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  Editorials 

9ŘƛǘƻǊΩǎ 5Ŝǎƪ 

Navigating Free Resources 

With the overwhelming deluge of free 

resource sites, and the underwhelming 

dearth of truly good free resources, 

game creators are often left on a never 

ending merry-go-round of sites, and 

content. 

There are some important things to 

remember before going on a resource 

scavenger-ƘǳƴǘΤ ƴŀƳŜƭȅΣ ȅƻǳ ŎŀƴΩǘ ǘŀƪŜ 

everything you see.  Copyright plays a 

big role in what resources you can use.  

You need to make sure the author of 

free sprites, fonts, etc will allow use of 

their materials in a game.  Most authors 

of these kinds of resources will only 

allow them to be used in free games. 

There are also a lot of free tools for 

game developers, IDEs like Game Maker 

for instance.  

Here is an extended list of some of my 

favorite resource and tools sites. 

Fonts 
Font Freak 

http://www.fontfreak.com/fonts-a.htm  

Free Font Search Engine 

http://www.searchfreefonts.com  

Terragen 

Backgrounds  
stock.xchng 

http://www.sxc.hu/  

terragen 

http://www.planetside.co.uk/terragen  

Sprites  
YoYo Games Resources 

www.yoyogames.com/make/resources/  

¢ƘŜ tŜƻǇƭŜΩǎ {ǇǊƛǘŜǎ 

http://www.panelmonkey.org/  

Open Clipart 

http://openclipart.org  

Music/Sounds  
The GMC keep a excellent list of music 

and sound sites here: 

gmc.yoyogames.com/?showtopic=22863  

Graphics Editing Tools  
GIMPShop 

http://plasticbugs.com  

Paint.NET 

http://getpaint.net 

Blender 

http://www.blender.org/ 

Summary  
¸ƻǳ Ŏŀƴ ƎŜǘ Ƨǳǎǘ ŀōƻǳǘ ŜǾŜǊȅǘƘƛƴƎ ȅƻǳΩƭƭ 

need for your next game project for 

free, and you can also get some 

excellent non-game related freebies as 

well.  Such as the http://openoffice.org 

office suite, http://getfirefox.com web 

browser and http://free.grisoft.com free 

anti-virus. 

You can also find a wealth of free game 

resources in the gmc.yoyogames.com 

forums.  And a lot of excellent free tools 

at sf.net and download.com. 

See you next month! 

Robin Monks   

²ŜΩǊŜ CƭŀōōŜǊƎŀǎǘŜŘΗ 

²ŜΩǾŜ ōŜŜƴ ŀƳŀȊŜŘ ōȅ ǘƘŜ ǊŜǎǇƻƴǎŜ ǘƻ 

our first two issues!  Here are some of 

ǘƘŜ ƎǊŜŀǘ ŎƻƳƳŜƴǘǎ ǘƘŀǘ ǿŜΩǾŜ ǊŜŎŜƛǾŜŘ 

from our readers: 

ά9ȄŎŜƭƭŜƴǘ ƛƴ-depth going product with 

ǾŜǊȅ ƴƛŎŜ DC·Φέ --Daniel-Dane 

άCool magazine! I dunno how I missed 

ǘƘŜ мǎǘ ƛǎǎǳŜ ƻŦ ǘƘƛǎΦέ --XA-9 

ά¢ƘŜ ŀǊǘƛŎƭŜǎ ŀǊŜ ǾŜǊȅ ǇǊƻŦŜǎǎƛƻƴŀƭΤ L ƭƻǾŜ 

the design. A bit short, but very good 

ƻǾŜǊŀƭƭΦ YŜŜǇ ƛǘ ǳǇΗέ ςbenetonmovie 

As always, we want to hear your 

feedback!  Just sent it to devlinks @ 

gmail . com! 

Our Contributors 

Robin Monks  Editor 

Eyas Sharaiha  Editor 

Veeti Paananen  Writer 

Bart Teunis  Writer 

Stephan   Writer 

Mike Connor  Writer 

Phil Gamble  Writer 
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  Tutorials 

Design & Development Tutorials 

C# Hello World Tutorial 

I previously published a Hello World 

ǘǳǘƻǊƛŀƭ ŦƻǊ /ҌҌΣ ŀƴŘ LΩǾŜ ŘŜŎƛŘŜŘ ǘƻ 

make another tutorial for the successor 

of C++: C#. 

