, removing the stack system from the
example to ease the undstanding of the concept, you
can make a simple patrol system this way:

Scripts

Script MoveToXY:

/IMoveToXY (xto,yto,movespeed)
/lreturns 1 when task is complete, 0 when

not
var xto; xto = argumentO ;
var yto; yto = argumentl ;

var movespeed; movespeed=  argument2 ;
/IMove To XY at speed, or at distance left
S0 not to overshoot
move_towards_point  ( xto, yto,
point_distance ( x, vy, xto, yto)));
if (x =xto and y =yto)

return  1; //done
return  0; //not done

min (movespeed,
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Al Command StackCont.

icuurd12b4
Objects
In your Al create event ydwave: In yourAl step code you have:
‘ m_curpoint = 0; | m_curcommand += list_execute_command  ( m_list,
= ' m_curcommand);
if(m_curcommand >=
In your Al step code you have: list_ num_commands (m_list)) m_curcommand=0;

if (m_curpoint == 0)

m_curpoint+= MoveToXY(10,10,5); This makes the Al do a square patral. curcommand

else if (m_curpoint == 1) incresses each time the command is done, using oL
m_curpoint+= MoveToXY(10,100,5); imaginary system.

else if (m_curpoint == 2)

m_curpoint+=  MoveToXY(100,100,5); OK, I see, but where doesaittack?

else if (m_curpoint == 3)
m_curpoint+=  MoveToXY(100,10,5); .
e I?f (Mm_curpoint == 4)(m Curpo?m:o. The second part of theCommand Stackis the stack

system (Where the name originally comes from). Thi

OEAOA OELES xEIil AOAT 060AI1 OEA OOAAE AOA AgAAOOAA EE(

you add to the systemEspecially when they are a lot of Commands in the list are not executed if there art
them (1650). commands in the stack.

ixh 1 AOGB8O0 AA ET Al Ei Act The Command Stack system actually removes the currel
001 OET ¢ EA OAOEDO Al A EO¢ listcommand from the list and pushes it in the stack viahic
is more efficient but for the explanation here, | will keep i
Assuming simple to avoid confusion.
9 list_createcreates a command list
9 list add_commandadds a command script with
its parameters to it Scripts
9 list_execute_commandexecutes the script at
position specified, returning the value the script  Script PatrolToXY:

, AOGO AAA AT T OEAO OAOEDO(

returns (1 when done, 0 when not) /IScript PatrolToXY
§ list num_commands returns the number of Zpatrg’rgg;w(xm’yto’mo"eSpeed'e”emyomeCt’
commands in the list /lreturns 1 when task is complete, O when

/Inot pushes AttackEnemy to the stack if
Objects /I enemy found

[/Ivar xto; xto = argumentO;

In your A create event you have: /Ivar yto; yto = argumentL;

/Ivar movespeed; movespeed= argument2;
m_curcommand = 0; var enemyobject; enemyobjectargument3
mlist = list create = (); var range; rangeargument4;
list_ add_command (m_list, MoveToXY,10,10,5); ’ ’
list add command (m_list, MoveToXY,10,100,5); liget closest enemy : i
list_ add_command (m_list, var enemyid; enemyid i
MoveToXY,100,100,5); instance_nearegk,y,enemyobject);
list add command (m_list, MoveToXY,100,10,5); if(enemyid)

{
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Al Command StackCont.

d Tutorial

/lis it in range
if(point_distancéx,y,enemyidx,enemyidy)<range)
{

/Ipush the attack on the stack

stack_push commandm_stack,

AttackEnemy(enemyid,rangeargument2));
/Inot done;
return O;

}
}

//move towards patrol point;

return MoveToXYargumentQargumentlargument?);

And another script:

Script AttackEnemy:

O

TYEEI1T EO EAZA£ xA Ol OAE E
if(place_meetingx,y,enemyid))
{
with(enemyid) {nstance_destroy);}
/ldone;
return 1;
}
/Inot done;
return O;

