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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 

Table of Contents 
Editorials 

Navigating Free Resources ................. 2 
Running a Web (Browser) Game........ 4 

Tutorials 

C# Hello World Tutorial ..................... 3 
GM Script of the Month ..................... 5  
DaΩǎ .ƛƴŀǊȅ CƛƭŜ CǳƴŎǘƛƻƴǎ  ................ 9 
Quick Tips: Developing a Game ....... 11 
Guide to Addictive Games ............... 14 
XML vs. INI ....................................... 16  
Game Manuals ................................. 19 

Reviews 

Sapphire Tears ................................... 6 
Gregg the Egg  .................................. 17 

Interview of the Month 

David "Mr.Chubigans" Galindo ........ 12 

 

 

MarkUp is a gmking.org publication, 

please visit GMking for more free 

game development resources! 

 

! 

http://markup.gmking.org/
http://www.fontfreak.com/fonts-a.htm
http://www.fontfreak.com/fonts-a.htm
http://www.fontfreak.com/fonts-a.htm
http://www.searchfreefonts.com/
http://www.sxc.hu/
http://www.planetside.co.uk/terragen
http://www.yoyogames.com/make/resources/
http://www.panelmonkey.org/
http://openclipart.org/
http://gmc.yoyogames.com/?showtopic=22863
http://plasticbugs.com/
http://getpaint.net/
http://www.blender.org/
http://openoffice.org/
http://getfirefox.com/
http://free.grisoft.com/
http://gmc.yoyogames.com/
sf.net
http://download.com/
http://gmking.org/


http://markup.gmking.org   Page | 3  

  

  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://markup.gmking.org/
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://markup.gmking.org/
http://tuntis.net/
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  Tutorials 

Design & Development Tutorials 

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://markup.gmking.org/
http://gmlscripts.com/
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  Reviews 

Game Reviews 

Sapphire Tears 

While on my mission to look for games 

that work on my operating system 

(Vista), I came across Sapphire Tears. 

Sapphire Tears is created by JakeX, well 

known for making cool multiplayer 

Game Maker games. L ƘŀǾŜƴΩǘ ǇƭŀȅŜŘ ƛǘ 

much due to the lack of users on the 

ǎŜǊǾŜǊΣ ōǳǘ ƘŜǊŜΩǎ Ƴȅ ƧǳŘƎƳŜƴǘ ŦǊƻƳ 

ǿƘŀǘ LΩǾŜ ǎŜŜƴΗ 

First of all, I should make it clear that 

the game is a Work In Progress, and not 

a complete Game Maker creation. But 

worry not, for I will judge it with that in 

mind! 

User Interface Part 1: Pre -

game UI 
The game has an incredibly friendly user 

interface, even before starting to play, 

you are greeted with a Reflect Games 

System (will be later discussed) prompt 

ŦƻǊ ȅƻǳǊ ŀŎŎƻǳƴǘ ƛƴŦƻǊƳŀǘƛƻƴΦ ¢ƘŜǊŜΩǎ ŀ 

great nice link at the button that opens 

a web-page for you to create a new 

ŀŎŎƻǳƴǘΣ ƛƴ ŎŀǎŜ ȅƻǳ ŘƻƴΩǘ ƘŀǾŜ ƻƴŜΦ 

L ŎƻǳƭŘƴΩǘ ƘŜƭǇ ōǳǘ ŎƻƳǇŀǊŜ ƛǘ ǘƻ !W!·-

powered, Web 2.0-based applications 

that we now see all over the internet. 

 

I like its design, look, and feel a lot! But 

on my ultra-ƘƛƎƘ ǊŜǎƻƭǳǘƛƻƴ ŀƴŘ мтέ 

Monitor, text is just too small! I know 

ƛǘΩǎ ƳŜŀƴǘ ǘƻ ōŜ ǎƳŀƭƭ ŀƴŘ ŜƭŜƎŀƴǘΤ ōǳǘ 

ǘƘŀǘΩǎ Ƨǳǎǘ ǘƻƻ ƳǳŎƘΦ 

For all the above, my rating for the Pre-

ƎŀƳŜ ¦L ƛǎ ф ƻƴ Ƴȅ ΨƳŜǘǊƛŎΩ ǎŎŀƭŜΦ 

User Interface Part 2: 

Gamer  Interface  
What I mean by Gamer Interface is the 

environment of games in terms of 

options available, and the amount of 

control that this environment gives you 

over the game and player, and the ease 

of use and understanding of that 

interface. 

When examining the interface, 

everything you need is really right in 

front of you! You have your health, 

ammo, map, team information, and 

other similar information. Once you get 

ǳǎŜŘ ǘƻ ƛǘΣ ƛǘΩǎ ǊŜŀƭƭȅ Ŝŀǎȅ ǘƻ ŦƛƴŘ ǿƘŀǘ 

you need and use it. 

With such amount of information 

available all the time, one would think 

the view is way too cluttered ς but 

ŀǇǇŀǊŜƴǘƭȅΥ ƛǘ ƛǎƴΩǘΗ LǘΩǎ ǎƛƳǇƭŜ ŀƴŘ ǘƻ-

the-point, yet informative in every way 

you want it to be. I like it. But again: 

PLEASE! Use larger text! 