For this tutorial, you will need to have 

Microsoft Visual Studio 2005 installed 

for C# (Microsoft Visual C#). You can get 

the express version for free from the 

Microsoft here ( xrl.us/MSVCBExp ) 

Highly Recommended. 

Starting a project  
¢ƻ ǘŜŀŎƘ ȅƻǳ ŀōƻǳǘ ŎƻŘŜΣ ƛǘΩƭƭ ōŜ ōŜǎǘ ǘƻ 

start a completely empty project and 

see how it all falls in together. To start 

ŀƴ ŜƳǇǘȅ ǇǊƻƧŜŎǘΣ ŎƘƻƻǎŜ άbŜǿ 

tǊƻƧŜŎǘΧέ ŦǊƻƳ ǘƘŜ CƛƭŜ ƳŜƴǳΦ ¢ƘŜƴ 

ŎƘƻƻǎŜ ǘƘŜ ά9ƳǇǘȅ tǊƻƧŜŎǘέ ƛŎƻƴ όǎŜŜ 

screenshot below), and give it an 

appropriate name. 

!ŦǘŜǊ ȅƻǳ ŎƭƛŎƪ άhƪέΣ ȅƻǳ ǿƛƭƭ notice a 

ά{ƻƭǳǘƛƻƴ 9ȄǇƭƻǊŜǊέ Ǉŀƛƴ ŀǇǇŜŀǊ ƻƴ ǘƘŜ 

right side of the screen. Choose your 

solution name (project name) and right 

click it to see a list of different things 

you can do with it. 

 

!ŦǘŜǊ ǊƛƎƘǘ ŎƭƛŎƪƛƴƎ ƛǘΣ ŎƘƻƻǎŜ ǘƘŜ ά!ŘŘέ 

item from the menu, and from its 

ǎǳōƳŜƴǳ ǎŜƭŜŎǘ άbŜǿ LǘŜƳέΦ  

The dialogue that will pop up 

will allow you to select different 

ǘȅǇŜǎ ƻŦ ƛǘŜƳǎΦ /ƘƻƻǎŜ ά/ƻŘŜ 

ŦƛƭŜέΦ 

hǇŜƴ ƛǘ ŀƴŘ ȅƻǳΩƭƭ ǎŜŜ ǘƘŜȅ ǿŜǊŜ ƴƛŎŜ 

enough to add a little bit of code to it. 

Blank the code file, since this tutorial 

aims at teaching you the cornerstones 

of C#. 

Code file ɀ initialization  
¦ƴƭƛƪŜ /ҌҌΣ ƛƴ /І ȅƻǳ ŘƻƴΩǘ ƴŜŜŘ 

initialize iostream, string handling 

functions, or any other type of header 

ǘƘŀǘ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻΦ ¢ƘŜ ŎƻŘŜ ƛǎ 

properly run-able as is. 

However, most functions require adding 

some text before the actual function 

name, for example (System.) before 

input and output in consoles. 

So, to make things easier, we use the 

άǳǎƛƴƎέ ŎƻƳƳŀƴŘΥ 

using System;  

¢Ƙƛǎ ǿƛƭƭ ǎŀǾŜ ŀƭƭ ǘƘŜ ά{ȅǎǘŜƳΦέ ǿƘŜƴ 

calling functions. 

Initializing class and main 

function  
Functions must belong to a certain 

class, so before making your main 

function ς which includes all the code in 

it ς you will need to create a class. 

class GMkingTutorial  

{  

 ...  

}  

The class will contain the functions that 

we will need to use. 

Now that you have a class, you can put 

the Main() function in it. 

The Main() function  
The main function acts as an entry point 

for the whole program. It is the single 

function that is automatically called by 

the program to begin execution. More 

advanced programs use the main 

functions to call the rest of the 

functions, but the main function itself 

needs to exist in order for a program to 

http://msdn.microsoft.com/vstudio/express/visualcsharp/
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  Tutorials 

Design & Development Tutorials 

C# Hello World Tutorial Cont. 
execute. 