}
}

/ldone;
return 1;

//Script AttackEnemy

/[AttackEnemy(enemyid ,range,speed)

/lIreturns 1 when task is complete, 0 when

not

var enemyid; enemyid= argumentO ;

var range; range= argumentl ;

var movespeed; movespeed=  argument2 ;

/lis enemy still alive

if (instance_exists (enemyid))

{
/lis it in range
if(point_distancex,y,enemyidx,enemyidy)<range)

{

//move to it

move_towards_poinfenemyidx,enemyidy,movespeed);

Features: A full level system completewith exp, leveling, health, defense, attack,

and skill levels- Completely compied using GML, no dragand dropatall - All
expressions, actions, and statementsare thoroughly explained along sidea
definition for every function used - a simple built nattack system - level based

Assuming

9 stack_createcreates a command stack

1 stack_push_commangushes a command script
in the stack (top of stack) with its arguments

1 stack_execute_commandexecutes the script at
the top of the stack, returning the value the script
returns (1 when done, 0 when not)

9 stack_is_emptyeturns if the stack is empty

9 statck_popremoves the top script from the stack

':5: a great, simple, engine which sti11 does the job. 10/10"

J smn‘hLMSL S

level system Tutorial

- V.2

1300+ downloads and counting...

spritesfor the player - drawing the hud and all level information onscreen using ) ! y
only GMLand much, much more... "This 1s certainly the hest exp stem I've ever seen

MarkUp Advertising http://gmc.yoyogames.com/index.php?showtopic=34688
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Objects
In your Al create evdryou have:

m_curcommand = 0;

m_list = list_create 0;

list add_command (m_list, PatrolToXY ,10,10,5,
EnemyObj, 200);

list add command (m_list,

PatrolToXY ,10,100,5, EnemyObj, 200);

list add_command (m_list,

PatrolToXY ,100,100,5, EnemyObj, 200);

list add command (m_list,

PatrolToXY ,100,10,5, EnemyObj, 200);

m_stack = stack create  ();

In your Al step code you have:

if( stack is_empty (m_stack))

{
m_curcommand +=

list_ execute_command (m_list, m_curcommand );
if (m_curcommand >=

list_num_commands (m_list)) m_curcommand=0;

}

else

if (stack_execute_command (m_stack))
stack_pop (m_stack);

incresses each time the command is done, using ot
imaginary system. If the patrol script detects an enemy ¢
type or parent typeEnemyObjwithin range, the attack
script is pushed in the stack (that code is in BerolToYX

if you missed it). The attack endthe enemy is destroyed
or moves out of range and the patrol resumes.

Conclusion

That is how the Command Stack fundamentally warks
You have your basic behavior defined in your create ar
step events and the behavior changes according to th
circumstancesby the way you implement your scripts.
And, at anytime, you can destroy the basic behaviour st
and replace it with another by simply emptying the
command list and stack and adding another set ¢
commands.

The actual system can be found here.

http://gmc.yoyogames.com/index.php?showtopic=33560C

PatrolToXY

10,100
Pushes: AttackEnemy

This makes the Al do a square patral. curcommand

Seefoigy ol gselr

M\@fk&ﬂ[@ S &Dpd@ited \Vebsiite
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Split Screen

P .

Multiplayer games are huge these days. Many games you find use ssspin system

to allow two or more players to play on the same computer. Many beginner level

users have some problems when making split screen games.

The main issue is adding an olay, to display a score,
timer, etc. The problem that a lot of people seem to be
having is that when you add an overlay, and one play:
AT OAOO OEA 1T OEA0OEO OEAxh
view, and it looks absolutely horrible (Picture at right).
have two simple solutions to remedy this problem.

