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Navigating Free Resourt

With the overwhelming deluge of fre
resource sites, and the underwhelmir
dearth of truly good free resources
game creators are often left on a new
ending merrygoround of sites, and
content.

There are some important things to
remember before going on a resourc
scavengeK dzy G T Yy I YSf &z
everything you see. Copyright plays
big role in what resources you can us
You need to make sure the author
free sprites, fonts, etc will allow usef

their materials in a game. Most authol
of these kinds of resources will on
allow them to be used in free games.

There are also a lot of free tools fc
game developers, IDEs like Game Ma
for instance.

Here is anextendedlist 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

Yy
i

4"‘ y 7 -
8 A0k DA

Terragen

Backgrounds
stock.xchng
http://www.sxc.hu/

Page |2

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

Sprites
YoYo Games Resources
www.yoyogames.com/make/resources

¢tKS t S2L) SQa
http://www.panelmonkey.org/

{ LINR |

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

,2dz Oy 3SG 2dzad
need for your next game project fo
free, and you can also get sormr
excellent norgame related freebies a:
well. Such ashe http://openoffice.org
office suite, http://getfirefox.com web
browser andhttp://free.grisoft.comfree
anti-virus.

You can also find a wealtif free game
resources in thegmc.yoyogames.corr
forums. And a lot of excellent free tool
at sf.netanddownload.com

See you next month!

Robin Monks

Tableof Contents

amking.org
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C# Hello World Tutorial

| previously published a Hello Worl click it to see a list of different thing ( K I {
/ bbb I youcan do with it.

Gdzi 2 NR I f F2NJ
make another tutorial for the successc
of C++: C#.

For this tutorial, you will need to hav
Microsoft Visual Studio 2005 installe
for C# (Microsoft Visal C#). You can ge
the express version for free from th
Microsoft here ( xrl.us/MSVBEXxp )

Highly Recommended.

Starting a project
¢2 S OK
start a completely empty project anc
see how it all falls in together. To sta

Yy SYLJ e LIN2 2SO
t N22SO0iX¢é FNRBY {tf
OK224S GKS aovLiiea
screenshot below), and give it a
appropriate name.

Il FGSNJ @82dz Of Andtice ad
G{2fdzirAzy O9ELX 2NB

right side of the screen. Choose yo
solution name (project name) and rigt

. ¢ =
- - G' // -4-\\‘
s # v { cf o
: ;

Yiindows 3% . | Empty creen Saves
i Project / Starter KA
Apphecation phica k/

-
»
2 £
-~ -~
b cewa o
: nde
search

nlne Te

An empty progect for cresting » local appiication
Name Markp 3 Hello -'-«‘"J

http://markup.gmking.org

82dz o2 [T ieLISa

Solution Explorer - MarkUp 3 HelloWerld  + 3 2
» ]
;1 Solution MarkUp 3 Hello World' (1 project)
5. MackUp 3 Hello World!
o References
P FGSNI NRIKG Of A O

item from the menu, andfrom its
adzoYSydz aSf SO

The dialogue that will pop uj
will allow you to select differen
2F AGSY

C

FTALf S¢ D

hLlSy AG |yR @&2dzQf
enough to add a little bit of code to i
Blank the code file, since this tuiat
aims at teaching you the cornerstone
of C#.

Code file z initialization

'yEA1S I bbz AY

initialize  iostream, string handlini } :

functions, or any other type of heade

e d
£ 3] @

Windows

Collect Jame ame

oK

@ Tutorials

82dz R2y Qi &1

properly runable as is.

However, nost 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 th
GdzaaAy3aé O2YYIlF YRY

¢CKAEA oAt
calling functions.

Initializing class and main

function

Functions must belong to a certain
class so before making your main
function ¢ which includes all the code in
it ¢ you will need to create a class.

The class will contain the functionsath
we will need to use.

Now that you have a class, you can pu
the Main() function in it.

The Main() function

The main function acts as an entry poin
for the whole program. It is the single
function that is automatically called by
the program to begin exaition. More
advanced programs use the mair
functions to call the rest of the
functions, but the main function itself
needs to exist in order for a program to
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C# Hello World Tutori&@ont.

execute.

