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Welcome 

But, now I feel I must apologize for our antics with the fake launch of our 

)ÓÓÕÅ ΧΩȢ  &ÒÏÍ ÔÈÅ ÂÏÔÔÏÍ ÏÆ ÏÕÒ ÈÅÁÒÔÓ ÈÅÒÅ ÁÔ -ÁÒË5Ðȟ ×ÅȭÄ ÌÉËÅ to say: 

Ȱ7Å ÇÏÔ ÙÁȦȱ 

Cloud Gaming 

7ÈÉÌÅ ×Å ÄÏÎȭÔ ÈÅÁÒ ÔÈÅ ÔÅÒÍ Ȱ#ÌÏÕÄ 'ÁÍÉÎÇȱ ÓÐÅÃÉÆÉÃÁÌÌÙ ÆÒÅÑÕÅÎÔÌÙȟ ÉÔ ÉÓ 

impossible to identify that this trend exists in the gaming world as well. When it 

ÃÏÍÅÓ ÔÏ ÓÏÆÔ×ÁÒÅ ÉÎ ÇÅÎÅÒÁÌȟ ÔÈÅÒÅȭÓ Á ÇÅÎÅÒÁÌ ÓÈÉÆÔ ÔÏ×ÁÒÄÓ the concept of 

#ÌÏÕÄ #ÏÍÐÕÔÉÎÇ ÏÒ ȬÃÏÍÐÕÔÉÎÇ ÉÎ ÔÈÅ ÃÌÏÕÄȭ ÁÓ ÔÈÅÙ ÃÁÌÌ ÉÔȢ !ÐÐÌÉÃÁÔÉÏÎÓ ÌÉËÅ 

Google Docs and Live Mesh are emerging, as well as attempts to create web 

ȰÏÐÅÒÁÔÉÎÇ ÓÙÓÔÅÍÓȱ ÔÈÁÔ ÁÒÅ ÁÃÃÅÓÓÅÄ ÆÒÏÍ ×ÉÔÈÉÎ Á ÂÒÏ×ÓÅÒȢ 

The general purpose of cloud computing is to make applications, etc. accessible 

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 standpoint) completely located in the web and is 

ÒÕÎ ÁÆÔÅÒ ÂÅÉÎÇ ȬÂÕÆÆÅÒÅÄȭȟ ×ÈÅÎ ÉÔ ÃÏÍÅÓ ÔÏ ȬÓÅÒÉÏÕÓȭ ÃÏÍÍÅÒÃÉÁÌ ÇÁÍÉÎÇȟ ÓÕÃÈ 

trend is much harder to achieve. The reason for this is that the main trend in 

commercial gaming is realism, which counters cloud gaming, since it results in 

huge amounts of data that cannot be only stored in the cloud and retrieved by 

the computer. 

Instead, the furthest current-day commercial gaming can go into cloud gaming is 

with MMORPGs such as Guild Wars and World of Warcraft, where user 

interaction and the entire gameplay both replies on and occurs in the cloud, the 

main files, models, resources, and executables responsible for letting such thing 

happen exist locally. 

)ÔȭÌÌ ÂÅ ÉÎÔÅÒÅÓÔÉÎÇ ÔÏ ÓÅÅ ÈÏ× ÇÁÍÉÎÇ ÄÅÖÅÌÏÐÓ ÁÓ ÃÌÏÕÄ ÃÏÍÐÕÔÉng develops as 

well, who knows if such predictions will come true entirely or turn out to be 

completely mistaken. 

Eyas Sharaiha 

ƴ 
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Since first appearing on computers a year and a 

month ago, MarkUp has found its place in the hearts 

of many Game Maker users. 

Editorõs Desk 
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YoYo Games and the Community 
Editorial 

Most of this criticism is about poor customer service and 

problems with the Digital Rights Management that is used 

to protect Game Maker 7. 

YoYo 'ÁÍÅÓȭ relationship with users, in particular 

members of the GMC, has until recently been poor.  Their 

infrequently updated glog did not address the issues that 

mattered to members and instead seemed to be looking 

far into the future. 