Q = kil

C

If you are a beginner in GML and have little to ni
AopAOEAT AAh EAOA8O xEAO UI
xAl1 T AEAAO OEAO OEA bl AU
right border of the room with this lgiect. You might
already have a wall object around your entire room, whic
is great. If your game lets the players warp across tr
room, this wall object can be invisible and on collisio
warp the player. Either way, the purpose of the wall objec
is to cadon off the right side of your room.

Now that we have our wall, we want to extend the widtr
of our room. However big your overlay is, you want to ad
100px buffer to the width of your overlay, then add that
amount to the width of your room.

This createsa 100px buffer zone between the edge of the
playing field and the edge of where your overlay will be
Now you want your overlay object to draw the overlay a
the right edge of your room. If you have multiple overlays
put one on top of the other (picturéelow of what the
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room should look like).

w
-
w
w
w
N
v
w
w
w
-
w
w
w

Ok, now we need to add some extra views, one for eac
overlay. We position those views over the overlay object:
and set the port on screen to where ever the overlay
would show up in the game. So if our overlapuld be

placed at the top left corner of the view, which is where w
would place the view of the overlays. | completed thes
improvements, and placed a picture below of what the
game would look like. One last thing, if when your playe
moves all the wayd the right of the screen and you can
see the overlay a bit, increase the 100px buffer until yc
AAT 80 OAA OEA 1 O0AOI AU AT UI

Qo rwlazh el
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Another solution to this problem requires a bit of GML

coding under your belt. This will accomplish the same tas ) 0o O OEAOC OE_ ! D | As 4EA AlZ
withalithA 1 AOGO xi OER AOO EOS G Same, just change the 0 in thé statement to whatever

recently found, in the help file, a snippet of code tha Bl AUAO W60 OEAx EOB8
allows you to turn off the overlay if it is in the wrong view
The statementview_current allows you to check what

the current view is. So, if theuorent view is the wrong

ITAh xA OEiIiBPIU AIT180 AEOE
what the code would look like:

Conclusion

There you have it, two simple waye tadd in overlay in
your splitscreen game. | hope this helps a bit to sol
some of the problems people have had with sglireen

{ games.
liplayer 1's view is view[0] y
if (view_current ==0) {
/lthis would be the draw functions for
the overlay

draw_rectangle  (view_xview [0],
view_yview [0], view_ xview [0]+100,
view_yview [0]+20, false )

}
}

4 GM Color Extension a (@ Seven Minutes N
One of the basicfe OAO T £ ' AT A - AE )T OEA O6#OAAOEOGA ' Al A ) A,
Mechanism was to allow the addition of constant O3AOKT OOAmanedly & DPOUUIT A
OAOEAAI AO AEOAAOI U ET OT . that lasts for exactly seven minutes: your last seven
makes them seem native to the IDE. Indeed, one of the minutes of life. The game starts after touching what
first hypothesized uses of this capability was the simple appears to be an important object that reveals to you tt
addition of new colors to Game Maker, and indeed aga end of the world, and is then given severnutes of life
one of the first useful extensions made for Game Make to find out. Extremely challenging, extremely intense,
isthe Game Maker Color Extension. This adds more th andgz at timesz very philosophical, try it out!

260 colors to Game Maker, many of which are interesti
colors. A very simple extension yabuld be needed if
Uuir 660A 1T1T0 OTT EAIEIEAO
gmc.yoyogames.com/index.php?showtopic=343006

\_ J
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Elemence Aux

(ake control obne of six elements in this strategic platformer. Use each one's unique pow

help otherwiseuncrossable gaps and avoid danger. Simple graphics, five difficulties and a t

example, the player got stuck at one point of playing).

1 AGA1T | 01 OEPI AUAO OAAAS8S
What they say
0) 0" 0 A Cii A dhnloAdsizl8  EE A
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Description

Elemence Auis a puzzle platformer, where you control &
element. The idea is to simply go past them, while faci
dangerous jumps and other sections, where death is v
close. The player can collect points, which can bedu®
create blocks underneath the player, to go throug
otherwise impossible sections of the map. The level des
is a bit repetitive, however.

