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9ŘƛǘƻǊΩǎ 5Ŝǎƪ 

Teamwork ɀ Part 1 of 2 
LǘΩǎ ǳƴŀǾƻƛŘŀōƭŜΣ Ƴƻǎǘ ƎŀƳŜǎ ƴŜŜŘ 

more than one person to work on them, 

ŀƴŘ ȅƻǳΩǊŜ ƎƻƛƴƎ ǘƻ ƴŜŜŘ ǘƻ ǿƻǊƪ ƭƛƪŜ ŀ 

team, on a timeline, on a budget to get 

it done. (9ŘƛǘƻǊΩǎ bƻǘŜΥ Hmm... sounds 

like MarkUp J )  

A lot of teams involve people who 

ŀǊŜƴΩǘ ƭƻŎŀƭΤ ǘƘŜ ƻƴƭȅ ǿŀȅ ǘƻ ŎƻƴƴŜŎǘ ƛǎ 

Ǿƛŀ ŎȅōŜǊǎǇŀŎŜΦ  LǘΩǎ ŀ ŎƘŀƭƭŜƴƎŜ ǘƻ ƪŜŜǇ 

these kinds of teams motivated, to keep 

the challenged, and to get them all on 

MSN at once! 

LΩǾŜ Ƙŀǎ ǎƻƳŜ ŜȄǇŜǊƛŜƴŎŜ ǿƻǊƪƛƴƎ ƛƴ 

ǘƘŜǎŜ ƪƛƴŘǎ ƻŦ ŜƴǾƛǊƻƴƳŜƴǘǎΣ ŀƴŘ LΩƳ 

going to share some of it with you.  But 

ōŜ ǿŀǊƴŜŘΣ ƛǘΩǎ ƴƻǘ ŀƭƭ ƎƻƛƴƎ ǘƻ ǿƻǊƪ ŦƻǊ 

you; everyone has different ideas and 

different ways of getting things done, 

but these tools should help to get your 

team all on one page. 

Live Meetings  
There are a lot of different ways your 

ǘŜŀƳ Ŏŀƴ ƳŜŜǘ ƭƛǾŜΦ  ¸ƻǳΩƭƭ ǇǊƻōŀōƭȅ 

decide on whatever the majority of your 

team prefers.   Some of the solutions we 

use at marking include... 

Skype 

 

Skype (skype.com) is a free user-to-user 

high-quality telephone service for 

Windows, Mac and Linux that also 

supports dialling to hard phones for a 

fee.  

 

Windows Live! Messenger  

 

WLM (messenger.msn.com) is one of 

the most popular IM clients.  It has chat, 

voice, video and file sharing 

functionality.  The latest version also 

includes technology Microsoft recently 

acquired from FolderShare.com  (in 

typical Redmond  naming genius now 

ŎŀƭƭŜŘ ά{ƘŀǊƛƴƎ CƻƭŘŜǊǎέΤ ǘƘŜ 

FolderShare application is still available 

separately for Windows and Mac, but 

ƛǎƴΩǘ ŎƻƳǇŀǘƛōƭŜ ǿƛǘƘ ǘƘŜ ²[a ǾŜǊǎƛƻƴύ 

that allows people to share folders with 

their contacts. 

Internet Relay Chat  
IRC is another popular way to handle 

team meetings, especially if you have a 

large team.  IRC can handle hundreds of 

simultaneous users (the #ubuntu 

channel on freenode is often over 1,000 

strong). 

Creating a channel for your team on a 

server like irc.gamemaking.org (a free 

service from the kind, generous people 

who bring you MarkUp) is a quick way 

to get your team together.  (For IRC 

usage info, see gmking.org/irc) 

See you next month for part 2! 

Robin Monks 

Â 

EDITORIALS Eh? 

¢ƘǊƻǳƎƘƻǳǘ ǘƘƛǎ ƛǎǎǳŜΣ ȅƻǳΩƭƭ ƴƻǘƛŎŜ 

two new signs at the ends of articles: 

Q & Â 

These two new symbols will guide 

you through the articles, the circling 

arrow means the article continues on 

the next page, the square means the 

article ends. 
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  Game Maker 7 Resources 

There are millions of resources 

everywhere you turn. But how do you 

pick the good ones from the bad? Well 

over the past 3 years I have seen 

hundreds of resourceful websites 

through my website 

GameMakerResource. Nƻǿ ƛǘΩǎ ǘƛƳŜ ŦƻǊ 

me to share with you some of the best 

ǊŜǎƻǳǊŎŜ ǎƛǘŜǎ ƻǳǘ ǘƘŜǊŜΦ ¢ƻŘŀȅ LΩƳ 

going to look at Sprites and Sprite 

Sheets.  

Spriters Resource  
http://www.spriters-resource.com/  

 

When it comes to fan-based sprites this 

website has it covered. From Sonic, 

Megaman, Mario to Final Fantasy, Ecco 

ǘƘŜ 5ƻƭǇƘƛƴ ƻǊ ŀƴȅǘƘƛƴƎ ƛƴ ōŜǘǿŜŜƴ ƛǘΩǎ 

all here.  It not only has full character 

sets (and when I say full, I mean full!) it 

also contains backgrounds for some of 

the games. If you want to make a 

remake, then before you go elsewhere 

check out this resource. 

GTA/GTA London Cars 
azz.gouranga.com/carmanager/cars.shtml  

Need car sprites? Look no further than 

this site. It literally has thousands of 

ǳǎŜǊ ǎǳōƳƛǘǘŜŘ ŎŀǊ ǎǇǊƛǘŜǎΦ LΩƳ ƴƻǘ Ƨǳǎǘ 

talking GTA rips either; these are all 

custom GTA style sprites. There are 

some fairly average cars in the 

collection and it can be hard to search 

through all the cars for a particular 

model, however if you start browsing 

from about page 80 and work your way 

upwards you will find some really good 

car sprites. 

 

Sprite Database 
http://sdb.drshnaps.com/  

/ƻǳƭŘƴΩǘ ŦƛƴŘ ǿƘat you want at Spriters 

Resource? Not a problem, Sprite 

Database may have what you want. 

With thousands of sprite sets organized 

by their game name, it is easy to find 

what you are looking for. The sprite 

ǉǳŀƭƛǘȅ ƻǾŜǊŀƭƭ ƛǎƴΩǘ ŀǎ ƎƻƻŘ ŀǎ ǘƘŜ 

Spriters Resource, but there are still 

ǇƭŜƴǘȅ ƻŦ ƎƻƻŘ ƻƴŜǎ ƻƴ ǘƘŜǊŜΦ Lǘ ŘƻŜǎƴΩǘ 

ƘŀǾŜ Ƴŀƴȅ ǎǇǊƛǘŜǎ ƻŦ ǘƘŜ άōƛƎ ƎŀƳŜǎέ 

like Mario and Sonic, although it does 

have a lot of sprites for the smaller 

games. Well worth checking out. 

 

Conclusion 
Remember if you use ANY sprites from 

ANY resource to give credit to the 

creator as they took the time to 

rip/draw it. A lot of sprite sheets will 

have the ŎǊŜŀǘƻǊΩǎ details on them, 

although some sites like GTA/GTA 

London Sprites just have the creator 

written next to where you download 

the sprite. 

LŦ ȅƻǳ ŎƻǳƭŘƴΩǘ ŦƛƴŘ ǿƘŀǘ ȅƻǳ ǿŀƴǘ ŦǊƻƳ 

these sites or you want other resources 

there is a good collection at 

GameMakerResource.com ς The 

number 1 resource for Game Maker 

users. If you would like us to write 

about your site all you have to do is add 

your site to GameMakerResource.com 

and if we find your website useful we 

may write about it!  