Anyways, the game also gets 10 on 

Game Interface. 

Gaming Controls  
Before (or if) you ask, the answer is no: 

Gaming controls and gamer interface 

ŀǊŜƴΩǘ ǘƘŜ ǎŀƳŜΦ /ƻƴǘǊƻƭǎ ƛƴŎƭǳŘŜ ǘƘŜ 

use of input devices to control the 

player directly, while the Gamer 

Interface is about using the output to 

deduct what you should do with a 

player and do it. 

So, the game uses WSAD for movement, 

space for jumping, left and right mouse 

http://markup.gmking.org/
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buttons for controlling the weapons, 

mouse wheel to switch ammo, and 

some other keyboard buttons to give 

you all the kinds of information you 

should need. 

Does the description above sound 

familiar? Well, it does to me, at least. 

WSAD movement, jumping, and the use 

of mouse in that way have been 

increasingly popular these days. I 

especially remember a similar set of 

controls for Counter Strike, and many 

others. 

The reason such pattern and set of 

controls is popular is due to one reason: 

ƛǘ ǿƻǊƪǎΗ LǘΩǎ ŜŀǎȅΣ ƛǘΩǎ ŦŀǎǘΣ ŀƴŘ ƛǘ ƛǎ 

everything a gamer might need. So why 

not base yet another game off it, I say. 

The game controls get a 10. 

Music 
The game includes two full-length, 

custom made (as far as I can tell), and 

high quality mp3 tracks. First of all, in 

terms of the number of tracks, there are 

two ideas in conflict: less music files 

means less space, but on the other 

hand, more music files mean more 

versatility and fun. 

Even if this is a work in progress, I 

ǿƻǳƭŘΩǾŜ ŜȄǇŜŎǘŜŘ ǎƻƳŜ ƳƻǊŜ ƳǳǎƛŎΦ 

True, the tracks are long and high-

quality, which is a HUGE plus, but I just 

needed some more. 

The first is really, really, good! It is 

exciting, fits with the mode of the game, 

and just makes you want to play! But 

ǘƘŜƴΣ ǘƘŜǊŜΩǎ ǘƘŜ ǎŜŎƻƴŘ ƻƴŜΣ ǿƘƛŎƘ 

starts off way too calm and 

ΨƳȅǎǘŜǊƛƻǳǎΩΧ ƘƛƎƘ ǉǳŀƭƛǘȅΚ ¸ŜǎΦ .ǳǘ 

ǘƘŀǘΩǎ Ƨǳǎǘ ƴƻǘ ǿƘŀǘ ǘƘŜ ƎŀƳŜ ƴŜŜŘǎΦ 

Due to lack of versatility in the music, 

along with my own (possibly inaccurate) 

ƻǇƛƴƛƻƴ ŀōƻǳǘ ǘƘŜ ǘǊŀŎƪǎΣ LΩƭƭ ƎƛǾŜ ǘƘŜ 

music 7 out of 10. 

Sound effects 
There are two questions that I ask 

myself before determining the score of 

ŀ ƎŀƳŜΩǎ ǎƻǳƴŘ ŜŦŦŜŎǘǎΥ ŦƛǊǎǘΣ ƛǎ ǘƘŜ 

game giving me what it needs to give 

me? And then, is the game providing 

some extra effects that enrich the game 

experience? 

Well, for the first question: the answer 

is definitely yes. The game is providing 

the needed sound effects, such as those 

ŦƻǊ ǎƘƻƻǘƛƴƎΣ ŜǘŎΦ ¢ƘŀǘΩǎ ŀ ǊŜŀƭƭȅ ƎƻƻŘ 

thing. 

But then, the game is only providing 

ǿƘŀǘ ƛǎ ǊŜǉǳƛǊŜŘ ŦƻǊ ƛǘ ǘƻ ƎƛǾŜΣ ǘƘŜǊŜΩǎ 

ƴƻǘ ƳǳŎƘ ƻŦ ŀƴ ΨŜƴǊƛŎƘŜŘΩ ǳǎŜǊ 

experience really. I like the sounds, they 

are well made, but that is as far as it 

goes. The game gets 8 out of 10 in 

sound effects. 

