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Problem description 
Game development using Game Maker. 
During the next three weeks you will develop a game using the program called GameMaker. The 

project has to investigate what a good game is, what games can be used for and what genres 

exists. You solution will probably correlate with a certain genre; investigate the characteristics of 

that particular gene and how you have chosen to interpret that genre. A game’s graphical 

expression is also an important part. Again, be critical about your own expression and also specify 

and relate to the market segment you are aiming at. Gameplay, game mechanics and genre are all 

elements in a game there are closely attached to you market segment’s capabilities let it be 

children, elders, teenagers or people with physical or mental disabilities. 

 
Mandatory Game Elements! 
Below are some elements, to set the overall game theme, which must be incorporated in your 

production. How you do it is up to you. 
- A farmer 
- Four types of animals: 
Cattle, Pork, Sheep and Chicks 
- Enemies of your own choice 

 

Credits 

Benjamin  N. Overgaard 

Philip Nymann 

Mathias K. Berthelsen 

Michelle Engelsbæk 

Roman Arberg 

Peter S. Madsen 

Johannes Møjen 

  

Synopsis 
This report is a written product about group A311s process 

of creating the game Fat Lame Animals. The entire project 

was created over three weeks. 
The purpose of the report was to explain the process of 

making a videogame in the computer program GameMaker. 

The following report is divided into four chapters. 
The first chapter contains basic information about how we 

started the process of making the game and which decisions 

were made before we knew which game we wanted to 

create. 
The second chapter explains the design process we went 

through before we actually started making the game. 
The third chapter explains the implementation of the 

features mentioned in the design chapter with a strong 

focus on the problems that we encountered. 
The forth chapter is the conclusion in which we evaluate the 

entire project and how we chose to deal with requirements 

that were predetermined for us. 
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Getting started 
We started out by dividing the group into three smaller groups. Each group spent 30 minutes 

brainstorming some ideas for the game. Afterwards, each group pitched their ideas for the other 

groups, and we ended up with these seven concept ideas. 

 

Name Concept Pros and cons 

Animal 

farm 

A real time strategy game where the player controls 

a farmer that “grows” animals in fields and sends 

them attacking his opponents which could be other 

players or computer controlled players. 

Pros:  

A lot of replay value. 

 

Cons: 

Too similar to the iPhone 

game “Zombie Farm”, only 

difference is animals instead 

of zombies. 

Too complex to play. 

Takes too long to make. 

City 

farmer 

A simulation game where you build a farm and try to 

be as successful as possible 

Pros: 

The game never ends. 

Easy to see and feel progress 

and keep yourself motivated. 

 

Cons: 

Too similar to Sim City. 

Too complex to make. 

Tower def Simple tower defense game, where you are a farmer 

who builds towers made of animals with different 

abilities to defend your farm from monsters 

Pros: 

Simple to make. 

Little focus on complexity. 

More focus on fun gameplay 

 

Cons: 

Too basic. 

Does not fit the theme well. 

Shooter Simple side scrolling shooter, where you control a 

farmer that shoots his animals to cure them from 

radioactivity 

Pros: 

Simple to make. 

Little focus on complexity. 

More focus on fun gameplay 

 

Cons: 

Requires something 
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innovative to keep the player 

interested. 

Mariocart 

farm 

A racing game where the player controls a car with 

animals inside. The player tries to outrace other 

opponents which could be other players or non 

player characters. 

Pros: 

Easy to play  

Casual game. 

 

Cons: 

Too similar to the game 

Mario Cart. 

Can only be multiplayer or 

complex non player 

characters opponents. 

Farm wars Side-scrolling real-time strategy game where you 

either play against another player or a non-player 

character.  

Pros: 

Original idea. 

 

Cons: 

Requires either two players 

or a non-player character 

who makes random strategic 

choices. 

 
After a vote, we picked the three games that had the most potential and were the most realistic to 

make projects; “Animal/city farmer”, “Shooter” and “Farm Wars”. After debating the pros and 

cons of the three games, we finally chose the shooter game, solely because we assumed the other 

games were too complex to make in only three weeks, and because we were more experienced in 

shooter games. 
 

Design 
This chapter explains the design process we went through before we started creating the actual 

game in Game Maker. The most of the decisions described in this chapter were made while we 

developed the concept of the game. This took place over two days. Hereafter, we started creating 

the game. 