To initialize the main function, you nee
to write the following:

WAIKG 1y263s e2dz |
1ly2¢6 g KL G aadal d
represents, as you still (if you are indes
a newbie user, that is) have no or littl
knowledge about functions, etc.

The action's code

Running a Web (Browser) Game

Hello, I'm tuntis. | used to run a we
browser game called"MarketCrash",
which was quite a good experience.
however, closed the game, and I'
going to tell you more about the game:

Ok, so | got the game source from
person that had ran the game in Finnis
("Pérssiromahdus"® R A (i 2 NXeah,
65 O yazf OGNRYi2 SA

He closed the project (being mor
successful than | was) to work o
"Zezenia". | translated it to English ar
restarted the game.

| advertised literally everywhere | wa
allowed to and got a few (ten, maybe?
players. Ok, it wentjuite good for a few
weeks or something. Then | starte
implementing new features, until

figured that | had started the econom
and all in a bad way. It went somewh:

Page |4

The abovdine of code itself will write a TNhe whole thing
G1 Stt2% 62NI RHé  { using System;
02 yazt So b2d8 i K I © class  GMkingTutorial

uKS addza Ay 3 {ead S static void Main()
{

0SIAAYYAYyIs &2d:QR { ]
___________________________________________________ Console.WriteLine("Hello, :
s System.Console.WriteLine  ("Hello, ; world!"); 5
! world!™; P

b2GS GKI dzy t A1 S

function automatically makes it an _

AYRSLISYRSy G fAyss Conclusion

need to add a return characterC# is indeed a very interesting
manually. There is, however, a WritetJNE INJ Y'Y Ay 3t y3Idz
function that does not do that really good at C++, you might want to

automatically, if you for some reasondive it & shot. Of course, C# does hav
need that. its own disadvantages, such as bein

tied up with the .NET framework, etc.

Evas Sharaiha
¢ | b ¢ L

like this: we restart the &7 A
game with all good \) /
suggestions imple

mented, and have

"game masters" to

balance the going. ‘5

1. User makes account.
' ASN) ySSRaA nny
factory (business).
3. User gos to work (4) or takes ¢
bank loan (4b).
4. Unfortunately not
a. User works until he has reallyanybody was )
enough money to make interested, so |
his factory. even sent a mass
b. User just goes to make e-mail to the high
the factory. base of 104 users (counting banne
5. User makes a factory of specif ones). No, it didn't really work.
type, sets prices and waits fo

somebody to do job for him, ! closed the game shortly after, an

and therefore increase the offered the source to the best soundin

number of products in stock. ~ Pe€rson. | sent it to somebody; n
6. Game runs. further reply has been got.

Veeti Paananen,
http://tuntis.net

Ok, obviously that couldn't have worke
for a long time. So first | proposed the

http://markup.gmking.org
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This article powered by: .
. Tutorials
http://GMLscripts.com/

Game Maker Script of the Montl

GMLsripts.com is arexcellent resource for Game Make Jelse{ 5
scripts. | have chosen a great script from their site tl: :_:ﬁ'z 'myf)xll 02 - X1y i
demonstrates excellent methods of checking for coIIisio§ ix=(y0 - b)/;71; !
etc. i Iy = y0;

if  (ix > x0) inside = linside;

¢CKAA AaadzsSQa &AONRLIG A& < }
whether or not is a point inside a polygoh.requires the : } L ;
points coordinates to be input and the id of the polygon. } =
return inside;
Y é
PJTTI I IInssssssssssssss
** Usage:

Creating a polygon: polygon_create
L KIF@S ONBIFGSR Yeé 2 ghatcoulddd

**  point_in_polygon(x,y,polygon);

*%

** Arguments:

w yxy  atestpoint, real used with the point_in_polygon script. Feel free to use it
**  polygon ds_list containing XY coordinate pairs i well.
** defining the shape of a polygon :
** Returns: E __________________________________________________________________________
. *  TRUE if the point is inside the polygon, U '
i **  FALSE otherwise I Usage:
o : **  polygon = polygon_create(x1,y1,x2,y2,x3,y3,....);
© ** GMLscripts.com § =
D 1% Arguments:
i { ” **  x1,yl,etc. coordinates of polygon, in pairs .
i var x0,y0,polygon, inside; X o ]
i var n,i,poly_x,poly_y,x1,x2,y1,y2,m,b,ix,iy;
: op R ID of Polygon

x0 = argumentO;
y0 = argumentl;

| . ** Created by Eyas Sharaiha,
polygon = argument2;