User Experience  
5ŀƳƳƛǘΗ ¢ƘŜ ƎŀƳŜΩǎ ǎƻ ŜȄŎƛǘƛƴƎΗ bƻΣ LΩƳ 

serious. When you start shooting people 

ŀƴŘ ǎǘǳŦŦΣ ǘƘŜǊŜΩǎ ǘƘƛǎ ŀŘǊŜƴŀƭƛƴŜ ǊǳǎƘ 

that fills your body. The game is 

definitely fun. But there are a few 

annoyances here and there, such as the 

roughness of the stairs, and slight 

amount of bugs here and there. 8 out of 

10. Period. 

http://markup.gmking.org/
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Graphics Part 1: Models and 

textures  
¢ƘŜ ƎŀƳŜΩǎ ƳƻŘŜƭǎ ŀǊŜ ǇǊŜǘǘȅ ǎƛƳǇƭŜ 

geometrical shapes, such as cones, 

spheres, and cuboids. Textures are soo 

simple, almost non-existing. But guess 

what? It fits the game. I enjoy the 

ƎŀƳŜΩǎ ƎǊŀǇƘƛŎǎ ŀƴŘ ƳƻŘŜƭǎΣ ōǳǘ ǿƘŜƴ 

ƭƻƻƪƛƴƎ ŀǘ ƛǘ ǘƘƻǊƻǳƎƘƭȅΣ ƳƻǊŜ ǎƘƻǳƭŘΩǾŜ 

been done. 7.5 out of 10 is a good 

score. 

Graphics Part 2: Effects 
If someone wants to look at the game in 

ŀ ǎƘŀƭƭƻǿ ǿŀȅΣ ȅƻǳΩƭƭ ƻƴƭȅ ǎŜŜ ƻƴŜ ǘype 

of effects: explosions. I must admit they 

look really good, but I really wanted to 

see more of that. 

Players are just simple models; their 

ǇŀǊǘǎ ŘƻƴΩǘ ƳƻǾŜ ƻǊ ŀƴȅǘƘƛƴƎΣ ǘƘŜȅ Ƨǳǎǘ 

move ςas blocks ς from one place to 

another. 

One the other hand, I saw a nice effect 

that I liked: the reloading effect. It is 

those little things that just add up and 

deliver an excellent experience for the 

gamer. Unfortunately, it is only one 

άƭƛǘǘƭŜ ǘƘƛƴƎέΦ Lǘ Ƨǳǎǘ ƴŜŜŘŜŘ ƳƻǊŜΦ 

For all the reasons above, I give the 

game 7 out 10, as it is still a work in 

progress, and more will be hopefully be 

coming in time. 

System 
The actual game is probably coded 

ŜƴǘƛǊŜƭȅ ōȅ WŀƪŜ·Σ ŀǎ L ŘƛŘƴΩǘ ǎŜŜ ŀƴȅ 

reference to other systems being used. 

It was nice and fitted its purpose, but a 

few bugs appeared here and there. 

 

The game uses the Reflect Account 

system, which is an excellent system for 

multiplayer games, which uses DLLs to 

utilize excellent network and 

multiplayer gaming capabilities. 

FredFredrickson is to thank for the 

system. 

CƻǊ άǎȅǎǘŜƳέ ǘƘŜ ƎŀƳŜ ƎŜǘǎ у ƻǳǘ ƻŦ млΣ 

mainly because of the bugs in the 

movement system, which should be 

ironed out in time for the public release. 

 

7ÈÙ ) ×ÏÎȭÔ ÂÅ ÊÕÄÇÉÎÇ ÏÎ 

Storyline  
I will not judge the game by its storyline, 

ŀǎ ƛǘ ǎƛƳǇƭȅ ŘƻŜǎƴΩǘ ƘŀǾŜ ς or need ς a 

storyline. The game is more of a social 

one than it is a hardcore game. Though, 

LΩƳ ǎǳǊŜ Ƴŀƴȅ ǇŜƻǇƭŜ ǿƻǳƭŘ ŀǇǇǊŜŎƛŀǘŜ 

a storyline. 

Overall  
The game gets an average score of 8.3 

out of 10. That is really good, 

particularly to a work in progress game. 

JakeX have definitely done a huge 

amount of work on that game, but 

ǘƘŜǊŜΩǎ ǎǘƛƭƭ ŀ ƭƻǘ ƳƻǊŜ ǘƻ ŘƻΦ 

уΦо ƛǎ ŀ ǊŜŀƭƭȅ ƎƻƻŘ ǎŎƻǊŜΣ ōǳǘ LΩƭƭ ōŜ 

looking forward to review the whole 

ǘƘƛƴƎΣ ƻƴŎŜ ƛǘΩǎ ŎƻƳǇƭŜǘŜΦ 

Eyas Sharaiha 

Get the latest version of Sapphire Tears 

for yourself at: 

gmc.yoyogames.com/?showtopic=291170  

 

Summary 
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Overall

Pros. The game is nice, and has a 

great interface! I like the controls 

and basic concept of the game and 

it seems to have a sufficient user-

base, compared to a regular WIP 

game. The game also has a map 

editor, which I didn't mention.  

Cons. When you look at it, it is really 

simple -- not the good simple. I'd 

love to see a story line, better 

graphics and models, and more of 

everything. At its current stage, it is 

simply: too little. 

http://markup.gmking.org/
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Explained The binary file functions were added in 

Game Maker 5.2. They offer a better 

and more complete way to read and 

write data to and from files. Although 

ƛǘΩǎ ƴƻǘ ŀōǎƻƭǳǘŜƭȅ ƴŜŎŜǎǎŀǊȅ ǘƘŀǘ ȅƻǳ 

use them, they will definitely be useful 

when you want to store data in more 

advanced file formats. 