Recently though that has all begun to change; it started 

with a long overdue upgrade of the Invision Power Board 

software used to power The Game Maker 

Community.  Along too came a new server, effectively 

eliminating the MySQL overload errors that had in the 

past plagued the forum at popular times of day.  A skin 

change made the forum look warmer and more 

welcoming, a reintroduction of post count and an increase 

in the size of Personal Mail inbox in response to member 

demands have made things better.   

YoYo Games staff, Mark Overmars and in particular Sandy 

Duncan have also begun to post more actively at the GMC, 

something which ideally should have happened right from 

the takeover. 

The dual communities of the YoYo Games forum and GMC 

ÄÏÎȭÔ ÍÁËÅ ÓÅÎÓÅȟ ÁÓ ÔÕÎÔÉÓ ×ÒÏÔÅ ÏÎ Game Maker Blog, 

this is "decentralizing the community".  The YoYo Games 

forum appears to serve no purpose other than as a general 

chit chat area for what appears to be the less mature 

Game Maker users.  I believe the official word on this one 

is that the YoYo Games forum is for gamers where as the 

GMC is for developers. 

In February Sandy quietly mentioned on his blog that 

YoYo plan to invest $5M into the Game Maker software 

and their website in the coming years.  Many members are 

disappointed at the lack of apparent progress with the 

development of Game Maker which has seen no new 

releases for nearly a year, despite the emergence of a 

game decompiler.  It is also not specified how much of this 

funding will be invested into the Game Maker software as 

opposed to developing and promoting the YoYo Games 

website. 

An attempt to take Game Maker cross-platform with work 

starting on a Mac version of Game Maker was also met 

with a mixed response with some users suggesting that 

YoYo Games' time would be better spent improving the 

PC version instead of targeting what remains a very small 

market. 

One universally popular move has been the two Game 

Maker competitions that YoYo have run, which with the 

results of the ancient civilization competition announced 

in early May will see YoYo having handed out $3,500 of 

cash prizes to users of the software.  No other Game 

Maker competitions have come close on the number of 

entries received and value of prizes awarded. 

Sandy has also made some frank admissions about YoYo 

Games writing on the GMC "I think, at times, that the DRM 

sucks and I think, always, that our customer support is 

terrible."  Many community members would have set that 

many months back, let's hope that now YoYo Games are 

sure of their problems something gets done about this 

quickly. 

ƴ 

 

 

Since appearing on the Game Maker scene at the start of 2007 YoYo Games have faced 

criticism from certain members of the community.  

Philip Gamble 
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Decompilers 

An exclusive from GameMakerBlog.com 

What is the decompiler?  
At the end of January a program was released that enables 

anyone who has it to decompile executable files created 

with Game Maker versions 5.3a, 6, 6.1 and 7. The original 

resources, scripts and objects programmed into the game 

are retrieved and organised as they would be if you were 

editing the game. In effect this is an .exe to 

.gmd/.gm6/.gmk converter. 

Why do some people see this as a problem?  
Many people weren't too happy at the release of the 

decompiler. YoYo Games weren't happy because it shows 

that the security on their product has been breached and 

the authors of the decompiler have breached their EULA. 

Some users of Game Maker fear that their games will be 

decompiled, their resources and code stolen and that the 

game could possibly be passed off by someone else as 

their own work. The chances of this happening to your 

game are very slim, I am not aware of any games that have 

been released where the authors have been accused of 

decompiling a previously made game. 

Can anything be done to protect my game? 
At the GMC many people [1, 2, 3] have come up with 

programs which they claim will protect your executable 

Game Maker files. So far all of them have not been able to 

live up to their claims, as most of them simply compress 

the .exe and uncompress it (to its unprotected form) 

before running it. 

Will my game ever be 100% safe? 
The simple answer is No. Now hackers have seen that it is 

possible to decompile Game Maker games chances are 

they will develop a solution to any anti-decompiling 

measures that are introduced. 

What are YoYo Games doing? 
Good question. Apart from "Just don't do it or you'll get into 

trouble" and a threat to take action against those who 

wrote the decompiler it doesn't look like YYG are doing 

much. They promised "we do our best to make sure this 

can't happen with future releases of Game Maker AND the 

website.", yet no patch has been released almost 2 months 

after the decompiler was released. 

What should I do? 
¶ Firstly don't panic. It is unlikely that someone will 

steal your program. 

¶ Don't believe these so-called 'decompiler 

protectors'. All released so far do not work. 