 
Basics 
During the brainstorm of the shooter game, one of the group members mentioned being able to 

save the animals instead of shooting them, a defense-shooter, which the entire group responded 

to positively. 
    We concluded that this did not work well with a side-scrolling shooter, because that meant only 

defending the animals from two sides. We changed it to a top-down defense-shooter, to let 
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enemies attack from all directions. 
    We wanted our game to be unique. Therefore we played with the idea that the animals could 

move around randomly, which differed from most top-down defense-shooters where you often 

just defend some kind of stationary base in the center or try not to get killed. But this could end up 

being a really annoying factor - uncontrollable animals. 
    At this point we came up with our gimmick. The player could kick the animals back into a less 

dangerous location and thereby have some kind of control of an otherwise random factor. This 

gave the game a nice challenge: Shoot the enemies and keep track of your animals. 

 

The game was going to be a never ending highscore game, because this worked well with the 

chosen genre. How long could you stand against an ever-increasing horde of enemies? What 

wasn’t clear yet was whether the game would increase in difficulty over time or levels. 
   Over time was the quick and simple solution, but it forced the player to be constantly 

concentrated on the game, because there was no time for a break. This meant the game couldn’t 

be very long or the player’s concentration would eventually be broken and frustration would most 

definitely occur. 
   We therefore concluded levels would be the best solution. For testing the game we made the 

first version time-based though, because we assumed making levels would be very difficult and 

making it time-based would be easier. 
   We assumed wrong. We couldn’t get the timer to work properly. So to still get a functional game 

running that we could use for playtesting, we ended up making the enemies respawn 

instantaneously upon death and make the game never ending. Though the game didn’t get harder, 

it worked as far as playtesting goes. 
   From this we concluded we didn’t like respawning and it wasn’t going to be a part of the full 

game. It was unfair to the player, because no matter how good the player was, there would always 

be the same amount of enemies on the screen. 
   Furthermore we concluded that we liked the idea of the levels being time-based, this meaning 

that each level had to take a specific amount of time to beat. This differed from our first idea of 

counting the amount of enemies slain, which would have been way too complicated and probably 

confusing to the player. 
   After some playtesting the time 30 seconds was chosen for each level. 
   In between these levels was going to be a shop feature. This menu is described in depth later in 

the report. 

Rewarding the player 
Just increasing the amount of enemies spawning with each level would very quickly become very 

boring. Typically in defense games, the player is able to purchase upgrades to make e.g. his 

fortress better suited for stronger attacks. As for upgrades we didn’t want the animals to just be 

able to take more hits. It would make the whole point of more enemies spawning seem pointless, 

if your animals just went on and became more resilient. Our defense game was a shooter, so 
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obviously we wanted the player to be able to purchase new and better weapons, and thereby 

rewarding the player and giving him something new to play with as the game progressed. 

Managing and using more weapons is also challenging the player’s skills. 
   Getting better weapons was obviously a good thing, so the player had to deserve these things. 

The player should not just survive, but had to do this very well. How do you survive better than 

just surviving? 

   To answer this question we looked at what we believed to be the most important part of the 

game: Keeping your animals alive and safe. We wanted the player to understand that even losing 

one animal was too great a loss. This farmer didn’t want to lose any of his animals! It was about 

killing the enemies to keep your animals safe, not keeping the animals safe, so you could kill 

enemies. In other words: The player would get rewarded for keeping his animals alive, not by 

killing the enemy. 
   We ended up deciding the animals produced a fixed amount of coins at the end of each level. 

This amount would increase with each level, as the difficulty of keeping them alive also increased. 

Bigger challenge - Bigger reward.  But this idea had one tiny flaw. If one of the animals died during 

the game, the difficulty of the game would increase severely, as you now made less money than 

before. This only served to punish the weaker player, which we didn’t want. 
   We quickly decided that to fix this, you had to be able to buy more animals. As a bonus, this also 

forced the player to be more careful with how he spends his money, as he might at some point 

lose a large amount of his animals and be in need of new ones. Furthermore this gave the player 

the ability to at some degree control the difficulty of the game. By buying more animals the player 

would increase the difficulty for himself, and that, if he could keep them alive, would in turn 

reward him with more money. 

Weapons 
As mentioned earlier, the player should be able to purchase different weapons. The first weapon 

we had in mind was the pistol. This weapon ended up being the player’s starting weapon, as the 

pistol was a very standard weapon. At first we did consider letting the player start with a melee 

weapon like e.g. a pitchfork, however we quickly agreed that this would not be ideal for a shooter 

game. The game was going to be very fast paced, so the pitchfork would almost instantly become 

completely useless. Furthermore having ranged weapons was an important element of the game, 

since being able to accidentally kill your own animals should be a possibility. This was hard to 

accomplish with a melee weapon. We wanted friendly fire because it would make the game a bit 

more challenging, as it forced the player to think and aim instead of just spraying bullets all over 

the screen. Examples why this was a good choice can be seen throughout the report. Furthermore 

it forced the player to constantly be in motion, as he now couldn’t just shoot right through his flock 

of animals. 

