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Free Games in a Commercial World 

Oh, sorry, I didn't notice you there!  Let me close down 

SimCity 4 (the last real SimCity!  Don't get me started on 

Societies).  One of the thoughts on my mind lately is if 

commercial games, just because you have to pay for them, 

get more attention. 

For example, if two YoYo Games staff pick games receive 

the exact same rating, would one that costs money versus 

one that is freeware receive more attention simply 

because of the attached cost? Let's take Aces High Over 

Verlor Island and Sixty Five Million And One BC as the 

examples.  Without thinking about anything else, would 

you assume 65m+1 was the better game because it was a 

commercial game? 

It's food for thought.  And now that there are more 

opportunities for game maker to sell their games on sites 

like pcgamesnow.net we'll probably be seeing a lot more 

of these discussions pop up.  Which also reminds me of 

ÔÈÏÓÅ ΩΦΦ Ȭ'ÁÍÅÓ ÆÏÒ 7ÉÎÄÏ×Óȭ #$Ó ÔÈÁt used to be so 

popular; let's all make mental note not to do that with 

game maker games.  OK?  OK! 

Now, I've got to get back to my city, the sims need me! 

Until next time, 

Robin Monks 

http://www.yoyogames.com/games/show/105
http://www.yoyogames.com/games/show/105
http://www.yoyogames.com/games/show/105
http://www.yoyogames.com/games/show/34097
http://pcgamesnow.net/
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YoYo Games Competition Updates 

The results for the YoYo Games Ancient Civilization 

competitions are out, with Ancient Ants Adventure in first 

place by RedSystem, followed by RhysAndrewsȭÓ 

Caveman Craig in second place, and KC LCȭÓ 4ÕÔȭÓ 4ÅÓÔ in 

third place. The 1000$ Grand Prize winner has been 

reviewed in this issue, and you will be able to see the 

ÒÅÖÉÅ×Ó ÆÏÒ #ÁÖÅÍÁÎ #ÒÁÉÇ ÁÎÄ 4ÕÔȭÓ 4ÅÓÔ ÉÎ ÉÓÓÕÅ ΧΫ ÏÆ ÔÈÅ 

magazine. 

In other news, the third YoYo Games competition theme 

has been announced: co-operation. The contest is 

currently open for submissions and the deadline for 

submissions is August 24th, 2008. You can find more 

information about the competition here. 

#ϹϹ 2ÕÎÎÅÒ ÁÎÄ /ÔÈÅÒ 9Ï9Ï .Å×Óȣ 

What seemed like the opportunity to have an exciting 

wave of news and updates from YoYo Games turned out 

to be a false alarm. The C++ runner is apparently in the late 

ÓÔÁÇÅÓ ÏÆ ÄÅÖÅÌÏÐÍÅÎÔ ÁÎÄ Ȱ×ÉÌÌ ÄÅÆÉÎÉÔÅÌÙ ÂÅ ÒÅÁÄÙ ÔÈÉÓ 

*ÕÎÅȱȠ ÉÔȭÓ !ÕÇÕÓÔȢ 4ÈÅ 99' $ÅÖÅÌÏÐÅÒÓ ÁÌÓÏ ÒÁÎ ÉÎÔÏ 

problems with the Pascal platform used in developing the 

Mac version, which will cause it to be delayed. 

) ÄÏÎȭÔ ÐÁÒÔÉÃÕÌÁÒÌÙ ÈÁÖÅ Á ÐÒÏÂÌÅÍ ×ÉÔÈ ÄÅÌÁÙÓ ÏÒ ÍÉÓÓÅÄ 

ȬÐÕÂÌÉÃ ÔÅÓÔÉÎÇȭ ÄÁÔÅÓ ÒÅÁÌÌÙȟ ÁÎÄ ) ÄÏÎȭÔ ÔÈÉÎË most of the 

community should. In terms of disappointments, YoYo 

'ÁÍÅÓ ÈÁÓÎȭÔ ÅØÁÃÔÌÙ ÄÉÓÁÐÐÏÉÎÔÅÄ ÕÓȟ ÓÏ ×Å ÓÈÏÕÌÄÎȭÔ 

really complain about missed dates for the sake of 

ÃÏÍÐÌÁÉÎÉÎÇȢ 3ÔÉÌÌȟ ) ÈÏÐÅ 9Ï9ÏȭÓ ÓÔÒÁÔÅÇÙ ×ÉÌÌ ÃÈÁÎÇÅȠ ÔÏ 

favor silence over whatever they are still unsure of, just for 

the sake of professionalism. 