Jason Stockton 

Â 

EDITORIALS 

5ƻƴΩǘ CƻǊƎŜǘΗ 

MarkUp is written completely by YOUR donations of content, without people like you 
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Design & Development Tutorials 

var and globalvar 
var  and globalvar  are both keywords 

that deal with creating variables. The 

var  keyword has been in Game Maker 

for quite some time, the globalvar  

keyword was added in version 7.0. This 

short tutorial will explain how to use 

them and their advantages. 

The var  keyword  
The var  keyword declares a temporary 

variable. It can be used like this: 

var  variable ;  

This piece of code declares a temporary 

variablŜ ǿƛǘƘ ƴŀƳŜ ǾŀǊƛŀōƭŜΦ ¢ƘŜǊŜΩǎ ŀƴ 

important remark here: the variable is 

declared now, but you cannot retrieve 

ƛǘǎ ǾŀƭǳŜΦ ¢Ƙƛǎ ǿƛƭƭ ǘƘǊƻǿ ŀƴ ŜǊǊƻǊΦ ¢ƘŀǘΩǎ 

ǉǳƛǘŜ ƭƻƎƛŎŀƭΣ ǎƛƴŎŜ ƛǘ ŘƻŜǎƴΩǘ ƘŀǾŜ ŀ 

ǾŀƭǳŜ ȅŜǘΦ [ŜǘΩǎ ǎŜǘ ƛǘ ǘƻ рΥ 

variable =5;  

va ria ble  is now set to 5. It is a 

temporary variable, but how long is it 

available? 

¶ When it is declared in a piece of 
code: it only exists in that piece 
of code. Suppose you have two 
ά9ȄŜŎǳǘŜ ŀ ǇƛŜŎŜ ƻŦ ŎƻŘŜέ 
actions in the Create Event. You 
declare a temporary variable in 
the first action. Then it is no 
longer available in the second 
action! 

¶ When it is declared in a script: it 
exists until the script ends 
(meaning after all code is 
executed or when a return  
keyword is reached). 
 

Multiple temporary variables can also 
be declared by separating them by 
ŎƻƳƳŀΩǎΥ 
 
var  variable1, variable2, 

other_variable;  

This piece of code declares 3 temporary 

variables: variable1 , variable2  and 

other_variable  in one line of code. 

Note that temporary variables declared 

with the var  keyword are always local 

variables. You can even interpret this as 

άǾŀǊƛŀōƭŜǎ ƭƻŎŀƭ ǘƻ ǘƘŜ ǇƛŜŎŜ ƻŦ ŎƻŘŜ 

ǘƘŜȅ ǿŜǊŜ ŘŜŎƭŀǊŜŘ ƛƴέΦ 

The var  keyword can be used to create 

temporary variables. This has some 

advantages: 

¶ Scripts with temporary variables 
leave no ƳŜǎǎΦ LŦ ȅƻǳ ŘƻƴΩǘ 
declare the variables as 
temporary, they will still exist 
after the script is run. They then 
are local variables of the 
instance that called the script. 

¶ For loops declare a variable in 
the first part of the statement: 
 

Q 

TUTORIALS 

My game and User Account Control (UAC) N E W   T E C H  

Many of you might be afraid that 

Windows ±ƛǎǘŀΩǎ ƴŜǿ ŦŜŀǘǳǊŜΥ ¦ǎŜǊ 

Account Control might limit your game. 

!ƴŘ LΩƳ ƘŜǊŜ ǘƻ ōǊŜŀƪ ǘƘŜ ƳȅǘƘǎ ŀƴŘ 

destroy the FUD.  

 

IŜǊŜΩǎ ŀ ǎŎǊŜŜƴǎƘƻǘ ƻŦ ǘƘŜ ¦ǎŜǊ ŀŎŎƻǳƴǘ 

control, courtesy of Paul Thurrott. This 

is one of many types of User Account 

control dialogues that appear in 

Windows Visa, and this is the type you 

see when running some Game Maker 

games. 

First, why is this dialogue appearing? 

Well, because the GM executable is 

requesting administrative privileges. 

hƴŎŜ ǘƘŜ άŀƭƭƻǿέ ōǳǘǘƻƴ ƛǎ ǇǊŜǎǎŜŘΣ ƴƻǘ 

only will the executable be able to run 

with administrative privileges, but also 

run other programs with administrative 

privileges without another UAC 

dialogue. 

This means that if your game executes 

background tasks, which themselves 

require administrative privileges, there 

should be no problem. The only 

problem you will have is the original 

UAC dialogue appearing. 

My only annoyance to Game Maker 

ŜȄŜŎǳǘŀōƭŜǎ ƛǎ ǘƘŜ άǳƴƛŘŜƴǘƛŦƛŜŘ 

ǇǳōƭƛǎƘŜǊέ ŀǇǇŜŀǊƛƴƎ ǿƘŜƴ ǘƘŜ ¦!/ 

dialogue appears. Curiously, Mark 

added a publisher and developer 

metadata to the created executables, 

ōǳǘ ŀǇǇŀǊŜƴǘƭȅΣ ǘƘŀǘΩǎ ƴƻǘ ǿƘŀǘ ±ƛǎǘŀ 

reads! So you will always see 

unidentified publisher for your game. 

On the upside, most programs also 

ǊŜǘǳǊƴ ά¦ƴƛŘŜƴǘƛŦƛŜŘ tǳōƭƛǎƘŜǊέΣ ǎƻ 

ǘƘŀǘ ǊŜŀƭƭȅ ŘƻŜǎƴΩǘ ƳŜŀƴ ȅƻǳǊ Ǝame 

would look unprofessional. 

Eyas Sharaiha 

Â 

http://markup.gmking.org/
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Design & Development Tutorials 

var and globalvar 

for (i=0;i<5;i+=1 )  

{  

}  

The piece of code initializes the 

variable i to be used in the for 

loop. A not so good thing is that 

the variable still exists after the 

for loop is executed, which 

might give unwanted results e.g. 

when you try to use the variable 

i in another event of the object 

that is run simultaneously. 

When you declare i as a 

temporary variable before the 

ŦƻǊ ƭƻƻǇΣ ƛǘ ǿƻƴΩǘ ŎŀǳǎŜ ŀƴȅ 

errors: 

var  i;  

for (i=0;i<5;i+=1)  

{  

}  

Much better. Why waste 

memory space for such 

variables anyway? 