¶ If you are concerned contact YoYo Games and ask 

them why they still haven't released a patch or a 

new version of Game Maker, 2 months after the 

decompiler was released. 

Initial source of news: Decompiler announcement at 

gmnews 

 

 

You may have noticed that despite all the talk of decompilers elsewhere recently Game 

Maker Blog has remained a decompiler-free zone. 

Philip Gamble 

ƴ 

 

http://gamemakerblog.com/
http://gmc.yoyogames.com/index.php?showtopic=366641
http://gmc.yoyogames.com/index.php?showtopic=355103
http://gmc.yoyogames.com/index.php?showtopic=367117
http://glog.yoyogames.com/?p=62
https://yoyogames.mojohelpdesk.com/req/
http://gmnews.scorptek.net/2008/01/27/full-gm-decmpiler-in-the-wild/
http://gmnews.scorptek.net/2008/01/27/full-gm-decmpiler-in-the-wild/
http://gmnews.scorptek.net/2008/01/27/full-gm-decmpiler-in-the-wild/
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Script of the Month 

An exclusive from GMLscripts.com 

Ȭ&ÉØÉÎÇȭ &ÕÎÃÔÉÏÎÓ 
This function provides an excellent example of how we can 

use scripts to temporarily replace buggy functions in 

Game Maker; when a script is created with the same name 

as the function, the script will basically override the 

function and therefore using the ÆÕÎÃÔÉÏÎȭÓ ÎÁÍÅ ×ÉÌÌ 

result in the calling of the script instead. If the function is 

fixed in a later version of Game Maker (yet it has the same 

format), then you can easily convert your source to the 

latest version of Game Maker and delete the fixing script, 

then, all the code you used to refer to the script will 

automatically refer to the function of the same name 

instead, thus creating little or no issues in keeping your 

source code updated. 

'-,ÓÃÒÉÐÔÓȢÃÏÍ Ï×ÎÅÒ ȰØÏÔȱ ÃÏÍÍÅÎÔÓȡ 

Ȱ/ÎÅ ÏÆ ÔÈÅ ÉÎÔÅÒÅÓÔÉÎÇ ÉÄeas that this demonstrate 

is that GM's built-in functions can be replaced with 

custom scripts by giving the script the same name. 

Working that way lets you cleanly handle bugs in 

the Game Maker engine. When the bug is one day 

fixed, all you have to do is remove your script and 

ÅÖÅÒÙÔÈÉÎÇ ÅÌÓÅ ×ÉÌÌ ×ÏÒË ÔÈÅ ÓÁÍÅȢȱ 

What the Script Does 
The script basically copies a certain region of a certain list 

into another. The grid which the values are copied to is the 

first argument, id, and the source is the grid which the 

values are copied from. The x1,y1,x2,y2 arguments get the 

coordinates of the region you want to be copied from the 

source. The xpos,ypos arguments indicate the x and y 

positions where the grid region will be pasted, i.e. where 

ÔÈÅ ȰØΧȟÙΧȱ ÉÔÅÍ ×ÉÌÌ ÂÅ ÌÏÃÁÔÅÄȢ 

The Script 

Usage 

ds_grid_set_grid_region(id,source,x1,y1,x2,y2,xpos,ypos) 

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 replaces the buggy Game Maker 7 version of 

the same name. It also adds the same functionality to 

Game Maker 6. 

 

 

 

 

 

 

 

 

 

 

'ÁÍÅ -ÁËÅÒȭÓ ÄÓ;ÇÒÉÄ;ÓÅÔ;ÇÒÉÄ;ÒÅÇÉÏÎ ÆÕÎÃÔÉÏÎ ÈÁÓ ÔÈÅ ÐÏÔÅÎÔÉÁÌ ÔÏ ÂÅ ÖÅÒÙ ÂÅÎÅÆÉÃÉÁÌ ÔÏ 

game developers, however, the function appears to be buggy in Game Maker 7 and does 

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

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

Eyas Sharaiha 

http://gmlscripts.com/
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Script of the Month Cont. 