We knew from the start, that we wanted a pistol, a shotgun and a machinegun, because these 

were classic shooter weapons. The pistol is the most basic and the weakest of the weapons and it 

is also free since it’s the start weapon; a good way to get introduced to the game. The shotgun is 
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good for masses of enemies, and the machinegun is good for several enemies at longer range. 

Both the machinegun and the shotgun were designed to be more powerful than the pistol, 

however they also have an important disadvantage of being more difficult to control (bullet 

spread). This creates a balance in the game, since both weapons have pros and cons. Although 

they have this in common, the two weapons are quite different, since the machinegun fires more 

rapidly and are therefore very fast and also hard to control. The shotgun however, has a much 

larger spread of bullets, but fires more slowly. 
 

    Through the making of the game, we considered several other more advanced weapons; a 

railgun, a cannon, a rocket launcher, a grenade launcher, and a flame thrower. The purpose of the 

other weapons were to both reward the player with better weapons and give the player the 

opportunity to handle the enemies in different ways to create variety for the player. 
The more advanced weapons were designed to support the more experienced player, as greater 

skills were required to use them. For instance, the rail gun shoots a long, thick beam that kills 

everything in its path from the farmer to the edge of the screen. So if an animal is in the farmer’s 

line of sight while shooting, you’re pretty certain to kill your own animal. Therefore, they require 

more consideration and skills before use. Since the difficulty increases as the game progresses, it is 

also logical that the player gets bigger and better weapons. 

 

   However when we began making the game, the weapons were only ideas and not fully designed 

in advance. At first, we only considered the railgun, the cannon and the rocket launcher. The 

cannon did not get implemented, as ultimately its purpose was the same as the railgun, killing 

everything in a straight line, and we liked the railgun idea a lot better. The rocket launcher did not 

make it into the game though, since the rocket explodes on collision with either an animal or an 

enemy killing everything in its area of effect. The problem with this was that if the rocket launcher 

was going to be effective, this area of effect, the explosion, had to be relatively large. Since 

enemies are often shot when they are close to your animals, the area of effect would most likely 

kill your own animals. We concluded that this would end up annoying the player and not be a 

practical weapon at all. Instead we changed the idea to the grenade launcher. The grenade 

launcher would let you kill your enemies without the risk of getting your animals caught in the 

explosion by hurling the grenade over the heads of both enemies and animals. It would be both 

more efficient and less risky. But we did not include this weapon either, due to the difficulty of 

programming it. This problem will be described later on in this report. 

   The flamethrower was actually designed by accident, because we were trying to make the 

shotgun work, when we discovered that we could make a flamethrower effect. This entertained 

the entire group so much that it got implemented in the game. It served the same purpose as the 

rocket/grenade launcher, killing a lot of enemies in a single spot, so it was an excellent alternate 

solution. 
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The final version ended up using the railgun and the flamethrower in addition to the pistol, 

shotgun and machinegun. In some ways the flamethrower and railgun were better versions of the 

machinegun and the shotgun. The flame thrower kills masses of enemies at close range more 

efficiently than the shotgun, and the railgun kills masses of enemies at long range more efficiently 

than the machinegun. 
   But we didn’t want the advanced weapons to substitute the weaker weapons. It was still a 

matter of choice and one weapon shouldn’t make you forget about another one. The advanced 

weapons needed to have downsides so they would not dominate the player’s choice in weapons. 

The downside of the railgun was quickly decided as a very long cooldown time. This still made it 

possible to wipe out most of one half of the screen, but it would take some time before you could 

do it again. This would force the player to consider other weapons whilst waiting for the railgun to 

cool down. The downside of the flamethrower was its short range of fire. It would be extremely 

effective at wiping out a great mass of enemies, but at the same time forcing the player to be in 

constant motion. 
   Having both weapons at the same time would obviously be very good. Therefore, they would 

both have to be expensive, so it was only possible to achieve them both very late in the game, 

when so much power was really needed. 

Upgrades 
To begin with, we considered implementing upgrades both for the weapons and the farmer, 

however upgrades were not implemented at all, due to lack of time. The weapon upgrades 

generally influenced the rate of fire, bullet damage, bullet spread and bullet size. The reason why 

the player should be able to upgrade bullet damage is because later in the game, tougher enemies 

with multiple hit points were supposed to appear. Because we only have one kind of enemy with 

only one hit point in the final game, this upgrade would be useless. 