The globalvar keyword  
The globalvar keyword declares a global 

variable. It can be used like this: 

globalvar  variable;  

The piece of code declares a global 

variable with name variable. As with the 

var  keyword, the value of the variable 

ƘŀǎƴΩǘ ōŜŜƴ ǎŜǘ ȅŜǘΣ ǎƻ ǘƘƛǎ ǿƛƭƭ ǘƘǊƻǿ 

errors when aǎƪƛƴƎ ŦƻǊ ǘƘŜ ǾŀǊƛŀōƭŜΩǎ 

value. 

bƻǿ ǿƘŜǊŜΩǎ ǘƘŜ ŘƛŦŦŜǊŜƴŎŜ ǿƛǘƘ 

defining global variables the usual way 

όŜΦƎΦ άglobal.variable=0; έύΚ ²ƘŜƴ 

you define global variables by adding 

global . ƛƴ ŦǊƻƴǘ ƻŦ ǘƘŜ ǾŀǊƛŀōƭŜΩǎ 

name, you need to add global .  in 

ŦǊƻƴǘ ƻŦ ǘƘŜ ǾŀǊƛŀōƭŜΩǎ ƴŀƳŜ ŜŀŎƘ ǘƛƳŜ 

ȅƻǳ ƳŀƪŜ ŎƘŀƴƎŜǎ ǘƻ ƛǘΦ ¸ƻǳ ŘƻƴΩǘ ƴŜŜŘ 

to do this when you declare the variable 

with globalvar . There is a small 

disadvantage to this, though. Suppose 

you declare a global variable tmp by 

using globalvar : 

globalvar t mp;  

The variable can simply be changed by 

using e.g. the following piece of code: 

tmp=5;  

Notice that an object always changes 

the value of the global variable tmp with 

this piece of code. There is no way to 

use a local variable with a name tmp 

anymore. An important thing is that 

these variables now can be used as 

DaΩǎ ōǳƛƭǘ-in global variables e.g. score, 

ƭƛǾŜǎΣ ǊƻƻƳΣΧ LƴŘŜŜŘΥ ŀƭǘƘƻǳƎƘ ǘƘŜǎŜ 

ǾŀǊƛŀōƭŜǎ ŀǊŜ ƎƭƻōŀƭΣ ǘƘŜǊŜΩǎ ƴƻ ƴŜŜŘ ǘƻ 

add global.  in front of their name to 

change them. 

As with var , multiple global variables 

can be declared with globalvar : 

globalvar  var1, var2, var3, 

other_var;  

This piece of code declares 4 global 

variables: var1, var2, var3 and 

other_var. 

tŜǊǎƻƴŀƭƭȅΣ L ŘƻƴΩǘ ǘƘƛƴƪ globalvar  has 

many advantages. Although there is 

ƻƴŜΥ ȅƻǳ ŘƻƴΩǘ ƴŜŜŘ ǘƻ ǘȅǇŜ global.  in 

ŦǊƻƴǘ ƻŦ ǘƘŜ ǾŀǊƛŀōƭŜΩǎ ƴŀƳŜ ŀƴȅƳƻǊŜΦ 

And of course there is also the 

ǊŜǎŜƳōƭŀƴŎŜ ǿƛǘƘ DaΩǎ ōǳƛƭǘ-in global 

variables. 

±ƻƛƭŁΣ ǘƘŀǘΩǎ ŀƭƭ ŦƻǊ ƴƻǿΦ L ƘƻǇŜ ǘƘƛǎ 

tutorial has shown you the differences 

between globalvar  and var  and the 

advantages of using them. 

Bart Teunis 

Â 

 

TUTORIALS 

How to make a good FPS 
¢ ¦ b ¢ L { Ω   w ! b ¢  

Probably everybody has played Quake, 

Unreal Tournament, Half-Life or some 

other top-selling first person shooter. 

They can be really "cool", but nowadays 

the quality's just dropping underground 

and I shall list the reasons why: 

Nothing new. Deathmatch is still fun, but 

it's starting to lose it's value (especially if 

the game only consists of that). Bullet-

time is starting to be in every game, which 

is however bad. It's being overused. 

No story. Most of the new FPS shooters 

don't concentrate on a story you could 

actually call "worth playing". Any kind of a 

story would be nice, but just plain "Oh 

noes, there are evil space aliens. Kill all." 

doesn't work. 

Graphics. Graphics are becoming a new 

"quality filter" for all games, and some 

FPS'es are actually just concentrating on 

the graphics rather than gameplay or 

story! 

Gameplay. See also "1. Nothing new". 

You could add real weapons that are 

commonly used in games, but that won't 

just cut it. You'll have to invent something 

that'll make the game more exciting. 

I could list more, but I hope that you got 

the point already. 

Veeti Paananen 

Â 

http://markup.gmking.org/
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Design & Development Tutorials 

Script of the Month 

LΩǾŜ ŎƘƻǎŜƴ ǘƘƛǎ ǎŎǊƛǇǘ ǘƻ ōŜ ǎŎǊƛǇǘ ƻŦ the month due its 

usefulness and efficiency. It is a string manipulation 

ŦǳƴŎǘƛƻƴΣ ǎƻƳŜǘƘƛƴƎ ǿŜΩǾŜ ŀƭǿŀȅǎ ǎŜŜƴ ƛƴ tIt ŀƴŘ ƭŀŎƪŜŘ 

in Game Maker. Ladies and gentlemen, I present to you: 

Explode String  
/*  

**  Usage:  

**      size = explode_string(array,sep,dat a);  

**  

**  Arguments:  

**      array       name of a local array,  

**                  string  

**      sep         seperator character, string  

**      data        array data, string  

**  

**  Returns:  

**      size        size of the array of data  

**  

**  Notes:  

**      Converts a string of data with elements  

**      separated  by a delimiter into an array  

**      of strings.  

**  

**  GMLscripts.com  

*/  

var  arr,sep,dat,len,ind,pos;  

arr = argument0 ;  

sep = argument1 ;  

dat = argument2  + sep;  

len = string_length (sep);  

in d = 0;  

repeat  ( string_count (sep,dat)) {  

    pos = string_pos (sep,dat) - 1;  

    variable_local_array_set (arr,ind,  

       string_copy (dat,1,pos));  

    dat = string_delete (dat,1,pos+len)  

    ind += 1;  

}  

return  ind;  

 

The explode string function separates the input string into 

several strings in an array according to a given separator. 

CƻǊ ŜȄŀƳǇƭŜΣ άIŜƭƭƻΗaȅΗbŀƳŜΗLǎΗ9ȅŀǎέ ŎƻǳƭŘ ōŜ ǳǎŜŘ ŀǎ 

ǘƘŜ ŀǊƎǳƳŜƴǘ ŀƴŘ ǎŜǇŀǊŀǘŜŘ ōȅ ǘƘŜ ǎŜǇŀǊŀǘƻǊ άΗέ ǘƻ ŦƻǊƳ р 

ŀǊǊŀȅǎΥ άIŜƭƭƻέΣ άaȅέΣ άbŀƳŜέΣ άLǎέΣ ŀƴŘ ά9ȅŀǎέΦ 

The title of the array input should be in the form of a 

string, and will be a local array. If you want it to be a global 

ŀǊǊŀȅΣ ȅƻǳ ǎƘƻǳƭŘƴΩǘ ŀŘŘ άƎƭƻōŀƭΦέ ōŜŦƻǊŜ ǘƘŜ ŀǊǊŀȅ ǎǘǊƛƴƎΣ ōǳǘ 

ǊŀǘƘŜǊ ŎƘŀƴƎŜ ǘƘŜ ǎŎǊƛǇǘǎ άǾŀǊƛŀōƭŜψƭƻŎŀƭψŀǊǊŀȅψǎŜǘέ ŦǳƴŎǘƛƻƴ 

ǘƻ άǾŀǊƛŀōƭŜψƎƭƻōŀƭψŀǊǊŀȅψǎŜǘέΦ 

Use 
If you want to see an example on the use of the explode_string 

ŦǳƴŎǘƛƻƴΣ ǘƘŜƴ ȅƻǳ ǎƘƻǳƭŘ ǊŜŀŘ ǘƘŜ ά/{±Υ 9ȄǘǊŜƳŜ 5ŀǘŀ 

{ǘƻǊŀƎŜέ ŀǊǘƛŎƭŜΣ ƛƴ ǘƘƛǎ ƛǎǎǳŜ ƻŦ aŀǊƪ¦Ǉ ƳŀƎŀȊƛƴŜΦ 

Going further  
There are some additional scripts you can use to handle CSV 

content available from GMLscripts.com, here are some 

examples: 

explode_string_globa l 
Creates a global array of strings from data in a given string 
using a given separator as a delimiter. 
http://www.gmlscripts.com/script/explode_string_global 

explode_real  
Creates a local array of reals from data in a given string using a 
given separator as a delimiter. 
http://www.gmlscripts.com/script/explode_real 

explode_real_global  
Creates a global array of reals from data in a given string using 
a given seperator as a delimiter. 
http://www.gmlscripts.com/script/explode_real_global 
 

Eyas Sharaiha 

Â 

TUTORIALS 
This article powered by:  

http://GMLscripts.com/ 

http://markup.gmking.org/
http://www.gmlscripts.com/script/explode_string_global
http://www.gmlscripts.com/script/explode_real
http://www.gmlscripts.com/script/explode_real_global
http://gmlscripts.com/
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CSV: Extreme Data Storage 

In the previous issue, we covered two 

efficient data storage formats: XML and 

INI. Now, I am going to present to you 

another great data storage technique: 

CSV. 