** 10 be used for polyg on_ functions

inside = false ; = found at GMLs  cripts. com
; n= ds_list_size (polygon) div 2; ** MarkUp, Issue 3, May
i i=0; )
repeat (n) { .1 POLYID=Is_list_create  ();
i poly_x[i] = ds_list_find_value (polygon,  2*); |
poly_y[i] = ds_list_find_value (polygon, 1 i=0; i
L 2%i+1); 'l do ;
e P |
i } 11 ds_list_add (POLYID,argument[i]);
i poly_x[n] = poly_x[O0]; i ds_list_ add (POLYID,argument][i+1]); 1
: poly_y[n] = poly_y[0]; o2 i
- i=0 i ;
: repeat (n) {
! x1 = poly_x]i; »ountil  (variable_local_exists ("argument"+ string (i) -
y1 = poly_y[i; | =false )

x2 = poly_x[i+1];
y2=pol y_y[i+1]; ]
it (((yl <=y0) && (y2 >y0)) || ((y1 > y0) && | return  POLYID;
(y2<=y0) {
if (x1==x2) {
if (x1 > x0) inside = linside;

Until next time,
Eyas Sharaiha

http://markup.gmking.org Page |5
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Sapphire Tear

While on my mission to look for game
that work on my operating systen
(Vista) | came across Sapphire Tea
Sapphire Tears is created by JakeX, v
known for making cool multiplaye
Game Maker games. KI @Sy Qi
much due to the lack of users on th
ASNBSNE odzi KSNBC
gKIG LQOS aSSyH

First of all, | should make it clear th:
the game is a Work In Progress, and r
a complete Game Maker creation. Bl
worry not, for | will judgetiwith that in
mind!

User Interface Part 1: Pre -

game Ul

The game has an incredibly friendly us
interface, even before starting to play
you are greeted with a Reflect Gam
System (will be later discussed) prom
F2NJ 82dzNJ | 002 dzy i
great nice link at the button that open:
a webpage for you to create a nev
I O02dzy Gz Ay OFas

L O2dzZ RyQiu KSfL) 0o
powered, Web 2.hased applications
that we now see all over the internet.

M - ey

| like its design, look, arféel a lot! But

Page |6

on my ultraK A 3 K
Monitor, text is just too small! | know
YSI yi

Al Qa

idKFGQa

2dza i

NE & 2 f dz

G2 o085

22 Y

For all the above, my rating for the Prt

3Irys

L

A a

® 2y Yi

User Interface Part 2:

Gamer Interface
What | mean by Gamer Interface is tr
environment of games in terms o
options available, and the amount c
control that this environment gives yol
over the game and player, and the ea:
of use and understanding of tha

interface.

When

examiing

the

interface,

everything you need is really right i
front of you! You have your health

ammo, map,

team

information, anc

other similar information. Once you ge

dza SR

g2

Al

AlQa

EF Reviews

J— -
7
o,
y <
——-\E} e e
(]

you need and use it.

With such amount of informtion

availableall the time one would think
the view is way too clutteredc but

F LILJ NBydftey Al A4
the-point, yet informative in every way
you want it to be. | like it. But agair
PLEASE! Use larger text!

Anyways, the game also getdd on
Game Interface.

Gaming Controls
Before (or if) you ask, the answer is n
Gaming controls and gamer interfac

FNBYy Qi GKS aryvySo
use of input devices to control the
player directly, while the Game

Interface is about using the qoit to
deduct what you should do with ¢
player and do it.

So, the game uses WSAD for moveme
space for jumping, left and right mous

http://markup.gmking.org
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buttons for controlling the weapons
mouse wheel to switch ammo, an
some other keyboard buttons to giv
you all the kind of information you
should need.