To initialize the main function, you need 

to write the following: 

static void Main()  

{  

 ƛ 

}  

wƛƎƘǘ ƪƴƻǿΣ ȅƻǳ ǊŜŀƭƭȅ ŘƻƴΩǘ ƴŜŜŘ ǘƻ 

ƪƴƻǿ ǿƘŀǘ άǎǘŀǘƛŎέ ŀƴŘ άǾƻƛŘέ 

represents, as you still (if you are indeed 

a newbie user, that is) have no or little 

knowledge about functions, etc. 

The action's code  
Console.WriteLine("Hello, world!");  

The above line of code itself will write a 

άIŜƭƭƻΣ ǿƻǊƭŘΗέ ƭƛƴŜ ƻŦ ǘŜȄǘ ƻƴ ǘƘŜ 

ŎƻƴǎƻƭŜΦ bƻǘŜ ǘƘŀǘ ƛŦ ȅƻǳ ƘŀŘƴΩǘ ǿǊƻǘŜ 

ǘƘŜ άǳǎƛƴƎ {ȅǎǘŜƳΤέ ƭƛƴŜ ŀǘ ǘƘŜ 

ōŜƎƛƴƴƛƴƎΣ ȅƻǳΩŘ ƴŜŜŘ ǘƻ ǿǊƛǘŜΥ 

System.Console.WriteLine ("Hello,  

world!");  

bƻǘŜ ǘƘŀǘ ǳƴƭƛƪŜ /ҌҌΣ ǘƘŜ ά²ǊƛƭŜ[ƛƴŜέ 

function automatically makes it an 

ƛƴŘŜǇŜƴŘŜƴǘ ƭƛƴŜΣ ǎƻ ǘƘŀǘ ȅƻǳ ǿƻǳƭŘƴΩǘ 

need to add a return character 

manually. There is, however, a Write 

function that does not do that 

automatically, if you for some reason 

need that. 

Running a Web (Browser) Game 
¢ ¦ b ¢ L { Ω   w ! b ¢ 

The whole thing  
using System;  

class GMkingTutorial  

{  

    static void Main()  

    {  

        Console.WriteLine("Hello, 

world!");  

    }  

}  

Conclusion 
C# is indeed a very interesting 

ǇǊƻƎǊŀƳƳƛƴƎ ƭŀƴƎǳŀƎŜΣ ŀƴŘ ƛŦ ȅƻǳΩǊŜ 

really good at C++, you might want to 

give it a shot. Of course, C# does have 

its own disadvantages, such as being 

tied up with the .NET framework, etc. 

Eyas Sharaiha 

 

 
Hello, I'm tuntis. I used to run a web 

browser game called "MarketCrash", 

which was quite a good experience. I, 

however, closed the game, and I'm 

going to tell you more about the game: 

Ok, so I got the game source from a 

person that had ran the game in Finnish 

("Pörssiromahdus", 9ŘƛǘƻǊΩǎ ƴƻǘŜΥ Yeah, 

ǿŜ ŎŀƴΩǘ ǇǊƻƴƻǳƴŎŜ ƛǘ ŜƛǘƘŜǊΧύ ōŜŦƻǊŜΦ  

He closed the project (being more 

successful than I was) to work on 

"Zezenia". I translated it to English and 

restarted the game.  

I advertised literally everywhere I was 

allowed to and got a few (ten, maybe?) 

players. Ok, it went quite good for a few 

weeks or something. Then I started 

implementing new features, until I 

figured that I had started the economy 

and all in a bad way. It went somewhat 

like this: 

1. User makes account. 

2. ¦ǎŜǊ ƴŜŜŘǎ плллϵ ǘƻ ƳŀƪŜ ŀ 

factory (business). 

3. User goes to work (4) or takes a 

bank loan (4b). 

4.  

a. User works until he has 

enough money to make 

his factory. 

b. User just goes to make 

the factory. 

5. User makes a factory of specific 

type, sets prices and waits for 

somebody to do job for him, 

and therefore increase the 

number of products in stock. 