Elemence Auxs an addicting minigame. The sound
graphics aspects of the game are, however, quite poc
done. The music consists of MIDI songs, and the ga
features little sound effects. The graphics are very sim|
(although the game features small particle effects).

The game has a small backsto@:& 1T OO OAEAT

quest to turn gold into the mostxpensive elemen
discovered so fgrCalifornium. Unfortunately, the electror
misfired, warping the gold into six mioitheir-own gold
AAOEOAOEOAOS8G

The game is a fun play, and has been designed well.

technical execution suffers of some minor protvg (for

April 2008

also features many difficulty levels, and a multiplay
iTAA8 )1 1T OGAOAI 1 h EOGB8O A
Prosand Cons

Elemence Auxis worth a try, and a quick timekiller.

Pros
1 Goodidea
1 Addicting gameplay
1 Technically implemented well

Cons
9 Poor sound effects and music
1 Poor graphics
1 Repetitive level design

Conclusion
While Elemence Aux suffers of som® OT Al Ai Oh
good game.

Ratings
Graphics 4/6
Sound: 4/6
Gameplay. 56
Storyline: 4/6
Design: 56

Developer. NAL Games
GameMaker: Version 6

Huney
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been able to play Game Maker created games without the need to download and extract ge

Until the end of January YoYo Gas was the only site offering this feature.

Users o

compatible browser that have installed the YoYo Player plugin can take advantage of the ¢

to automatically download game files to a location on their computer which are then execute

It makes @od commercial sense for YoYo Games to off
this feature. Firstly, | am not aware of any other fr
gaming sites that offer anything similar to Instant Pla
The announcement generated some publicity, beir
picked up on many Indie Gaming sites.

The man reason for the addition ofnstant Playis of
course that it brings people back to the YoYo Garm
website, much more lucrative to YoYo than someone w
plays games from a folder on their desktop.

4EEOAT Uh AT A OEEO E hbtan(Plajp
makes it easier for gamers to play Game Maker gam
Certainly the need to choose a location to save the gar
and then extract the folder is removedA OO ) Al
this is a serious problem. Finally bandwidth is saved,
both YoYo anl gamers, as you only need to download tt
GameMaker runner the first time yomstant Playa game
made with a particular version of GameMaker.

Instant Playis currently compatible with IE 6+ and FF 2.i
and requires Windows 2000 or a later version. Ifi
EAOAT 60 UAO OOAA EIT OOAT O
control or FireFox plugin when you next go to play a ga
hosted on YoYoGames.com

Making your gamelnstant Play compatible:

1 Either upload the executable of your game direct
or use a zip file cdaining the executable and
other files your game need. The other files can
in a subdirectory if you want but make sure tt

CAI A AgAAOGOAATI A EO EI

April 2008

use another compressor than zip.

$17 1 80 inSxédék forybur game.

If you wantto upload an editable version of you

game, also include the executable in the zip file.

1 Make sure there is only one executable in the mi
directory of the zip file. If you need additions
executables (such as a level editor), make si
they are in a suiolder.

1 UseGame Maker or 6 for your game.

= =

Source:http://mark.glog.yoyogames.com/?p=13

Instant Play FAQ

What is downloaded when | Instant Play a game?

The original .exe file is separated from &ameMaker
runner and is given an extension which relates to t
version of GameMaker in which it was created. F
example .g70 games were made with GameMaker 7
.g61 games were compiled in GameMaker 6.1.

What about saval files, DLLsand external soundswill
those work?

External resources such as DLLs and data files are
downloaded and work as they would with the normal .e;
file. Save files are stored on your hard disk.

Douncompiled GameMaker filesgmd, .gm6, .gmk)

work with Instant Play?

No. Only GameMaker 6, 6.1 or 7 executables work w
Instant Play.
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