Does the description above sour
familiar? Well, it does to me, at leas
WSAD movement, jumping, and the u
of mouse in that way have bee
increasingly popular these days.
especially remember a similar set «
controls for Counter Strike, and man
others.

The reason such pattern and set
controls is popular is due to one reaso
AG 62Ny aH LdiQa SI
everything a gamer might need. So wl
not base yet another game off it, | sa
The game controls get 10.

Music

The game includes two fuitngth,
custom made (as far as | can tell), al
high quality mp3 tracks. First of all, i
terms of the number of tracks, there ar
two ideas in conflict: less music file
means less space, but on the oth
hand, more music files mean more
versatility and fun.

Even if this is a work in progress,
g2dzZ RQO®S SELISOUSK
True, the tracks are long and higl
quality, which is a HUGE plus, but | jt
needed some more.

The first is really, really, good! It i
exdting, fits with the mode of the game
and just makes you want to play! Bt
IKSys (GKSNBEQa (K¢
starts off way too calm anc

: . —~
—_ — T i - - S

http://markup.gmking.org

EF Reviews

WY& AaUGSNA2dzZa QX KA 3
GKIGQa 2dzad yz2a ¢

Due to lack of versatility in the music
along with my own (possibly inaccurate
2LIAYA2Y | 062dzi GKS
music 7 out of 10.

Sound effects

There are two questions that | as
myself before determining the score ¢
- 3FrYSQa 4&az2dzyR S
game giving me what it needs fgive
me? And then, is the game providir
some extra effects that enrich the gam
experience?

Well, for the first question: the answe
is definitely yes. The game is providil
the needed sound effects, such as tho
F2NJ akK22dAy3sx SicC
thing.

But then, the game is only providin
gKFEG A& NBIjdzAi NBR
y 2 i YdzOK 27 oy
experience really. | like the sounds, the
are well made, but that is as far as
goes. The game gets 8 out of 10
sound effects.

User Experience

5/l YYAGH ¢KS 3 YSQ:
serious. When you start shooting peop
FYR addzF¥r GKSNBC
that fills your body. The game i
definitely fun. But there are a few
annoyances here and there, such as t
roughness of the sirs, and slight
amount of bugs here and there. 8 out ¢
10. Period.

Page |7
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Graphics Part 1: Models and

textures

¢KS 3IFrYSQa Y2RSft a
geometrical shapes, such as cone
spheres, and cuboids. Textures are s
simple, almost nosexisting. But guess
what? It fits the game. | enjoy the
IFYSQa 3INI LKAOA |
f221Ay3 4 Al GK2
been done. 7.5 out of 10 is a goc
score.

Graphics Part 2: Effects

If someone wants to look at the game
F aKlIftft2g ol ez ywpe
of effects: explosions. | must admit the
look really good, but | really wanted t
see more of that.

Players are just simple models; the
LJ NIia R2y QG Y20S
move cas blocksg from one place to
another.

One the other hand, | sawrsce effect
that | liked: the reloading effect. It i
those little things that just add up an
deliver an excellent experience for th
gamer. Unfortunately, it is only on
GEAGOHES GKAYy3IED L

For all the reasons above, | give tl
game 7 ot 10, as it is still a work i

progress, and more will be hopefully t |

coming in time.

System
The actual game is probably code
SyiaANBte o0& WH{S-

reference to other systems being use *

Page |8

Pros. The game is nice, and has
great interface! | like the controls
and basic concept of the game an
it seems to have a sufficient usel
base, compared to a regular WI
game. The game also has a ”%yste
editor, which | didn't mention.
Cons.When you look at itit is really
simple -- not the good simple. I'd

love to see a story line, bettebraphic

graphics and models, and more ¢
everything. At its current stage, it i
simply: too little.

It was nice and fitted its purpose, but
few bugsappeared here and there.

Reflect
Account System

The game uses the Reflect AccoL
system, which is an excellent system f
multiplayer games, which uses DLLs
utilize excellent network  and
multiplayer gaming capabilities
FredFredrickson is to thank for th
system.