/{± ǎǘŀƴŘǎ ŦƻǊ ά/ƻƳƳŀ {ŜǇŀǊŀǘŜŘ 

±ŀƭǳŜǎέΣ ŀƴŘ ƴƻǊƳŀƭ /{± ŦƛƭŜ ǿƻǳƭŘ ƭƻƻƪ 

something like this: 

name,age,weight,eye color  

John,32,85,blue  

Robert,17,69,green  

Jennifer,12,45,blue  

Rose,16,43,brown  

If you save a file containing these values 

as a *.csv file and try to open it with a 

spreadsheet software like Microsoft 

hŦŦƛŎŜ 9ȄŎŜƭΣ ȅƻǳΩƭƭ ǎŜŜ ǎƻƳŜǘƘƛƴƎ ƭƛƪŜ 

this: 

Microsoft Excel could also save *.csv 

files in a different format, in which fields 

are separated with tabs instead of 

commas. There is really no difference, 

except it is nicer to view in notepad. 

Format  
So, csv fields are separated by commas, 

and csv rows are separated by different 

lines. This format makes one thing very 

ŎƭŜŀǊΥ άǘŀōƭŜέ Řŀǘŀ ŎƻǳƭŘ ōŜ ǎǘƻǊŜŘ ƛƴ 

CSV files. 

 

Tables are a much more efficient form 

of data storage for many things ς but 

ƴƻǘ ŜǾŜǊȅǘƘƛƴƎΦ ¸ƻǳ ŎŀƴΩǘ ǎǘƻǊŜ ƴƻǊƳŀƭ 

settings in tables and expect it to be 

size- and time- efficient. 

Data Storage 
The type of data to by store in tables 

should have: 

a) Common fields 

b) Different rows 

As seen in the figure above, the same 

type of data, for different people is 

stored. This makes it easy to insert, 

manipulate, and read data, in an 

EXTREMELY storage-friendly method. 

For example, I once helped someone to 

work on a Pokémon battle system, and 

part of that was to store information 

about 368 (not sure about the exact 

number) different Pokémon. That 

ŎƭŜŀǊƭȅ ŎƻǳƭŘƴΩǘ ƘŀǾŜ ōŜŜƴ ŘƻƴŜ ƛƴ ŀƴ 

array nor a ds_list (possible, but again, 

not practical). 

Instead, I simply created a .csv file, 

opened it in Microsoft Excel, and 

imported a table from a site I found on 

the internet, to excel itself! It is a very 

Ŝŀǎȅ ǇǊƻŎŜǎǎΣ ŀƴŘ ǾŜǊȅ ǉǳƛŎƪΦ  5ƛŘƴΩǘ 

take anywhere near the time that 

someone would expect toenter 368 

different rows, with more than 10 fields 

each! 

Reading Data 
So we covered how good CSV is, and 

ǎƻƳŜ ƳƛƎƘǘ ŜǾŜƴ ǘƘƛƴƪ ƛǘΩǎ ǘƻƻ ƎƻƻŘ ǘƻ 

ōŜ ǘǊǳŜΦ .ǳǘΣ ƛǘ ƛǎƴΩǘΦ ¢ƘŜǊŜΩǎ ƻƴŜ ƘǳƎŜ 

problem that us Game Maker users 

would face with CSV: Game Maker 

ŘƻŜǎƴΩǘ ǘǊŀŘƛǘƛƻƴŀƭƭȅ ǎǳǇǇƻǊǘ ƛǘΗ 

Yes, you read that right: you will have to 

write your own scripts to read from 

/{±Φ DƻƻŘ ƴŜǿǎ ƛǎΣ ƛǘ ƛǎƴΩǘ ǘƘŀǘ ƘŀǊŘ ƛŦ 

ȅƻǳΩǊŜ ŜȄǇŜǊƛŜƴŎŜŘ ǿƛǘƘ ŦƛƭŜ ƘŀƴŘƭƛƴƎ 

functions. 

Understanding Data  
To be able to actually allow your 

program to understand the different 

parts of the data, you need to separate 

it. Then, you have two choices: 

1) Parse the entire CSV table to an 

array at runtime 

2) Pick the wanted row, parse it, 

and only return the needed 

variable 

Now, each one of these has its own 

advantages and disadvantages. 

Parsing entire table  

This includes reading the whole table, 

and parsing every row, and storing all 

these rows in a two-dimensional array. 

As an individual script, this certainly 

takes more time to execute than the 

other option; however, it makes the 

data already available, which means it 

will save more time in the long term, 

when it might be needed to constantly 

keep reading the data. 

This means that the actual script will 

only be executed once, and then all the 

data could be taken directly from an 

array. 

hƪŀȅΣ ǎƻ ǘƘŀǘΩǎ ƴƛŎŜΦ .ǳǘ ǘƘŜ ǇǊƻōƭŜƳ ƛǎΣ 
ƛŦ ȅƻǳΩǊŜ ǘƘƛƴƪƛƴƎ ŀōƻǳǘ ƛƳǇƻǊǘƛƴƎ ŀ 
large CSV table, like the one I had to 
import for the battle system, and then 
ƛǘΩŘ ƻŎŎǳǇȅ ǘƻƻ ƳǳŎƘ ƳŜƳƻǊȅ ǎǇŀŎŜΦ 
Something that is usually not preferred. 

Q 

 

TUTORIALS 

http://markup.gmking.org/
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CSV: Extreme Data Storage 

So, to sum it up: 

V Only one  initialization 

V Data readily available 

V Saves time 

U Occupies too much space 

Going directly to needed row  

Going directly to a certain row includes 

skipping multiple rows and until the 

needed row is reached. That row alone 

is read, parsed, and only the needed 

variable (or variables) are saved. Others 

are in a temporary string, which is then 

emptied. 

Since only one row is read, this method 

is obviously much faster, since it only 

reads the needed piece of data. 

However, in the long run, this script 

needs to be run multiple times to read 

all the needed data. 

For me, 368 rows if information was too 

much! And only a couple of these rows 

would be needed, as only a couple of 

monsters would be fighting, the rest is 

simply: useless. 

To sum it up: 

V Quick execution 

V Saves memory 

V Only needed data is imported 

U Might need to be executed 

multiple times. 

Programming your method of 

choice 
.ŜŦƻǊŜ ƎƻƛƴƎ ƛƴǘƻ ƳǳŎƘ ŘŜǘŀƛƭΣ ƭŜǘΩǎ ǘŀƭƪ 

about how the program will be able to 

separate values into different variables. 