Binary?  
To put it simple, binary means 

άŎƻƴǎƛǎǘƛƴƎ ƻŦ ƻƴŜǎ ŀƴŘ ȊŜǊƻŜǎέΦ ²ƘŜƴ 

talking about binary data, we usually 

refer to computer data in its simplest 

form, that is, bytes.  

A byte is the smallest amount of data 

that a computer works with. A byte is 

always 8 bits and each bit can be either 

1 or 0. That gives a total of 256 values 

that can be stored in a byte, ranging 

from 0 to 255. Those values would be 

difficult to read and interpret, a solution 

is ASCII code. 

ASCII code 
In ASCII code, readable characters and 

some other characters, such as tab, line 

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 on 

each computer; the latter 128 are 

extended ASCII codes and might be 

different depending on the computer 

ȅƻǳΩǊŜ ǿƻǊƪƛƴƎ ƻƴΦ ¢ƘŜ !{/LL ǘŀōƭŜ Ŏŀƴ 

be found at: 

http://www.asciitable.com/.  

±ƻƛƭŁΣ ǘƘŀǘΩǎ ŀƭƭ ŦƻǊ ǘƘŜ ǘƘŜƻǊŜǘƛŎŀƭ ǇŀǊǘΦ 

Reading a binar y file  
Now you can start to use GM to read 

and write bytes to files. To show how to 

read data from binary files, open 

bƻǘŜǇŀŘ ŀƴŘ ǿǊƛǘŜ ά¢Ƙƛǎ ƛǎ ŀ ōƛƴŀǊȅ 

ŦƛƭŜΦέ όǿƛǘƘƻǳǘ ǘƘŜ ǉǳƻǘŜǎύΣ ǘƘŜƴ ǎŀǾŜ 

ǘƘŜ ŦƛƭŜ ŀǎ άōƛƴŀǊȅΦǘȄǘέΦ bƻǿ ȅƻǳ ƳƛƎƘǘ 

ǘƘƛƴƪΥ άIŜȅΣ ŀǊŜƴΩǘ ǿŜ going to create a 

ōƛƴŀǊȅ ŦƛƭŜΚέΦ ²ŜƭƭΣ ȅƻǳ Ƨǳǎǘ ŘƛŘΦ 9ŀŎƘ 

text file is a binary file, but a text file 

contains readable characters (most of 

ǘƘŜ ǘƛƳŜύΦ {ƻ ƴƻǿ ȅƻǳΩǾŜ ŎǊŜŀǘŜŘ ŀ 

binary file. 

Open GM and add one object and one 

room and add the object to the room. 

!ŘŘ ǘƘŜ ŀŎǘƛƻƴ ά9ȄŜŎǳǘŜ ŀ ǇƛŜŎŜ ƻŦ 

ŎƻŘŜέ ǘƻ ǘƘŜ ŎǊŜŀǘŜ ŜǾŜƴǘ ŀǎ ǿŜƭƭΦ !ƭƭ 

code will go there. Save the editable in 

the same directory as the binary file. 

bƻǿ ƛǘΩǎ ǘƛƳŜ ǘƻ ŀŘŘ ǘƘŜ ŎƻŘŜΦ ¢ƘŜ ŦƛǊǎǘ 

thing you need to do is open the file: 

file= file_bin_open ƽƧÂÉÎÁÒÙƚÔØÔƨƗʣƾƘ 

Two arguments are passed to the 

function: 

Argument Value 

filename ƛƴ ǘƘƛǎ ŎŀǎŜ άōƛƴŀǊȅΦǘȄǘέ 

mode a real number indicating 
the mode: 
0 reading 
1 writing 
2 both reading and  
 writing 

 

The function returns an integer id that 

must be used in all other binary file 

functions. This id is stored in the 

ǾŀǊƛŀōƭŜ άŦƛƭŜέΦ 

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_message( string (firstcharacter));  

LŦ ȅƻǳΩǾŜ ǘǊƛŜŘ ǘƘƛǎ ƻǳǘΣ ȅƻǳΩƭƭ ƴƻǘƛŎŜ ǘƘŀǘ 

ǘƘŜ ƳŜǎǎŀƎŜ ƛǎ άупέΦ bƻǊƳŀƭƭȅΣ ȅƻǳ 

ǿƻǳƭŘ ŜȄǇŜŎǘ ǘƘŜ ƳŜǎǎŀƎŜ ǘƻ ōŜ ά¢έΣ 

http://markup.gmking.org/
http://www.asciitable.com/
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CcCContCont.Explained ǎƛƴŎŜ ƛǘΩǎ ǘƘŜ ŦƛǊǎǘ ŎƘŀǊŀŎǘŜǊ ƛƴ ά¢Ƙƛǎ ƛǎ ŀ 

binary file.έ  What is wrong here? 

The file_bin_read_byte function, as the 

name implies, reads a byte from a file. 