C2NJisx&a §KS 3II YS

mainly because of the bugs in th
movement system, which should b
ironed out in time for the public release

) o~ —

Overal

Kp Reviews

Gamer
Interface

Controls
Music
) SoundFX
Experience
7EU ) x1 160 AZ
Storyline

I will not judge the game by its storyline
Fa Ad &AYLIcorneedl Sa
storyline. The game is more of a soc
one than it is a hardcore game. Thoug
LQY adza2NB Ylye LIS2
a storyline.

Overall

The game gets an average score of |
out of 10. That is really gooc
particularly to a work in progress gam
JakeX have definitely done a hug
amount of work on that game, bu
GKSNBQa adAatt

ydo Aa | NEIffe
looking forward to review the whole
GKAYy3Is 2y0S AdQa

Eyas Sharaihe

Get the latest version of Sapphire @es
for yourself at:
gmc.yoyogames.com/?showtopic=291170

http://markup.gmking.org
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Da Qa

The binary file functions were added
Game Maker 5.2. They offer a bettt
and more complete way to read an
write data to and from files. Althougl
AlQa y20G | oazft dzi €
use them, they will definitely be useft
when you want to storedata in more
advanced file formats.

Binary?

To put it simple, binary mean
GoO2yaraidAiaya 27 2y
talking about binary data, we usuall
refer to computer data in its simples
form, that is, bytes.

A byte is the smallest amount of daf
that a computer works with. A byte i
always 8 bits and each bit can be eith
1 or 0. That gives a total of 256 valu
that can be stored in a byte, rangir
from O to 255. Those values would
difficult to read and interpret, a solutior
is ASCII code.

http://markup.gmking.org

ASCllcode

In ASCII code, readable characters ar
some other characters, such as tab, lint
feed and carriage return, are
represented by one of the values of a
byte. The first 128 are defined in the
ASCII standard and are the same o
each computer; the latter 128are
extended ASCIl codes and might b
different depending on the computer
€2dzQNBE g2NJ Ay3d 2y«
be found at:

http://www.asciitable.com/
+2AfLT GKFGQa |

Reading a binary file

Now you can start to use GM to read

and write bytes to files. To show how t«

read data from binary files, open

b20iSLIR YR @gNRGS

TAESOPE OGoAGK2dzt
S A& AoAyl|l

iKS FAfS
GKAYT1Y @l $a&ng tolcrkkeyaC

g Tutorials

. AY Il N CA

OAYlIINE TFTAfSKeéd 2S5
text file is a binary file, but a text file
contains readable characters (most o
0KS GAYSO® {2 y294
binary file.

Open GM and add one object and one
room and add the object to the om.
l'RR GKS [OGA2Y dac¢
O2RS¢ G2 GKS ONBI

code will go there. Save the editable ir

the same directory as the binary file.

b2g AdQa GAYS G2 |
thing you need to do is open the file:

Two arguments are passed to the
function:

filename
mode

Ay GKAA OIF a
a real number indicating
the mode:
0 reading
1 writing
2 both
writing

reading and

The function returns an integer id that
must be usedin all other binary file
functions. This id is stored in the
B NAFOES aFAESeEd

Next, the characters in the file need to
be read. Enter the following code, and
then run the game:

firstcharacter=  file_bin_read_byte  (file); |
show_messagé string (firstcharacter)); ]

LT &2dz2Q@dS (NASR (K
GKS YSaal3asS ra ay
g2dzf R SELISOG GKS
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Da Qa

aAyO0S AGQa GKS FA
binary file¢ What is wrong here?

Thefile_bin_read_bytefunction, as the
name implies, reada byte from a file.
Since a byte is a number (as se
before), this function returns a ree
gl f dzS o b2g %S C
KFELIWSyYyAy3ad ¢KS TFd:
the character, but the ASCII code of tl

character. If you look up the ASCII co_

@ Tutorials
AY Il NE CAtA

repeated? It needs to be done for eact

byte in the file; this is the same as theWriting to a binary file

file size. Writing data to a binary file is pretty
much the same as reading data from it
but there are some important

G

N

The file_bin_sizefunction can be used

to retrieve the file size of a binary file. It . . !
y differences. First of all, the file needs tc

returns the size, in bytes, of the file. .
. _ be opened (you can clear the code ir
That size is also the number of times the

the creation event of the objectiNow
loop needs to be repeated. Add the JectiN

add this code:
following code in the code editor: I

forthe letterd ¢ ¢ = &2 dzQt t | OAOO0OT 000" 22K S

i repeat (file_bin_size  (file)) Lo . .

