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Editor’s Desk 

Teamwork – Part 1 of 2 

It’s unavoidable, most games need 

more than one person to work on them, 

and you’re going to need to work like a 

team, on a timeline, on a budget to get 

it done. (Editor’s Note: Hmm... sounds 

like MarkUp  )  

A lot of teams involve people who 

aren’t local; the only way to connect is 

via cyberspace.  It’s a challenge to keep 

these kinds of teams motivated, to keep 

the challenged, and to get them all on 

MSN at once! 

I’ve has some experience working in 

these kinds of environments, and I’m 

going to share some of it with you.  But 

be warned, it’s not all going to work for 

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 

team can meet live.  You’ll probably 

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 

called “Sharing Folders”; the 

FolderShare application is still available 

separately for Windows and Mac, but 

isn’t compatible with the WLM version) 

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 

 

EDITORIALS 
Eh? 

Throughout this issue, you’ll notice 

two new signs at the ends of articles: 

 &  

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. Now it’s time for 

me to share with you some of the best 

resource sites out there. Today I’m 

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 

the Dolphin or anything in between it’s 

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 

user submitted car sprites. I’m not just 

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/  

Couldn’t find what 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 

quality overall isn’t as good as the 

Spriters Resource, but there are still 

plenty of good ones on there. It doesn’t 

have many sprites of the “big games” 

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 creator’s details on them, 

although some sites like GTA/GTA 

London Sprites just have the creator 

written next to where you download 

the sprite. 

If you couldn’t find what you want from 

these sites or you want other resources 

there is a good collection at 

GameMakerResource.com – 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 

 

EDITORIALS 

Don’t Forget! 

MarkUp is written completely by YOUR donations of content, without people like you 

donating content, MarkUp would be a very sorrowful sight.  Donate today by emailing robin 

@ gmking . org with your articles and proposals! 