Panic: Instant Play Breaks on Firefox 3 

Panic is no overstatement ɀ 9Ï9Ï 'ÁÍÅÓȭ )ÎÓÔÁÎÔ 0ÌÁÙ 

feature was incompatible with the latest version of 

-ÏÚÉÌÌÁȬÓ &ÉÒÅÆÏØ ×ÅÂ ÂÒÏ×ÓÅÒȢ 9Ï9Ï 'ÁÍÅÓ ÐÒÏÍÉsed a fix 

to the incompatibility, but the fix has been delayed and 

delayed, prompting members to come up with their own 

solutions that involve disabling security features of Firefox 

3 to do so, as well as engage in a heavy critique of YoYo 

Games. An open letter to YoYo Games was written by Dr. 

Watz0n of the GMC. Eventually though, YoYo Games did 

release an update on June 15th that fixed the issue. 

While I certainly believe YoYo Games did hurt themselves 

with such delays to the Firefox 3 update, I still feel the 

latest unfolding in this is just too much. What do you 

think? 

4ÈÉÒÄ '-ËÉÎÇȢÏÒÇ Ȭ!ÕÄÃÁÓÔȭ 2ÅÌÅÁÓÅÄ 

The Third GMking.org Audcast, also known as the Game 

Maker Podcast, has been released here. In the Audcast, 

Robin and Eyas discuss various developments in the GMC. 

2ÕÓÓÅÌÌȭÓ 1ÕÁÒÔÅÒÌÙ ÁÎÄ ÏÔÈÅÒÓȣ 

4ÏÍ 2ÕÓÓÅÌÌȭÓ ÇÁÍÅ ÄÅÖÅÌÏÐÍÅÎÔ ÍÁÇÁÚÉÎÅ ÆÏÃÕÓÉÎÇ 

primarily on editorials on game design has released its 

third issue. And a new competitor is Game Maker 

Magazine, whose fourth issue you can check out here. Our 

friends at GMTech have ɀ like us ɀ halted development 

somewhere during June but should be ready to have their 

thirteenth issue on their website soon. 

ƴƴƴ 

http://www.yoyogames.com/games/show/34591
http://www.yoyogames.com/members/RedSystem
http://www.yoyogames.com/members/RhysAndrews
http://www.yoyogames.com/games/show/33621
http://www.yoyogames.com/members/KC%20LC
http://www.yoyogames.com/games/show/34828
http://www.yoyogames.com/gamemaker/competition03
http://glog.yoyogames.com/?p=80
http://gmc.yoyogames.com/index.php?showtopic=385319
http://gmc.yoyogames.com/index.php?showtopic=385319
http://gmc.yoyogames.com/index.php?showtopic=385319
http://connor.maskedmedia.com/posts/162
http://gmking.org/drupal/audio/
http://host-a.net/tomrussell/quarterly3.pdf
http://willhostforfood.com/?Action=download&fileid=26232
http://www.gamemakertech.info/
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  Back in November, I was certainly lucky to have laid an eye on the latest version of 

3ÉØÔÙ &ÉÖÅ -ÉÌÌÉÏÎ ÁÎÄ /ÎÅ "#Ȣ 4ÏÄÁÙȟ )ȭÍ ÔÈÒÉÌÌÅÄ ÔÏ ÓÈÏ× ÙÏÕ ÁÎ exclusive preview of 

ÔÈÅ ÆÕÌÌ ÖÅÒÓÉÏÎ ÏÆ ÔÈÉÓ ÇÁÍÅȣ only in MarkUp Magazine. 

Overview 

It is generally believed that the reason for the mass 

extinction of Dinosaurs is the collision of a huge asteroid 

with the earth, effectively ending the Mesozoic era. In 

Sixty Five Million and One BC, you travel as a velociraptor 

around various locations to try and activate and assemble 

a dinosaur-designed machine that will hopefully save the 

world. In general, the game is intelligently designed, 

extremely addictive, unbelievably versatile, and never 

stops being engaging and action-packed! 

 View the Exclusive 65M+1 Screenshot Gallery, Here! 

Starting with the Game 

From the moment you double click the game, you are 

greeted with the best-quality scenery, smooth effects, 

genius music, and subtle sound effects to complement it 

all. 

When you open the game, you are still presented with the 

ȬÁÎÉÍÁÔÅÄȭ ÍÅÎÕ ÔÈÁÔ ÂÌÅ× ÍÅ Á×ÁÙ ÉÎ ÔÈÅ ÆÉÒÓÔ ÐÒÅÖÉÅ×Ȣ 

Now, the menu options are all available and properly laid 

out, and menu items can be selected using the mouse by 

ÈÉÇÈÌÉÇÈÔÉÎÇ ÔÈÅ ÏÐÔÉÏÎÓ ÏÒ ÖÉÁ ÔÈÅ ËÅÙÂÏÁÒÄȭÓ ÁÒÒÏ× ËÅÙÓȢ 

Both methods result in subtle click effects that appear 

when an item is being highlighted or selected. 

By Eyas Sharaiha 

http://markup.gmking.org/issue/9
http://www.gmking.org/gallery/zenphoto/65m-1-gallery/
http://www.gmking.org/gallery/zenphoto/65m-1-gallery/