; { . Like the previous  time, the
To convert the ASCIl code 10 & o= chr( . file_bin_open function opens the file,
OKIF NI OuUSNE  &2dzchC file_bin_read_byte  (file));  : but, as indicated by the 1, for writing.
function: L} ) L c A

| show_messagéreturnstr); P y , A Y LJ2 NI | Yu )f 20SY
Y i ittty ' the file_bin_open function will create
e o b2s AT &2dz NHzy akdahefileifitdSay Qi SEAA&GE

The above code would return the strin

Al 62yQio ¢2

reads the string correctly. The codeP @ €

Gcéd C¢KIFGQa SEI Ol doesthe following: the following piece of code before the
we can write the correct code: ) ___ codeyou just entered:
1. LYAuAlLtAl' S 4KS
| firstcharacter=~ | 2. For each byte in the file: reag fereate= file_text open_wite s 20A 00t 0
: chr (file_bin_read_byte ~ (file)); the byte, convert theASCII code_Me-textclose  (fereate): i
| show_messagdstring _(firstcharacten)); to a character and add it to the __ _ _ _
return string (remember that This creates the file by using the text file
, 2dzZQ1 f y2uaos u. F_<|' the file_bin_read_byte fucntion functions.
correctly reads the byte and turns it int automatically jumps to the next A 5
I @&4GNAYy3I® b2g (K position in the file when called). P 24 @ dzZLlLlZas &2 dzQR
remark here: the file_bin_read_byte 3. Show a message that displays@ U NAYy 3 a¢KAa Aa |
function reads the byte, then goes t the string character in the string, a byte needs tc
¢KFuQa AUH b2g UKSggpto achieve this. Enter the following

time you use the function, it will returr
the next byte.

Now the first character has been rea
But to read all of the characters in
Srae gresx ¢gSQNB 3
can remove the above piece of code
the code editor).

l
I
Al

A simplerepeat loop will be sufficient.
Only one question remains: how mar
times does the loop need to b
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to be done is close the file. Usecqde in the code editor:
file_bin_closeao do this:

file_bin_close(lej; .,

. xOEOAOOO" c4EEAt EQ@ A £EE

5 2 y‘ Qi FT2NHEHS g2 G for (i=1;i< string_length  (writestr)+1;i+=1) |
Y - e A pe ~ : { E
e 2 dzQNB R2 y S gAUK i file_bin_write_byte (file, ord( i
R2y Qi = 2 dzOf f 32! string_char_at ~ (writestr,i))); :

because GM only supports 3iE open

at the sametime. The piece of code does the following:

1. Set the string to write

http://markup.gmking.org
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2. For each character in the string
write the corresponding byte tc
the file. Note that a new
function is used hereord. It
does the opposite ofchr. chr
converts an ASCIlI code to
string characterord converts a
singlestring character to a rea
value,the ASCII code. Also nof
that the loop starts at i=1,
because the first position in
string is 1.

And last, the file needs to be close
Add the following code in the editor:

---------------------------------------------------

Now run the game. After the game
run, the file will tave been created. I
@2dz 2LISY Al Ay b2
the text is there.

Advanced uses of the binary

file functions

GM has a few other functions that de:
with binary files. They are:

Developing a Game

| have been studying the different way
that game developers create thei
games, and | am about to tell you whi
seems to be the mosfficientprocess.

First of all, you must find an idea to ba:s
your game on, and then you shoul
enhance the idea, untiit is a story
(unless its basketball or somethin
without a story). Then you should chec
to see whether you are capable ¢
making the game, because why start
3FrYS 2 FAYR &2dz

' FGSNI @2dz KI @S
http://markup.gmking.org
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file_bin_rewrite same use a:
file_bin_open but clears the file
AT AL KlFa Ozyi
to specify the mode here, sinc
it will always be write.

file_bin_position in a binary
file, you read or write at &
certain position. That positior
can be retrieved with this
function. The first position ir
the file is O

file_bin_seek this function sets
the position in the file. This
position can, of course, neve
be bigger than the file size.