6. Game runs. 

Ok, obviously that couldn't have worked 

for a long time. So first I proposed that 

we restart the 

game with all good 

suggestions imple-

mented, and have 

"game masters" to 

balance the going.  

Unfortunately not 

really anybody was 

interested, so I 

even sent a mass 

e-mail to the high 

base of 104 users (counting banned 

ones). No, it didn't really work. 

I closed the game shortly after, and 

offered the source to the best sounding 

person. I sent it to somebody; no 

further reply has been got. 

Veeti Paananen, 

http://tuntis.net 

http://tuntis.net/
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Game Maker Script of the Month 

GMLscripts.com is an excellent resource for Game Maker 

scripts. I have chosen a great script from their site that 

demonstrates excellent methods of checking for collisions, 

etc. 

¢Ƙƛǎ ƛǎǎǳŜΩǎ ǎŎǊƛǇǘ ƛǎ άǇƻƛƴǘψƛƴψǇƻƭȅƎƻƴέ ǿƘƛŎƘ ŎƘŜŎƪǎ 

whether or not is a point inside a polygon. It requires the 

points coordinates to be input and the id of the polygon. 

point_in_polygon  

/*  

**  Usage:  

**      point_in_polygon(x,y,polygon);  

**  

**  Arguments:  

**      x,y        a test point, real  

**      polygon    ds_list containing XY coordinate pairs  

**                 defining  the shape of a polygon          

**  

**  Returns:  

**      TRUE if the point is inside the polygon,  

**      FALSE otherwise  

**  

**  GMLscripts.com  

*/  

{  

    var  x0,y0,polygon, inside;  

    var  n,i,poly_x,poly_y,x1,x2,y1,y2,m,b,ix,iy;  

    x0 = argument0 ;  

    y0 = argument1 ;  

    polygon = argument2 ;  

    inside = false ;  

    n = ds_list_size (polygon) div 2;  

    i = 0;  

    repeat  (n) {  

        poly_x[i] = ds_list_find_value (polygon, 2*i);  

        poly_y[i] = ds_list_find_value (polygon, 

2*i+1);  

        i += 1;  

    }  

    poly_x[n] = poly_x[0];  

    poly_y[n] = poly_y[0];  

    i = 0;  

    repeat  (n) {  

        x1 = poly_x[i];  

        y1 = poly_y[i];  

        x2 = poly_x[i+1];  

        y2 = pol y_y[i+1];  

        if  (((y1 <= y0) && (y2 > y0)) || ((y1 > y0) && 

(y2 <= y0))) {  

            if  (x1 == x2) {  

                if  (x1 > x0) inside = !inside;  

            }else{  

                m = (y2 -  y1) / (x2 -  x1);  

                b = y1 -  m * x1;  

                ix = (y0 -  b) / m;  

                iy = y0;  

                if  (ix > x0) inside = !inside;  

            }  

        }  

        i += 1;  

    }  

    return  inside;  

}  

Creating a polygon: polygon_create  
L ƘŀǾŜ ŎǊŜŀǘŜŘ Ƴȅ ƻǿƴ άǇƻƭȅƎƻƴψŎǊŜŀǘŜέ ǎŎǊƛǇǘ ǘhat could be 

used with the point_in_polygon script. Feel free to use it as 

well. 

polygon_create  
/*  

**  Usage:  

**      polygon = polygon_create(x1,y1,x2,y2,x3,y3,....);  

**  

**  Arguments:  

**      x1,y1,etc. coordinates of polygon, in pairs  

**  

**  Returns:  

**       ID of Polygon  

**  

**  Created by Eyas Sharaiha,  

**   to be used for polyg on_ functions  

**   found at GMLs cripts. com 

**  MarkUp, Issue 3, May  

*/  

POLYID=ds_list_create ();  

i=0;  

do 

{  

  ds_list_add (POLYID,argument [i]);  

  ds_list_add (POLYID,argument [i+1]);  

  i+=2;  

}  

until ( variable_local_exists ("argument"+ string (i))  

==false )  

 

return  POLYID; 

Until next time, 

Eyas Sharaiha 

 

This article powered by:  

http://GMLscripts.com/ 

http://gmlscripts.com/