An exclusive from GMLscripts.com 

{ 
    var copy,xoff,yoff,i,j; 
    if (argument0 != argument1) copy = -1; 
    else { 
        copy = ds_grid_create(argument4+1,argument5+1); 
        for (i=argument2; i<=argument4; i+=1) { 
            for (j=argument3; j<=argument5; j+=1) { 
                ds_grid_set(copy,i,j,ds_grid_get(argument1,i,j)); 
            } 
        } 
        argument1 = copy; 
    } 
    xoff = argument6-argument2; 
    yoff = argument7-argument3; 
    for (i=argument2; i<=argument4; i+=1) { 
        for (j=argument3; j<=argument5; j+=1) { 
            
ds_grid_set(argument0,i+xoff,j+yoff,ds_grid_get(argume
nt1,i,j)); 
        } 
    } 
    if (copy != -1) ds_grid_destroy(copy); 
} 
 

Conclusion 
This script can be very useful in many conditions; grids in 

games sort all kinds of two-dimensional data, including 

player and enemy positions, items, inventories, etc. When, 

for example, a new enemy is created, or the same 

situation or ȬÐÁÔÔÅÒÎȭ ÏÆ ÄÁÔÁ ÒÅÐÅÁÔÓ ÉÔÓÅÌÆȟ ÔÈÉÓ ÐÁÔÔÅÒÎ 

could be easily copied from one place to another ɀ 

something that should have been available from Game 

-ÁËÅÒ ȬÏÕÔ ÏÆ ÔÈÅ ÂÏØȭȟ ÂÕÔ ×ÁÓ ÕÎÆÏÒÔÕÎÁÔÅÌÙ ÆÌÁ×ÅÄȢ 

Now, we have the chance of using that functionality again. 

 

Eyas Sharaiha 

ƴ 

 

File Extension 1.0 
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4ÈÅ Ȭ&ÉÌÅ %ØÔÅÎÓÉÏÎȭ ÂÙ 3ÙÎÃ6ÉÅ×Ó ÉÓ ÁÎ ÅØÃÅÌÌÅÎÔ 'ÁÍÅ 

Maker extension for reading and handling various types 

of files. The extension can write various data and read it 

from files, such as strings and signed/unsigned short data 

to binary files, points to path files, and, my all time 

favorite: all sorts of data to CSV files. If you remember 

ÒÅÁÄÉÎÇ ÔÈÅ Ȭ#36ȡ %ØÔÒÅÍÅ $ÁÔÁ 3ÔÏÒÁÇÅȭ ÁÒÔÉÃÌÅ ÆÒÏÍ 

issue 4 ÙÏÕȭÌÌ ËÎÏ× ÈÏ× ÍÕÃÈ #36 ÆÉÌÅÓ ÃÏÕÌÄ ÂÅ ÈÅÌÐÆÕÌ 

for data storage, and this script provides all the functions 

described in the article and more, using a single line of 

code! 

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

Ad Nauseam 2 

'ÁÍÅ -ÁËÅÒ ÄÅÖÅÌÏÐÅÒ ȬÃÁÃÔÕÓȭȟ ÍÏÓÔ ÆÁÍÏÕÓ ÆÏÒ ÈÉÓ 

ÍÕÌÔÉ ÉÎÄÉÅ ÇÁÍÉÎÇ Á×ÁÒÄ ×ÉÎÎÉÎÇ Ȱ#ÌÅÁÎ !ÓÉÁȱ ÈÁÓ 

released another unique Game Maker game: Ad 

Nauseam 2. This is an incredibly action-packed shoot-

em-ÕÐ ÇÁÍÅ ×ÉÔÈ ÉÔÓ ÎÕÍÂÅÒ ÏÎÅ ÏÂÊÅÃÔÉÖÅ ȰÂÌÏ× ÓÔÕÆÆ 

ÕÐ ÂÅÆÏÒÅ ÉÔ ÈÉÔÓ ÙÏÕȱ ɀ ÁÎÄ ÁÓ ÃÁÃÔÕÓ ÅØÐÌÁÉÎÓȟ ÔÈÅÒÅȭÓ ÎÏ 

room or time to allow you to doge and avoid anything 

ÔÈÁÔȭÄ ÄÁÍaging, you must only face it. 

www.yoyogames.com/games/show/33006 
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http://gmlscripts.com/
http://markup.gmking.org/issue/4
http://gmc.yoyogames.com/index.php?showtopic=364768
http://www.yoyogames.com/games/show/33006
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MarkUp Advertising                    http://www.reflectgames.com/  

God of Rock 
Development Journal 

After all of that, I will begin coding the "Advanced Note 

Editor Program" which may eventually be distributed to 

the players. But, unfortunately this will delay the release 

of the new demo even more, but will result in very 

professional and well-made note charts. 