Since a byte is a number (as seen 

before), this function returns a real 

ǾŀƭǳŜΦ bƻǿ ǿŜ Ŏŀƴ ǎŜŜ ǿƘŀǘΩǎ 

ƘŀǇǇŜƴƛƴƎΦ ¢ƘŜ ŦǳƴŎǘƛƻƴ ŘƻŜǎƴΩǘ ǊŜǘǳǊƴ 

the character, but the ASCII code of the 

character. If you look up the ASCII code 

for the letter ά¢έΣ ȅƻǳΩƭƭ ǎŜŜ ƛǘΩǎ упΦ 

To convert the ASCII code to a 

ŎƘŀǊŀŎǘŜǊΣ ȅƻǳ Ŏŀƴ ǳǎŜ DaΩǎ chr 

function: 

chr (84);  

The above code would return the string 

ά¢έΦ ¢ƘŀǘΩǎ ŜȄŀŎǘƭȅ ǿƘŀǘ ǿŜ ǿŀƴǘΦ bƻǿ 

we can write the correct code: 

firstcharacter=  

           chr ( file_bin_read_byte (file));  

show_message( string (firstcharacter));  

¸ƻǳΩƭƭ ƴƻǘƛŎŜ ǘƘŀǘ ǘƘƛǎ ǇƛŜŎŜ ƻŦ ŎƻŘŜ 

correctly reads the byte and turns it into 

ŀ ǎǘǊƛƴƎΦ bƻǿ ǘƘŜǊŜΩǎ ŀƴ ƛƳǇƻǊǘŀƴǘ 

remark here: the file_bin_read_byte 

function reads the byte, then goes to 

the next byte in the file. So the next 

time you use the function, it will return 

the next byte. 

Now the first character has been read. 

But to read all of the characters in an 

Ŝŀǎȅ ǿŀȅΣ ǿŜΩǊŜ ƎƻƛƴƎ ǘƻ ǳǎŜ ŀ ƭƻƻǇ όȅƻǳ 

can remove the above piece of code in 

the code editor). 

A simple repeat loop will be sufficient. 

Only one question remains: how many 

times does the loop need to be 

repeated? It needs to be done for each 

byte in the file; this is the same as the 

file size.  

The file_bin_size function can be used 

to retrieve the file size of a binary file. It 

returns the size, in bytes, of the file. 

That size is also the number of times the 

loop needs to be repeated. Add the 

following code in the code editor: 

ÒÅÔÕÒÎÓÔÒˮƨƨƘ 

repeat ( file_bin_size (file))  

{  

returnstr+= chr (  

          file_bin_read_byte (file));  

}  

show_message(returnstr);  

bƻǿ ƛŦ ȅƻǳ Ǌǳƴ ǘƘŜ ƎŀƳŜΣ ȅƻǳΩƭƭ ƴƻǘƛŎŜ ƛǘ 

reads the string correctly. The code 

does the following: 

1. LƴƛǘƛŀƭƛȊŜ ǘƘŜ ǎǘǊƛƴƎ άǊŜǘǳǊƴǎǘǊέ 
2. For each byte in the file: read 

the byte, convert the ASCII code 
to a character and add it to the 
return string (remember that 
the file_bin_read_byte fucntion 
automatically jumps to the next 
position in the file when called). 

3. Show a message that displays 
the string 

 
¢ƘŀǘΩǎ ƛǘΗ bƻǿ ǘƘŜ ƻƴƭȅ ǘƘƛƴƎ ǘƘŀǘ ƴŜŜŘǎ 

to be done is close the file. Use 

file_bin_close to do this: 

file_bin_close(file);  

5ƻƴΩǘ ŦƻǊƎŜǘ ǘƻ Ŏŀƭƭ ǘƘƛǎ ŦǳƴŎǘƛƻƴ ŀŦǘŜǊ 

ȅƻǳΩǊŜ ŘƻƴŜ ǿƛǘƘ ǿǊƛǘƛƴƎ ǘƻ ŀ ŦƛƭŜΦ LŦ ȅƻǳ 

ŘƻƴΩǘΣ ȅƻǳΩƭƭ ǎƻƻƴ ƎŜǘ ƛƴǘƻ ǘǊƻǳōƭŜ 

because GM only supports 32 files open 

at the same time. 

Writing to a binary file  
Writing data to a binary file is pretty 

much the same as reading data from it, 

but there are some important 

differences. First of all, the file needs to 

be opened (you can clear the code in 

the creation event of the object). Now 

add this code: 

file= file_bin_open ƽƧÔÅÓÔƚÔØÔƨƗʦƾƘ 

Like the previous time, the 

file_bin_open function opens the file, 

but, as indicated by the 1, for writing. 