1) Separating different lines, using 

the file_text_readln function 

2) Separating values between 

commas, a new script? 

So, how do we separate values between 

commas? That sounds a bit difficult, 

ŘƻŜǎƴΩǘ ƛǘΚ Lǘ ƳƛƎƘǘ ōŜΣ ōǳǘ ŦŜŀǊ ƴƻǘΣ ŀǎ 

our script of the month for this issue, 

powered by GMLscripts.com does just 

that! 

¢ƘŜ ŦǳƴŎǘƛƻƴ ƛǎ ŎŀƭƭŜŘ άŜȄǇƭƻŘŜψǎǘǊƛƴƎέΣ 

and has been really needed in Game 

Maker for quite some time. The 

function already exists in many 

languages, namely PHP. 

The explode_string function will 

separate values between commas to an 

array, which name is given as a string 

ŀǊƎǳƳŜƴǘΦ wŜŀŘ ǘƘƛǎ ƛǎǎǳŜΩǎ ǎŎǊƛǇǘ ƻŦ ǘƘŜ 

month for the script and more 

information. 

Parsing entire table  

What the script basically does is in 

Script A below. 

bƻǘƛŎŜ ŀ άw9t9!¢έ ƭƻƻǇ ŜȄƛǎǘǎ ƛƴǎƛŘŜ ǘƘŜ 

ά²IL[9έ ƭƻƻǇΦ ¢Ƙƛǎ ŀŎǘǳŀƭƭȅ ǎƭƻǿǎ ǘƘŜ 

ŜȄŜŎǳǘƛƻƴ ǇǊŜǘǘȅ ƳǳŎƘΣ ǿƘƛŎƘ ǎƘƻǳƭŘƴΩǘ 

be a problem since the script is only 

called once, supposedly upon loading. 

That repeat loop actually moves the 

exploded string to a 2D-array. If you 

really care about making the game 

extra-fast for some reason, then you 

ŎƻǳƭŘ ŜŘƛǘ ǘƘŜ άŜȄǇƭƻŘŜψǎǘǊƛƴƎέ ǎŎǊƛǇǘ ǘƻ 

ǳǎŜ ŀ άǾŀǊƛŀōƭŜψƭƻŎŀƭψŀǊǊŀȅψǎŜǘнέ 

function instead of 

άǾŀǊƛŀōƭŜψƭƻŎŀƭψŀǊǊŀȅψǎŜǘέΦ ¢Ƙƛǎ ƳŀƪŜǎ ŀ 

2d array. Of course, in that case, you 

need provide an argument for the other 

axis as well. 

Going directly to needed row  

As you probably would have predicted, 

this script uses the ROW NUMBER to 

navigate to that particular row. The 

problem is, a ROW NUMBER would vary 

ǘƻ ŀ ǇŜǊǎƻƴΩǎ ƻǿƴ ǘƘƻǳƎƘǘǎΦ CƻǊ 

example, is the first row of a CSV file 

ƴǳƳōŜǊŜŘ άлέ ƻǊ άмέΚ 

²ŜΩƭƭ ŀǎǎǳƳŜ ƛǘ ƛǎ лΣ ǘƘŜ ǎŎǊƛǇǘ ǿŜ ǳǎŜ ƛǎ 

Script B. 

In this case, the array returned would 

be a one-dimensional array, which index 

[n] varies with the order of the field 

within that row. 

Q 

TUTORIALS 

//argument0: file  

//argument1: array  

FILE= file_text_open_read ( argument0 );  

index_row=0;  

index_field=0;  

while ( file_text_eof (FILE)== false )  

{  

 temp1= file_text_read_string (FILE); //reads a single line  

 explode_string ("temp2",temp1,",");  

 repeat ( string_count (",",temp1)+1) //moves array to 2d array  

 {  

  //this function could be omitted  

  //for a minor script edit  

  VAL=variable_local_array_get ("temp2",index_field);  

  variable_local_array2_set ( argument1 ,index_row,index_field,VAL);  

  index_field+=1;  

 }  

 index_field=0;  

 index_row+=1;  

}  

file_text_close (FILE);  

 

Script A : Parsing 

entire table  

http://markup.gmking.org/
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Conclusion 
CSV is an extremely efficient method of 

storage; however, you should know 

what you are storing. Sometimes, INI 

and XML would be obviously better 

candidates than CSV. 

However, my own advice is: anything 

that could be stored in a table, and is 

hard to include as an array, is an 

excellent choice. 

I hope you have benefited at least a bit 

ŦǊƻƳ ǘƘƛǎ ŀǊǘƛŎƭŜΣ ŀƴŘ L ƘƻǇŜ LΩƭƭ ǎŜŜ 

some more complex games in the future 

which depend on CSV storage.  

Eyas Sharaiha Â 

 

TUTORIALS 

//argument0: file  

//argument1: row  

//argument2: array  

FILE= file_text_open_read ( argument0 );  

repeat ( argument1 )  

{  

 file_text_readln (FILE);  

}  

explode_string ( argument2 , file_text_read_string (FILE),",");  

file_text_close (FILE);  

 

Script B : Going 

directly to needed row  

Effective Screenshots 
Q U I C K   T I P S 

You may feel that taking a screenshot is 

easy, and indeed it is, but a lot of the 

screenshots I see promoting games at the 

GMC and on sites devoted to Game Maker 

games fail to follow even the simplest of 

rules to make your screenshot effective. 

There are a number of factors determining 

the effectiveness of a screenshot, of which 

the contents of the picture is just one. 

I have seen countless games advertised 

with a screenshot of the game's menu. The 

ƎŀƳŜϥǎ ƳŜƴǳ ŦƻǊ ƘŜŀǾŜƴΩǎ ǎŀƪŜΦ ¢ƘŜǎŜ 

'Game Maker teams', as they are often 

called are meant to be encouraging you to 

download their game, not a freaking menu. 

 

An example of a pointless 

screenshot found on the GMC 

Taking screenshots of the first level or 

first stage of game won't be produce a 

good preview either. Often many of the 

features offered in a game won't be 

available at this early point so any 

screenshots taken here won't be 

exciting or showcase many of the 

programs features. 

Once you've found the right time and 

place to take a screenshot you also 

need to consider how you are going to 

take it. There are lots of freeware 

programs out there which offer 

screenshot features however you don't 

need any of them! 

Taking a basic screenshot is simple, just 

press the [Prt Scr] key on your keyboard 

(above [Insert]) and paste into any 

graphics editor or even other software 

such as Word. However this probably 

isn't the best choice for taking your 

screenshots unless your game runs in 

full screen and at a decent resolution as 

otherwise you will have to crop your 

screenshot down so only the active 

game window is visible. 

Fortunately there is a very simple 

solution at hand which doesn't involve 

downloading any additional software or 

any extra work on your behalf. Instead 

of pressing just the [Prt Scr] key press 

[Prt Scr] along with [Alt]. This takes a 

screenshot of just the active window. 

Open up your graphics program and 

paste, no more cropping away of your 

desktop! 

The power of an effective screenshot is 

unbelievable and should not be 

underestimated, although of course a 

good screenshot cannot make up for a 

poorly scripted and spirited game. 

Phil Gamble, 

http://gamemakerblog.com   

Links  

¶ gmb article: What format 

should I save my screenshot as? 