This tutorial covered reading an
writing strings to binary files. To writ
real values to a file, you could conve
them to astring, and then write that
string to the file. Another, more
advanced way to do this would be f

usually good to make rtes of anything
about the game, including what cod
you may use, variables, maybe son
concept art, etc.

Once you have planned it, begin t
making some very simple placehold
sprites, and start on the engine.

Part of the way before you complet
the engine, create a room in which yo
may test and debug features, and the
continue on the engine. When the
entire engine is done, you may want t
add better sprites and sound.

@ Tutorials

Q

N

make use of the fact that a single by!
can contain 256 values. So integ
numbers up to 255 (numbering starts ¢
zero) can be put into a single byte. E
using some math div and mod), you

can store very large integer numbers
just a few bytes.

Since all files are binary files, there
really no limit to which filetypes you ca
read and write. The problem, of cours:
is that you need to know the structure
of the file. Examples would be: readir
xml files, getting metadata from audi
FAE SazIX

A clever use of the fact that a byt
consists of 8 bits, either one or zert
allows for many new possibilities.

boolean values (true/false values) ce
be stored in a single Dbyte.
Or suppose you need storage for I
possibilities. Then you need 4 bits, sin
4 bits allow 2=16 combinations. The

RA&lIRGIyGlr3asS Aa
unused bits.
And this list goes on...
Bart Teunis
QUICK TIP

LGQ&a AYLRZNIFYyG Gk
yourself and see if you spot any error
fixing them as you find them.

If you would care to release a beta (
the game (to get suggestions and bt
reports), then do so. After that is a
done, distribute the game in whateve
way you want (but be careful abo
copyrights).

Stephan
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David "Mr.ChubigansGalind

| talked with David Galindopetter
known in  our community as
"Mr.Chubigans", who is one of thep
talented members of the Game
al TSN /2YYdzyAGe o
known for his 2004 "hit" game
Sandbox of God, among others. Hert
an interview with him that | hope
you will enjoy a$ did.

Eyas Sharaihe

| think it was around 2000 or so when
first started, all the way back with GMz
My first game was called Nocturng
Emmision, about a fish whdries to
assassinate the president. E'gads wa:
awful! Mark Overmars thought the
same thing (back when he actually tot
submissions for his website persona
and sent back a thorough email of wh
he thought of the game...man, thos
were the days!) Butmy second game
called The WaMart SUV Parking Lc
Challenge fared much better.

Probably the Sandbox of God was r
biggest one. Other games like Acidbor
and Vivid Conceptions won awards (
various sites, but personally SOG w
much more of a success because of
the feedback | got...especially fror
Christian gamers.

| didn't interd the game to skew
towards the religious side of things
which is why | kept it a bit light an
funny...but | still got a lot of grea
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feedback from people taking it thei
own way.

| wouldn't say all my gamesl But
really, | just bdd on the smallest of
ideas and work my way to a gami
Acidbomb was based off of a smz
minigame that was shoved in the exsre
of a game called Smartbomb on th
PSP...and | thought, hey, if the
modified the engine and added a whol
bunch of stuff to that one mingame,
they could have had a whole gam
Then | realized, hey, | could do that!

I am  absolutely horrible ai
programming...most of my games ar

80-90% drag and drop GM. I've he
some people tell me that | should sto
doing that, but really, why? That's whe
| love about Game Maker...I literall
couldn't make games without it. So |
would say design is by best attribute.

| just have to constantly be thinkin
about it. Most of the time it's influencec
from other games that | thought hac
tons of potential but didn't quiteget
there, so | build on their core ideas ar
make it my own.

It just kind of crawled outside of the
GMC really... have no idea ho
magazines andwvebsites find them! |
used to go through as many sites
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David "Mr.ChubigangGalindoCont.

possible and submit them, like | did wil
Ore no Ryomi 2. Now | find it mor
interesting to let the game progress @
its own. If the game doesn't find a hom
outside my website, | know that | di
something wrong with the game...as th
case was with Vivid Conceptions. .
much lost potential in that game...
really think | failed its core idea. Kinc
depressing really.

would...in fact, |
dreading it immensely. But | haven
gotten a single negative response...

| thought | wa

FIOGX A0GQa vyYzalf e
me and asking if they could pitch in!