!ƴ ƛƳǇƻǊǘŀƴǘ ƴƻǘŜΥ ƛŦ ȅƻǳΩǊŜ ǳǎƛƴƎ Daт 

the file_bin_open function will create 

the file if it doŜǎƴΩǘ ŜȄƛǎǘΣ ƛŦ ȅƻǳΩǊŜ ǳǎƛƴƎ 

Daс ƛǘ ǿƻƴΩǘΦ ¢ƻ ƎŜǘ ŀǊƻǳƴŘ ǘƘƛǎΣ ƛƴǎŜǊǘ 

the following piece of code before the 

code you just entered: 

fcreate= file_text_open_write ƽƧÔÅÓÔƚÔØÔƨƾƘ 

file_text_close (fcreate);  

This creates the file by using the text file 

functions. 

bƻǿ ǎǳǇǇƻǎŜ ȅƻǳΩŘ ƭƛƪŜ ǘƻ ǿǊƛǘŜ ǘƘŜ 

ǎǘǊƛƴƎ ά¢Ƙƛǎ ƛǎ ŀ ŦƛƭŜΦέ ǘƻ ǘƘŜ ŦƛƭŜΦ CƻǊ ŜŀŎƘ 

character in the string, a byte needs to 

be written to the file. We will use a for  

loop to achieve this. Enter the following 

code in the code editor: 

 

×ÒÉÔÅÓÔÒˮƨ4ÈÉÓ ÉÓ Á ÆÉÌÅƚƨƘ 

for (i=1;i< string_length (writestr)+1;i+=1)  

{  

 file_bin_write_byte (file, ord (  

        string_char_at (writestr,i)));  

}  

The piece of code does the following: 

1. Set the string to write 

http://markup.gmking.org/
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write the corresponding byte to 
the file. Note that a new 
function is used here: ord. It 
does the opposite of chr. chr 
converts an ASCII code to a 
string character, ord converts a 
single string character to a real 
value, the ASCII code. Also note 
that the loop starts at i=1, 
because the first position in a 
string is 1. 

 
And last, the file needs to be closed. 

Add the following code in the editor: 

file_bin_close (file);  

Now run the game. After the game is 

run, the file will have been created. If 

ȅƻǳ ƻǇŜƴ ƛǘ ƛƴ bƻǘŜǇŀŘΣ ȅƻǳΩƭƭ ǎŜŜ ǘƘŀǘ 

the text is there. 

Advanced uses of the binary 

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

 

file_bin_rewrite: same use as 

file_bin_open, but clears the file 

ƛŦ ƛǘ Ƙŀǎ ŎƻƴǘŜƴǘΦ ¸ƻǳ ŘƻƴΩǘ ƴŜŜŘ 

to specify the mode here, since 

it will always be write. 

file_bin_position: in a binary 

file, you read or write at a 

certain position. That position 

can be retrieved with this 

function. The first position in 

the file is 0. 

file_bin_seek: this function sets 

the position in the file. This 

position can, of course, never 

be bigger than the file size. 

 

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

make use of the fact that a single byte 
can contain 256 values. So integer 
numbers up to 255 (numbering starts at 
zero) can be put into a single byte. By 
using some math (div and mod), you 
can store very large integer numbers in 
just a few bytes. 
 
Since all files are binary files, there is 
really no limit to which filetypes you can 
read and write. The problem, of course, 
is that you need to know the structure 
of the file. Examples would be: reading 
xml files, getting metadata from audio 
ŦƛƭŜǎΣΧ 
 
A clever use of the fact that a byte 
consists of 8 bits, either one or zero, 
allows for many new possibilities. 8 
boolean values (true/false values) can 
be stored in a single byte. 
Or suppose you need storage for 16 
possibilities. Then you need 4 bits, since 
4 bits allow 24=16 combinations. The 
ŘƛǎŀŘǾŀƴǘŀƎŜ ƛǎ ǘƘŀǘ ǘƘŜǊŜΩǎ ŀ ƭƻǎǎ ƻŦ п 
unused bits. 
 
And this list goes on... 
 

Bart Teunis 

 Developing a Game 

I have been studying the different ways 

that game developers create their 

games, and I am about to tell you what 

seems to be the most efficient process.  

First of all, you must find an idea to base 

your game on, and then you should 

enhance the idea, until it is a story 

(unless its basketball or something 

without a story). Then you should check 

to see whether you are capable of 

making the game, because why start a 

ƎŀƳŜ ǘƻ ŦƛƴŘ ȅƻǳ ŎŀƴΩǘ ŎƻƴǘƛƴǳŜΚ  

!ŦǘŜǊ ȅƻǳ ƘŀǾŜ ǘƘŀǘ ŦƛƎǳǊŜŘ ƻǳǘΣ ƛǘΩǎ 

usually good to make notes of anything 

about the game, including what code 

you may use, variables, maybe some 

concept art, etc. 

Once you have planned it, begin by 

making some very simple placeholder 

sprites, and start on the engine.  

Part of the way before you complete 

the engine, create a room in which you 

may test and debug features, and then 

continue on the engine. When the 

entire engine is done, you may want to 

add better sprites and sound.  

LǘΩǎ ƛƳǇƻǊǘŀƴǘ ǘƘŀǘ ȅƻǳ ǘŜǎǘ ǘƘŜ ƎŀƳŜ 

yourself and see if you spot any errors, 

fixing them as you find them.  

If you would care to release a beta of 

the game (to get suggestions and bug 

reports), then do so. After that is all 

done, distribute the game in whatever 

way you want (but be careful about 

copyrights). 