¶ Screenshot tutorial 

 

http://markup.gmking.org/
http://gamemakerblog.com/
http://gamemakerblog.com/2007/05/05/screenshot-formats/
http://gamemakerblog.com/2007/05/05/screenshot-formats/
http://gamemakerblog.com/2007/05/05/screenshot-formats/
http://askbobrankin.com/take_a_screenshot.html
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Streets of Pavilion City EXCLUSIVE PREVIEW 

Known in the Game Maker Community 

just as Speedmaster, Fionn Hodgson has 

been working hard on a game that is 

more than just another GTA clone ς 

Streets of Pavilion City. 

²ŜΩƭƭ Ǝƻ ǘƘǊƻǳƎƘ ǘƘŜ ŘŜǘŀƛƭǎ ƻŦ ǘƘŜ ƎŀƳŜ 

later on in the article, but first, some 

general information about the game.  

Pavilion City is set in England (the city is 

based on Brighton, a factual city in 

England) around the year 2015; and, like 

most Game Maker games, Pavilion City 

is free. 

The game is made with Game Maker 7 

so therefore it runs on Windows Vista, 

·tΣ ŀƴŘ нлллΦ !ƴŘ LΩƳ ōŜƛƴƎ ǘƻƭŘ ƛǘ Ƙŀǎ 

ŀƴ ΨƛƴŦƛƴƛǘŜ ŀƳƻǳƴǘ ƻŦ ŎǳǎǘƻƳƛȊŀōƭŜ 

ŎƘŜŀǘǎΩΦ 

¢ƘŜ ƎŀƳŜ ƛǎ ƳŀŘŜ ōȅ ά{ǇŜŜŘƳŀǎǘŜǊ 

DŀƳŜǎέΣ ŀƴŘ ƛǘ ŀƭǊŜŀŘȅ Ƙŀǎ ŀ ǎƛǘŜ 

dedicated to it at: pavilioncity.co.nr . 

First look  
The game is still under heavy 

development, and hasn't even reached 

beta yet ς so the noticeable errors here 

are very much excusable. 

I have only come across a few errors, all 

of which are probably easy to fix. 

What is complete  
The city ς Pavilion City ς is basically 

complete. According to Fionn, 

landmarks and other big buildings will 

be added to the game. A basic yet nice 

and interesting pedestrian system has 

ōŜŜƴ ŀŘŘŜŘΧ ŀƴŘ ŦƻǊ ƳŜΣ L ǊŜŀƭƭȅ ŜƴƧƻȅ 

killing them! 

There already is a variety of weapons, 

including different types of guns, etc. 

Sounds have been integrated, breaks, 

ƎǳƴǎΣ ǘƘŜ ΨǇǳƴŎƘ ǎƻǳƴŘΩΣ ǇƻƭƛŎŜΣ ŀƴŘ 

some other sounds. The police system 

ǊƛƎƘǘ ƴƻǿ ƛǎ ŘŜǎŎǊƛōŜŘ ŀǎ ΨƛƴŎƻƳǇƭŜǘŜΩ 

ǊƛƎƘǘ ƴƻǿΦΦΦ L ŘƻƴΩǘ ƪƴƻǿ ǿƘȅΤ L ƭƛƪŜ ƛǘΗ 

¢ƘŜǊŜΩǎ ŀƭǎƻ Řŀȅ ŀƴŘ ƴƛƎƘǘΣ ōǳǘ ǘƘŜǊŜΩǎ 

no transition between them yet ς its 

either day or night right now. 

What is yet to come  
IŜǊŜΩǎ ǿƘŀǘ ǎƘƻǳƭŘ ōŜ ŘƻƴŜ ōŜŦƻǊŜ ǿŜ 

can actually see a public beta or the 

final release: 

¶ More cars to be added 

¶ Having missions 

¶ Complete police with: 

o SWAT teams! 

o Royal Marines 

¶ Landmarks of Brighton 

¶ Traffic system 

¶ Radio! 

¶ Different handling for different 

types of cars 

¶ Menu screen 

¶ Load/Save ability 

Precedent  
Pavilion City is the success- 

ǎƻǊ ǘƻ ά¢ƘŜ /ƛǘȅ ƻŦ tƭƛǎǘƻƴέΣ 

another GTA-clone by  

Speedmaster Games. It had  

a few problems and glitch- 

es, as well as sticky move- 

ment, weird collision check- 

ing, and strange can 

movement/controls. Fionn  

ǘŜƭƭǎ ƳŜ όŀƴŘ LΩǾŜ ǎŜŜƴ ŦƻǊ Ƴȅ- 

self) that this has all been fixed  

in Pavilion City. Not only that, but the 

game has also become much faster than 

its predecessor. 

 

 

 

 

 

 

Figure 1 - City of Pliston, Precedent of Pavilion 
City 

The screenshot of the City of Pliston 

gives an impression of how the final 

version of Pavilion City might look like, 

after it is fleshed out. 

Some weak points  
I really like this game, as well as its 

predecessor. But still, even though 

collision with walls, buildings, and poles 

is said to have been fixed, I still find 

collision to be annoying to the 

maximum. 

Q 

REVIEWS 

http://markup.gmking.org/
http://www.pavilioncity.co.nr/
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Streets of Pavilion City Cont. 
The game is still early in development, 

so these comments would ς hopefully ς 

not apply to future releases. 

So what is wrong with collisions now, 

ȅƻǳ ŀǎƪΚ ²ŜƭƭΣ ǘƘŜȅΩǊŜ Ƨǳǎǘ ǘƻƻ ǎǘƛŎƪȅΗ 

IŜǊŜΩǎ ŀ ǊǳƭŜ ǘƘŀǘ ǎƘƻǳƭŘ ōŜ always 

ƻōŜȅŜŘΣ ǿƘŜǘƘŜǊ ǿŜΩǊŜ ǘŀƭƪƛƴƎ ŀōƻǳǘ 

top-down games, 3D games, or any 

other type: smooth collisions! This 

means that if the player/car/object is 

not at a 90±30° (for a human) angle with 

the object/wall it is colliding with, it 

should move along the solid object in 

the direction nearest to its original 

direction of movement. 

 

Figure 2 - What should happen 

I might include an article about smooth 

collisions in future issues, but for now ς 

ŎƘŜŎƪ ƻǳǘ aŀǊƪΩǎ о5 ǘǳǘƻǊƛŀƭΣ ŀǎ ƛǘ 

contains smooth collisions ς good ones. 

Another weak Ǉƻƛƴǘ LΩǾŜ ƴƻǘƛŎŜŘ ƛǎ ǘƘŀǘ 

ǘƘŜ ǇƭŀȅŜǊ ƛǎ ǎƻƳŜǘƛƳŜǎ άŦƭŀǎƘƛƴƎέ ς the 

player sometimes has part of it 

ǳƴŘŜǊƎǊƻǳƴŘΦ Lǘ ǿŀǎ Ƨǳǎǘ ǿŜƛǊŘΦ .ǳǘ LΩƳ 

sure THAT will be fixed soon. 

Strong points  
First, we finally have real 3D for 

buildings ς ƛŦ ǘƘŀǘ ŘƛŘƴΩǘ ŜȄƛǎǘ ƛƴ ŀ GTA 

ŎƭƻƴŜΣ ǘƘŜƴ ƛǘΩŘ ōŜ ǊŜŀƭƭȅ ōŀŘ όƳƻǎǘ ƻŦ 

the time), since one of the key features 

about the game play of GTA I and II is its 

top-down-3D feel. 

¢ƘŜ ƎŀƳŜ ǿƛƭƭ ƘŀǾŜ ƎǊŜŀǘ ǊŀŘƛƻΗ LǘΩǎ ǘǊǳŜ 

L ƘŀǾŜƴΩǘ ǎŜŜƴ ƛǘ ȅŜǘΣ ōǳǘ ƛǘ Ƙŀǎ ōŜŜƴ 

great in the City of Pliston ς ǎƻ ƛŦ ƘŜΩǎ 

willing to make a better sequel, this one 

should have better radio than before. 

