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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
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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,
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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
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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;

-
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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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http://gmlscripts.com/

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 CAIET ¢ 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,shéot

to binary files, points to ath files, and, my all time emOD (;A ML xE OE EO (37, J‘\O (AR
favorite: all sorts of data to CSV files. If you remember Ob AAAEI O AzAEI A RO A ARGERO A
OAAAET ¢ OEA O#36d %gOOAI. room or time to allgw you to doge and avoid 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! 5 3 f

WWwW.yoyogames. com/qames/show/33006

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

\_ J - Y,
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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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Get Banged

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.
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