Stephan 

 

Q U I C K   T I P S 
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  Interviews 

Game Developer Interview 

David "Mr.Chubigans" Galindo 

I talked with David Galindo, better 
known in our community as 
"Mr.Chubigans", who is one of the top 
talented members of the Game 
aŀƪŜǊ /ƻƳƳǳƴƛǘȅΦ IŜΩǎ ǇǊƻōŀōƭȅ ōŜǎǘ 
known for his 2004 "hit" game 
Sandbox of God, among others. Here's 
an interview with him that I hope 
you will enjoy as I did. 
 

Eyas Sharaiha 

 

1. First of all, since when did you 

start developing games and what 

was your first game?  

I think it was around 2000 or so when I 

first started, all the way back with GM3. 

My first game was called Nocturnal 

Emmision, about a fish who tries to 

assassinate the president. E'gads was it 

awful! Mark Overmars thought the 

same thing (back when he actually took 

submissions for his website personally 

and sent back a thorough email of what 

he thought of the game...man, those 

were the days!) But, my second game 

called The Wal-Mart SUV Parking Lot 

Challenge fared much better. 

2. What was the first game you 

think of as a success? 

Probably the Sandbox of God was my 

biggest one. Other games like Acidbomb 

and Vivid Conceptions won awards on 

various sites, but personally SOG was 

much more of a success because of all 

the feedback I got...especially from 

Christian gamers.  

I didn't intend the game to skew 

towards the religious side of things, 

which is why I kept it a bit light and 

funny...but I still got a lot of great 

feedback from people taking it their 

own way. 

3. All your games have been 

popular, while many GMC members 

struggle to mak e one of their games 

popular. What, in your opinion, 

made your games unique?  

I wouldn't say all my games. J But 

really, I just build on the smallest of 

ideas and work my way to a game. 

Acidbomb was based off of a small 

minigame that was shoved in the extras 

of a game called Smartbomb on the 

PSP...and I thought, hey, if they 

modified the engine and added a whole 

bunch of stuff to that one mini-game, 

they could have had a whole game. 

Then I realized, hey, I could do that! 

4. What is your point of strength? 

Design, programming, etc.  

I am absolutely horrible at 

programming...most of my games are 

80-90% drag and drop GM. I've had 

some people tell me that I should stop 

doing that, but really, why? That's what 

I love about Game Maker...I literally 

couldn't make games without it. So I 

would say design is by best attribute. 

5. Where do you get ideas for your 

games? 

I just have to constantly be thinking 

about it. Most of the time it's influenced 

from other games that I thought had 

tons of potential but didn't quite get 

there, so I build on their core ideas and 

make it my own. 

6. What made Ac!dbomb (1 and 2) 

popular in many sites outside the 

GMC? Was it your efforts or just the 

games? 

It just kind of crawled outside of the 

GMC really...I have no idea how 

magazines and websites find them! I 

used to go through as many sites as 

Sandbox of God 
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  Interviews 

Game Developer Interview 

David "Mr.Chubigans" Galindo Cont. 
possible and submit them, like I did with 

Ore no Ryomi 2. Now I find it more 

interesting to let the game progress on 

its own. If the game doesn't find a home 

outside my website, I know that I did 

something wrong with the game...as the 

case was with Vivid Conceptions. So 

much lost potential in that game...I 

really think I failed its core idea. Kinda 

depressing really. 

 

Ac!dbomb 2 

7. Vertigo Games has gone 

commercial, have you had any 

criticisms from  within your own 

community?  

I thought I would...in fact, I was 

dreading it immensely. But I haven't 

gotten a single negative response...in 

ŦŀŎǘΣ ƛǘΩǎ Ƴƻǎǘƭȅ ǇŜƻǇƭŜ ŎƻƴƎǊŀǘǳƭŀǘƛƴƎ 

me and asking if they could pitch in! 

It was really remarkable, and it just 

makes me realize how great people can 

be sometimes, especially fellow GMers. 

I'm a very happy guy right now. 

8. Which, from your existing games, 

will be released as commercial 

versions? 

Mostly sequels on a case by case basis. 

Acidbomb 2 is the only exception, as I'm 

taking that game and just adding more 

new features to justify the price tag. All 

future games will be completely new, 

like Ore no Ryomi 3 (now called King of 

All Cooks) and possibly the Sandbox of 

God 2: Paradise. 

Most won't have the "2" tag on them 

though. They'll either be called by their 

original title or a new one altogether, 

like King of All Cooks. 

9. What new features should we 

expect in the commercial versions?  

As much as I can think of. It's a bit 

different working commercially...and 

I'm a bit more limited. I can't say, "Well I 

think King of All Cooks should be $10." 

because all distributors start from $20, 

period. So I have to make a game and 

continually add on it until I can say, 

yeah, I'd pay $20 for this game. 

It works for the game's benefit. There 

are a lot of new features going into 

Acidbomb 2 (now called ShellBlast in the 

retail world) that I couldn't have done 

any other way. 

10. Your games will be published by 

Oberon Media. Where you the one 

who contacted them in the first 

place, or were it the other way 

around?  