¢ƘŜǊŜΩǎ ŀƭǎƻ ǇƻƭƛŎŜ ǿƛǘƘ ŘŜŎŜƴǘ !LΣ ŀǎ 

well as a solid pedestrian system ς 

ǘƘŀǘΩǎ ƻƴŜ ƻŦ ǘƘŜ ǾŜǊȅ ŘƛŦŦƛŎǳƭǘ ǘƘƛƴƎǎ ǘƻ 

achieve in role playing games in general, 

especially GTA-like games. 

LΩǾŜ ŀƭǎƻ ŜƴƧƻȅŜŘ ǘƘŜ ǎƻǳƴŘ ŜŦŦŜŎǘǎΤ 

ǘƘŜȅΩǊŜ ŀƭƭ ƻǾŜǊ ǘƘŜ ǇƭŀŎŜΗ ²ƘŜƴ ȅƻǳ 

punch someone you hear some sounds, 

when you shoot you also get some good 

sound effects, the sound of the car 

engine while accelerating, and the 

sound of tires screeching as you go left 

and right... Great, just great! 

The game also had a good design in 

general, such as the city, buildings, 

locations of cars, and more little nice 

stuff that you find here and there while 

playing the game. 

Q 
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Radio 

Though no radio functionality exists in 

the current version Fionn showed me, 

I'm told there will be 5 radio stations, 

each 6 minutes in length. Judging from 

his past game, the radio should be really 

good. 

Radio channels include: 

¶ A Talk Station 

¶ An Underground Drum and Bass 

Game Reviews 

Streets of Pavilion City Cont. 

REVIEWS 

station 

¶ A Dance Music station 

¶ A Pop Music Station 

¶ A Retro Station (With music 

from the 80s and 90s) 

7ÈÁÔȭÓ .ÅØÔȩ 
Here's what I know about the future of 

Pavilion City: it is going to 

ōŜ ƎǊŜŀǘΦ LǘΩƭƭ ōŜ ŀ ǾŜǊȅ ƴƛŎŜ ƎŀƳŜΣ ǿŜƭƭ 

done, enjoyable, and realistic. But 

that's just the future in the short term. 

No one really knows what the 

future holds in the long term for Fionn 

and his games, but he shared 

with me a couple of screenshots which I 

believe might be to your 

interest J. 

Eyas Sharaiha  

Â 
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Falcon Squad: Beta 3 
LΩƳ ǊŜŀƭƭȅ ŜȄŎƛǘŜŘ ǊƛƎƘǘ ƴƻǿΣ ōŜŎŀǳǎŜ LΩƭƭ 

be reviewing a beta of a game made by 

Game Maker king ς ŀƴŘ LΩƳ ƴƻǘ ƎƛǾƛƴƎ 

him that nickname, he deserved it when 

Ƙƛǎ ƎŀƳŜ άIƻǾŜǊ ¢ŀƴƪ о5έ ǿƻƴ ŀǎ ǘƘŜ 

King of Cagematch in Week 100. 

A GMC member and moderator, known 

as FredFredrickson, have released 

numerous games ς and not one of them 

is low qualityΧor at least those made 

since 2005! 

After making Hover Tank 3D, Martin 

focused more on multiplayer games, 

creating the now-popular Reflect 

Account System which most of my 

favorite multiplayer games use. 

hŦ ǘƘŜ ƳǳƭǘƛǇƭŀȅŜǊ ƎŀƳŜǎ ƛǎ ά!ŎŜǎ IƛƎƘ 

hǾŜǊ ±ŜǊƭƻǊ LǎƭŀƴŘέΣ ŀƴŘ ŜȄŎŜƭƭŜƴǘ ƎŀƳŜ 

that has gotten a positive reception 

from the community. 

Now, Martin wants to impress us again 

with a new game in progress: Falcon 

SquadΦ LŦ ȅƻǳΩǾŜ ƴŜǾŜǊ ƘŜŀǊŘ ƻŦ ƛǘΣ ƻǊ 

never played it ς PLEASE play it now! 

Falcon Squad is still a work in progress, 

and Beta 3 of the game has recently 

been released. 

What will not be rated  
The game is a work in progress, and, 

even tƘƻǳƎƘ LΩƳ ǎǳǊŜ ǘƘƛǎ ƎŀƳŜ ǿƛƭƭ 

already get a score higher than most 

complete games ς even if judged as a 

ŎƻƳǇƭŜǘŜ ƎŀƳŜΣ L ǎǘƛƭƭ ǿƻƴΩǘ ǘǊŜŀǘ ƛǘ ǘƘŜ 

same. The game is incomplete, and 

some things are yet to be added, these 

include: 

¶ Music 

¶ Storyline (campaign is in the 

making, still) 

Graphics 
Look, just look! Look at the textures of 

the ground, at the trees and their 

smooth edges, and the water and its 

cool animation, and at your main player. 

All is extremely realistic, cool, and just 

plain awesome. 

One thing that confused me is, to figure 

out whether or not is this game 3D! 

Looking at the walls and the player, it is 

ς more or less. The game graphics are 

very realistic, yet they have some minor 

annoyances. For examples, trees are 

Ƨǳǎǘ ΨŦƭƻŀǘƛƴƎ ŎƭƻǳŘǎΩΣ ŀƴŘΣ ŀƴŘΧ ǘƘŀǘΩǎ 

pretty much it. 

LΩƳ ƘŀǾƛƴƎ ŀ ƘŀǊŘ ǘƛƳŜ ƴƻǘƛŎƛƴƎ ōŀŘ 

ǘƘƛƴƎǎ ŀōƻǳǘ ǘƘŜ ƎŀƳŜ ƎǊŀǇƘƛŎǎΣ ōǳǘ LΩƭƭ 

say this: the game looks great, and the 

graphics have taken it to another level ς 

ōǳǘ ǘƘŜǊŜΩǎ ǊƻƻƳ ŦƻǊ ƛƳǇǊƻǾŜƳŜƴǘΦ CƻǊ 

instance, on my high resolution 

monitor, scaling 800x600 to a 

1280x1024 display is not such a good 

ƛŘŜŀΦ L ŘƻƴΩǘ ƪƴƻǿΣ ƳŀȅōŜ ǘƘŜ ƳƻǊŜ-

common 1024x768 could be the actual 

view size? The graphics get 9 out of 10. 

Graphic Effects 
If a picture is worth a thousand words, 

then just take a look, because I have five 

ǘƘƻǳǎŀƴŘ ǿƻǊŘǎ ŦƻǊ ǘƘŜ ƎŀƳŜΩǎ 

graphical effects ς and all are words of 

praise! 

Flawless effects, utter detail! Blood 

spillage, explosions, smoke, bullets, 

lasers, and blood stains ς all in one 

ƎŀƳŜΗ .ǳǘ ƴƻǘ ƻƴƭȅ ǘƘŀǘΣ ǘƘŜǊŜΩǎ ŀƭǎƻ 

shadows for everything, lighting effects, 

REVIEWS 

http://markup.gmking.org/


14 |  P a g e  h t t p : / / m a r k u p . g m k i n g . o r g  

  

Game Reviews 

Falcon Squad: Beta 3 Cont. 
and reflections ς unbelievable! 