It was really remarkable, and it jus
makes me realize how great people ci
be sometimes, especially fellow GMe
I'm a very happy guy right now.

Mostly sequels on a case by case ba
Acidbomb 2 is the only exceptipas I'm
taking that game and just adding moil

http://markup.gmking.org

new features to justify the price tag. A
future games will be completely new
like Ore no Ryomi 3 (now called King
All Cooks) and possibly the Sandbox
God 2: Paradise.

Most won't have the "2" tag onhem
though. They'll either be called by the
original title or a new one altogether
like King of All Cooks.

As much as | can think of. It's a t
different working commercially...anc
I'm abit more limited. | can't say, "Well
think King of All Cooks should be $1(
because all distributors start from $2(
period. So | have to make a game a
continually add on it until 1 can say
yeah, I'd pay $20 for this game.

It works for the game's beefit. There
are a lot of new features going int
Acidbomb 2 (now called ShellBlast in tl
retail world) that | couldn't have done
any other way.

They contacted me, and | was ve
hesitant as you could imagine. Afte
about two weeks from me not
responding, they emailed me again ar
we set up a phone interview, and it we
great. It should be going full
commercial abou month from now or
So.

That's the plan, though | have a fe
games that wouldn't work at all in the
commercial area (like Napalm of Valc
Helicopter Cacophony 3) that I'd like t
pursue as freeware at some point th
year.

As long as I'm making PC games, I'll
using Game Maker, no question.

It's a great time to be in the indigame
business, and all of us that use Gar
Maker are in a great position to b
pioneers. Ican't wait to see what the
future of Game Maker and YoYo Gam
will bring us...it's an exciting time to b
a game maker!

So that was it, my interview with

Mr.Chubigans. You can visit his websit

at http://www.v_ertigogaming.net/.
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Guide to Addictive Games

Many people often use the tern
G RRAOUADGSE 6KSY
gamedevelopers who are familiar witt
this term try to achieve it in theil
IryYSao . dzi AdGQa 2
you might think.

An addictive game is a game whi
creates a need for the user to play tt
game agairg an addiction. The idea i
the game mushave a good replay valu
that enables the player to think abot
playing the game in the first place.

- AET DI ET OO0 EI
I will later go into the details, but ai
G RRAOGUAOGAGREE 27
on the following points:

1. Replay value
2. Game vaety
3. Audience friendly

The third point is specifically importar
¢AyY 3JFLYSaszs GKSNBC
GLIE I @8SNJ FNASYRE &¢
there are all kinds of users: some lil
old-school games, some like actiol
some like strategy¢ you can never
please them all! The idea is you shou
pick your target audience, and mak
your game appealing to that particule
audience; no one expects you to mal
everyondove it.

Types of Addictive Games

A game can either achieve long ter
addictivity or short term adictivity.
Short term addictivity is relatively easie
to achieve, while long term addictivity i
harder and usually requires more sk
and creativity.
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Short term addictivity

Short term addictivity means whe
someone is addicted to a certain gan
for a peiod of time, and thencfor one
reason or anotheg loses interest.

Loss of interest could be due to:

1. Little replay value for game

2. Game is a story; when it is
O2YLX SGS> GKSN
point playing it anymore

issue that on
designers cat

The former is an
experienced game

2P0SNO2YS AlGzZ GKS
problem ¢ the game developer choose
to make a game with a certain ston
levels, and winning conditions, anc
when such winning conditions are me
it is to be expected that a player woul
stop phying the game.

When a game has little replay valus
something in that game must bt
changed ¢ exactly what needs to be
changed depends on each particul
case, sometimes ranges from addir
little extras to a radical change in th
3 YysQa I OlGdat O2y!

Long term addictivity

If you want to achieve long term
addictivity of a game, then you should
FANBGO O2YyaARSNI gKI
YI1{Ay3ad ¢KSNB | NB
only cover two general categories.
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