They contacted me, and I was very 

hesitant as you could imagine. After 

about two weeks from me not 

responding, they emailed me again and 

we set up a phone interview, and it was 

great. It should be going fully 

commercial about a month from now or 

so. 

11. You still have a couple of non -

commercial projects. Are you 

planning on completely shifting to 

commercial in time?  

That's the plan, though I have a few 

games that wouldn't work at all in the 

commercial area (like Napalm of Valor: 

Helicopter Cacophony 3) that I'd like to 

pursue as freeware at some point this 

year. 

 

Napalm of Valor: Helicopter Cacophony 3 

12. When you look at the future, do 

you think Game Maker will still be 

the tool of your choice, or will you 

have to move on sometime? 

As long as I'm making PC games, I'll be 

using Game Maker, no question. 

13. Is there anything else you'd like 

to say? 

It's a great time to be in the indie-game 

business, and all of us that use Game 

Maker are in a great position to be 

pioneers. I can't wait to see what the 

future of Game Maker and YoYo Games 

will bring us...it's an exciting time to be 

a game maker! 

 

So that was it, my interview with 

Mr.Chubigans. You can visit his website 

at http://www.v ertigogaming.net/. 
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  Tutorials 

Design & Development Tutorials 

Guide to Addictive Games 

Many people often use the term 

άŀŘŘƛŎǘƛǾŜέ ǿƘŜƴ ŘŜǎŎǊƛōƛƴƎ ŀ ƎŀƳŜ ŀƴŘ 

game developers who are familiar with 

this term try to achieve it in their 

ƎŀƳŜǎΦ .ǳǘ ƛǘΩǎ ƻŦǘŜƴ ƳƻǊŜ ŘƛŦŦƛŎǳƭǘ ǘƘŀƴ 

you might think. 

An addictive game is a game which 

creates a need for the user to play the 

game again ς an addiction. The idea is 

the game must have a good replay value 

that enables the player to think about 

playing the game in the first place. 

-ÁÉÎ ÐÏÉÎÔÓ ÉÎ Ȱ!ÄÄÉÃÔÉÖÉÔÙȱ 
I will later go into the details, but an 

άŀŘŘƛŎǘƛǾƛǘȅέ ƻŦ ŀ ƎŀƳŜ ŘŜǇŜƴŘǎ Ƴŀƛƴƭȅ 

on the following points: 

1. Replay value 

2. Game variety 

3. Audience friendly 

The third point is specifically important 

ς ƛƴ ƎŀƳŜǎΣ ǘƘŜǊŜΩǎ ƴƻ ǎǳŎƘ ǘƘƛƴƎ ŀǎ 

άǇƭŀȅŜǊ ŦǊƛŜƴŘƭȅέ ƻǊ άǳǎŜǊ ŦǊƛŜƴŘƭȅέ ŀǎ 

there are all kinds of users: some like 

old-school games, some like action, 

some like strategy ς you can never 

please them all! The idea is you should 

pick your target audience, and make 

your game appealing to that particular 

audience; no one expects you to make 

everyone love it. 

Types of Addictive Games 
A game can either achieve long term 

addictivity or short term addictivity. 

Short term addictivity is relatively easier 

to achieve, while long term addictivity is 

harder and usually requires more skill 

and creativity. 

Short term addictivity  
Short term addictivity means when 

someone is addicted to a certain game 

for a period of time, and then ςfor one 

reason or anotherς loses interest. 

 

Loss of interest could be due to: 

1. Little replay value for game 

2. Game is a story; when it is 

ŎƻƳǇƭŜǘŜΣ ǘƘŜǊŜΩǎ ƴƻǘ ƳǳŎƘ 

point playing it anymore 

The former is an issue that only 

experienced game designers can 

ƻǾŜǊŎƻƳŜ ƛǘΣ ǘƘŜ ǎŜŎƻƴŘ ƛǎƴΩǘ ǊŜŀƭƭȅ ŀ 

problem ς the game developer chooses 

to make a game with a certain story, 

levels, and winning conditions, and, 

when such winning conditions are met, 

it is to be expected that a player would 

stop playing the game. 

When a game has little replay value, 

something in that game must be 

changed ς exactly what needs to be 

changed depends on each particular 

case, sometimes ranges from adding 

little extras to a radical change in the 

ƎŀƳŜΩǎ ŀŎǘǳŀƭ ŎƻƴŎŜǇǘΦ 

Long term addictivity  
If you want to achieve long term 

addictivity of a game, then you should 

ŦƛǊǎǘ ŎƻƴǎƛŘŜǊ ǿƘŀǘ ǘȅǇŜ ƻŦ ƎŀƳŜ ȅƻǳΩǊŜ 

ƳŀƪƛƴƎΦ ¢ƘŜǊŜ ŀǊŜ ƭƻǘǎ ƻŦ ǘȅǇŜǎΣ ōǳǘ LΩƭƭ 

only cover two general categories. 

Addictive Games

Long Term Addictivity

Versatile 
Games

Restricted 
Games

Short Term 
Addictivity
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