¢ƘŜ ƎŀƳŜΩǎ ƎǊŀǇƘƛŎ ŜŦŦŜŎǘǎ ƘŀǾŜ 

surpassed those of numerous 

commercial games. Simply put, άa work 

of artέΦ LΩŘ ōŜ ŎǊŀȊȅ ƛŦ L ŘƛŘƴΩǘ ƎƛǾŜ ŀ 

rating of 10 ǘƻ ǘƘŜ ƎŀƳŜΩǎ ƎǊŀǇƘƛŎŀƭ 

effects. 

Sound Effects 
Music in the game is far from complete, 

but the sound effects are another story. 

When you fire a machine gun, you hear 

a different sound than the one you hear 

from a shotgun. Each weapon has a 

unique sound effect for shooting, as 

well as refilling. Nothing is overused ς 

each sound is used for a single weapon. 

Explosions are also great. 

One thing I missed, though, was the 

detail. When someone plays a 

άCǊŜŘCǊŜŘǊƛŎƪǎƻƴ DŀƳŜέΣ ǘƘƛǎ ǇŜǊǎƻƴ 

would expect attention to utter detail, 

just like the graphics and graphic effects 

of the game. 

I want to hear sounds of steps, and have 

different sounds when walking on grass 

and when walking on the street, for 

ŜȄŀƳǇƭŜΦ LΩŘ ƭƛƪŜ ǘƻ ƘŜŀǊ ǎƻǳƴŘǎ ƻŦ 

people moaning and screaming when 

they are shot. I just want more detail! 

The game gets 8 out of 10, excellent 

sound effects ς just not the level of 

ŘŜǘŀƛƭǎ LΩƳ ǳǎŜŘ ǘƻ ƛƴ ǘƘŜǎŜ ƎŀƳŜǎΦ 

Game Play ɀ Controls  
The one thing I HATE about the game is 

its controls. It might be just me, but I 

really prefer the GTA-style controls 

much more. 

The controls are just too confusing; 

ǿƘŜƴ LΩƳ ǊǳƴƴƛƴƎ ŀǿŀȅ ŦǊƻƳ ǎƻƳŜƻƴŜ 

else, I just start shooting in the other 

direction by mistake, for some reason! 

Others might argue its better, and some 

will say that I just need to get used to it. 

That might be true, but the first time I 

got my hands on a GTA-like game, I 

ŘƛŘƴΩǘ ƴŜŜŘ ǘƻ ƎŜǘ ǳǎŜŘ ǘƻ ƛǘΦ 

¢ƘŜ ǇǊƻōƭŜƳ ƛǎƴΩǘ ǘƘŀǘ ǘƘŜ ŎƻƴǘǊƻƭǎ ŀǊŜ 

ǿŜƛǊŘΣ ǘƘŜȅΩǊŜ ƴŜǿ ς ǘƘŜȅΩǊŜ ǎǳǇǇƻǎŜŘ 

ǘƻ ōŜ ǿŜƛǊŘΗ ¢ƘŜ ǇǊƻōƭŜƳ ƛǎ ǘƘŀǘ ǘƘŜȅΩǊŜ 

Ƨǳǎǘ ƴƻǘ ŜŀǎȅΦ L ŘƛŘƴΩǘ ƪƴƻǿ ǿƘŜǘƘŜǊ ǘo 

give the game a 7 or an 8, so I just gave 

it a 7.5. 

Game Play ɀ Difficulty  
¢ƘŜ ƎŀƳŜΩǎ ŘƛŦŦƛŎǳƭǘȅ ƛǎ ƻƴŜ ƻŦ ǘƘŜ ōŜǎǘ 

things about it. Some games depend on 

luck, others depend on doing repetitive 

tasks, others just have the technique, 

but this ς this game depends on what 

truly matters: skill. 

¸ƻǳ ŎŀƴΩǘ ǿƛƴ ƛŦ ȅƻǳΩǊŜ ƴƻǘ ǎƪƛƭƭŜŘΗ ¸ƻǳ 

should have the technique, you should 

be quick to switch between weapons, 

you should be responsive, and you 

should be smart! Where to hide? Where 

to stand? Move away or move closely? 

Use a weak machine gun and shoot a lot 

of bullets, or use a powerful rocket 

launcher that is extremely slow? 

If you know what to do, when to do it, 

and more importantly: how to do it, 

then you win. Otherwise, it means you 

ŘƻƴΩǘ ƘŀǾŜ ǘƘŜ ǎƪƛƭƭ ȅŜǘΦ 

10! Yes you heard me: 10! 

Game Play ɀ Atmosphere  
The game is so positively realistic! You 

ǊŜŀƭƭȅ ŦŜŜƭ ƭƛƪŜ ȅƻǳΩǊŜ in the game; not 

because of the realistic graphics, 

sounds, or effects, but because of all of 

the components of the game interacting 

together to produce something really 

amazing. 

It is not only about the presentation of 

the game that provides the atmosphere, 

but also the things you can do in a 

game. Like hide under a tree, or use a 

wall to shield you! The game gets 9 out 

of 10 in atmosphere, good job, really! 

Overall Experience  
¢Ƙƛǎ ƛǎ ƻƴƭȅ ōŜǘŀ о ǿŜΩǊŜ ǎŜŜƛƴƎΗ L 

wonder how the game would look like 

when it is finished. I bet graphics and 

graphic effects, sounds, music, controls, 

and game design will all come together 

to deliver an awesome experience. 

As for now, beta 3, the average of all of 

ǘƘŜ ƎŀƳŜΩǎ ǊŀǘƛƴƎǎ ƎƛǾŜǎ ǳǎ ŀ ǊŀǘƛƴƎ ƻŦ 9 

out of 10. Wow. 

Get the game here: 
gmc.yoyogames.com/?showtopic=297664 
 

Eyas Sharaiha  

Â 

REVIEWS 

0
2
4
6
8

10
Graphics

Sound Effects

Graphical 
Effects

ControlsDifficulty

Atmosphere

Overall

Summary 
 

http://markup.gmking.org/
http://gmc.yoyogames.com/index.php?showtopic=297664


h t t p : / / m a r k u p . g m k i n g . o r g  P a g e |  1 5  

 

  

Game Reviews 

The third issue of one of the iconic old-

school-type Game Maker game series - 

Hard Hat 3, is still, to this day, largely 

popular amongst the Game Maker 

Community. With more that 6000+ 

downloads, this game blasts through 

every internet game download site. 

Unlike from previous titles, Hard Hat 3 is 

produced with class. 

 

Game play: You play as a little 

mysterious character who can manage 

to shoot opponents and at the same 

time hide under his hat. Unbelievable, 

you will say? Then what would you think 

about Lava man, Plasma man and 

Halloween man? Eight different bosses 

and many well designed levels to beat. 

Great and customizable control system 

as well, with possibility to use your 

favorite gamepad. What else can you 

expect from a good game? 

 

Graphics: If you would ask me, I'd say 

that some of characters and graphics I 

have seen somewhere else before, but 

still... That does not lower the overall 

texture and sprites quality. Everything is 

smooth and well enough to say it's 

perfect. 

 

Sound: All sounds and music are in very 

good quality. You can hear a noise on 

every key press and action. On the 

whole aspect, music fits the in games 

atmosphere in a very fantastic manner. 

Even commercial games hardly ever 

have a sound system like that. 

 

Conclusion: Like always Damaged had 

surprised us with even more 

professional looking game. A "must 

have" in every gamers collection. 

Hart Hat 3, as well as the previous 

games in the Hard Hat franchise, is 

available at damagedgames.com. 

Anonymous Contributor 

Â 
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