Once I get that set up, I will be adding the option of 3D. 

One of the exclusive things that will be in the 3D version is 

lighting.  Luckily, this will be easy, since GM has easy-to-

use lighting functions. Another thing that will be exclusive 

in the 3D version is a couple of stage models or, just a 

stage background. 

Some of you guys were wondering about the online and 

multiplayer also, these modes are almost done, a matter 

of fact, the current GOR demos have enough data in them 

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: Pro 

Face Offs, Battles, and Co-Op. Pro Face Off being two 

players playing and the one to hit more notes wins, as for 

"ÁÔÔÌÅÓ ÉÔȭÓ ÔÈÅ ÓÁÍÅ ÁÓ 'ÕÉÔÁÒ (ÅÒÏ ))) ÅØÃÅÐÔȟ ) ÐÌÁÎ ÔÏ ÁÄÄ 

more power ups.   

Co-Op would be where one player plays Lead and the 

other plays Bass/Rhythm. Well, those are all the features 

that will be in God of Rock. And this concludes the April 

God of Rock Development Journal. 

ƴ 

 

 

I have finally begun to code some sort of a BPM system into God of Rock. So far it's not 

going too good due to GM's horrible precision problems. But, I am going to continue 

working on it in GM7 because I have heard the issues where corrected in that version.  

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

Matthew Malone  

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

Let me begin by stating that I am writing these articles 

expecting you know the basics of reading music. (Knowing 

the musical alphabet) 

Article 1: Major Scales, the Rudiment of 

Music Composition 
A major scale can be classified as a rudiment of basic and 

complex music composition. It is a building block for 

several different kinds of scales, and can easily be skewed 

to create different sounds. First lets take the look at the 

format of a major scale: 

Key: 

 H=half step 

 W=whole step 

1 v 2 v 3 v 4 v 5 v 6 v 7 v 8 

  W  W   H   W  W  W  H 

So the eight notes of the scale are split in this way. You 

can start on any note and create the major scale by 

increasing each note by the indicated whole step or half 

ÓÔÅÐȢ 3Ï ÆÏÒ ÅØÁÍÐÌÅ ÌÅÔȭÓ ÔÁËÅ # ÁÎÄ create the major 

scale: 

C v D v E v F v G v A v B v C 

   W   W   H   W  W    W   H 

)ÔȭÓ ÒÅÁÌÌÙ ÓÉÍÐÌÅ ÔÏ ÂÕÉÌÄȦ 4ÈÅ ÍÁÉÎ ÉÍÐÏÒÔÁÎÃÅ ÏÆ ÔÈÅ 

major scale is the ability to change a few notes to create a 

different sound or scale. Learning your major scales can 

increase the quality of your composition. It adds a lot of 

stuff to your musical vocabulary when you learn these 

changes. Most seasoned musicians and composers will 

agree that this is an important first step to building music 

successfully. 

Example 

C-Major 

C v D v E v F v G v A v B v C 

   W   W   H   W  W    W   H 

To convert this to a minor scale, simply add 3flats to the 

key signature. In this case we add Bb, Eb, and Ab. 

C-Minor 

C v D v Eb v F v G v Ab v Bb v C 

   W   H     W   W   H      W   W 

You can see that the whole step and half step format 

changes, this set up is characteristic of the minor scale and 

you can create a minor scale if you start on any note and 

adjust the note based on the indicated whole step or half 

step intervals. 

As you can see its very easy to adjust the major scale to 

create a new and different scale/sound. This is why they 

are considered a rudiment in composition and theory.  

I would like to answer questions you might have regarding 

anything about music theory and composition. Feel free to 

e-mail me at mischiephX@yahoo.com with any questions 

you might have and I will possibly address them in the next 

article. 

ƴ 

 

 

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

help you understand basic music theory and composition. 

David Perritte (MischiephX/Ds) 

mailto:mischiephX@yahoo.com