    As mentioned earlier, we also had upgrades for the farmer in mind. One of these upgrades was 

the food drop, which let the player throw food on the map to attract animals to a fixed point. It 

seemed like a fun way to handle the animals and create variety in the gameplay. Another upgrade 

for the farmer was the mine upgrade, which the player could throw around the map to set traps 

for the enemies. This upgrade would force the player to consider tactic maneuvers around the 

map, since the mines could kill both the animals and the enemies. However, this feature was not 

only thrown away because we didn’t have time to implement it, but also because we had 

predicted the game would move very fast in comparison to how much time and planning it would 

require to make tactics that relies on mines. Another upgrade we had considered was the ability to 

upgrade the running speed of the farmer to make it easier for the player to catch up with the 

animals and kick them into a safer position before they left the map. 
 

An important element of the game, which never got implemented, was the fence. There are many 

reasons to why the farmer has no fence. The fence was supposed to hold back the animals and 

protect them. The player could focus more on defense by protecting his animals which would have 
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been a good strategic element. But if the player had too many fences, he could enclose the 

animals and thereby ruin the challenge of keeping track of a large pack of animals. One way to 

avoid this was giving the animals the ability to walk through the fence, but holding back the 

enemies. But this did not make sense and was confusing. Another way to avoid this was to make 

the fences more expensive, the more you buy. This was actually a good idea, but after some 

discussion in the group, we concluded that only a few pieces of fence would be useless. Either way, 

you would have too much fence or not enough. Either the fence was useless or too powerful. It 

would also be a quite difficult task to add the mechanic for building the fence. The reason for this 

is that the game would be a lot more complex, because it would be a mixture of the real time 

strategy genre and shooter genre. 
This would be very time consuming to make. 
 

From the start we had in mind that the player should be able to purchase both weapons, upgrades 

and animals in the shop, however since we never implemented upgrades, the player could only 

buy weapons and animals in the shop. As for the shop, we had some discussion about when the 

player should be able to enter it. To begin with, it seemed most logical to place it between levels, 

since the player would need a break throughout the game. A break between levels makes a natural 

pause for the player, which was what we wanted. Further on, we discovered that the break 

between levels had another advantage. If we let the player enter the shop whenever he wanted, 

the risk element of the game would disappear, since if the player only had one animal left, he 

could just buy more at all times. This would mean that the player would not feel the pressure to 

keep his last animal safe. The player would always have a way to “save” him- or herself. 

 

Controls 
Since this game is a shooter based game with a top-down perspective, WASD-controls are rather 

fitting. Most shooter games are based on “WASD-walking” where each key controls a walking 

direction (w=up, a=left, s=down, d=right). Many gamers will find it obvious to use these buttons to 

control his character. Another reason is that these buttons fit great with the space-bar, because 

the player’s thumb can easily reach the spacebar while the rest of the hand rests on the WASD 

keys. The spacebar is used for the kick ability. 

 

As many other shooter games, you need to use the mouse to shoot your enemies. The way we 

decided to display the mouse, was with a crosshair, since it seemed more obvious for the player 

that a crosshair pointed in the direction to where the player aimed. Even though we could just use 

the default mouse cursor, we chose to make our own, because it fitted better into the style of the 

game, and because it fits to the shooter genre. 
The cursor is only a guideline for the direction of the shot, because the shot does not stop at the 

cursor, but will continue further to the edges of the map, unless it hits an animal or an enemy, 

where after it disappears. We chose to make it work this way, because it would be unintuitive if 
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the shot just disappeared at the position of the crosshair. We predicted that the player would not 

understand why the bullet did not just continue until it collided with something or reached the 

edge of the map. This way of shooting also supports the idea of friendly fire as mentioned before, 

because if the bullet would not continue past the cross-hair, there would not be a risk involved 

with shooting, since it would not be difficult to avoid shooting your animals. This counts for all 

weapons. This is especially important for the shotgun, since it has such a wide spread that 

shooting enemies at long distances is very difficult. This also balances the weapon, because it is a 

very powerful weapon, however it best suited for close range combat. 

We had some discussions of how it should feel to control the farmer. One of the ideas was that 

the farmer should accelerate as the player pressed down one of the WASD keys. With the farmer 

would annoy the player. When the farmer accelerates one way, it would be hard to turn the 

farmer in another direction since he would still be accelerating in speed when the player hits the 

other key. This would result in a late reaction from the farmer, and the farmer would be placed in 

a position that the player did not expect. This would only annoy the player, since the game would 

not react to the player’s actions as the player would expect. Therefore, we decided to use simple 

movement controls without acceleration, so when the player presses the A key for instance, the 

farmer moves to the left immediately with a constant speed instead of an increasing speed.  

 

Balance in the game 
To make the game well balanced, a lot of thought and discussions have been made. The finished 

game provides what we think is the best possible balanced game. There are a lot of factors that 

helps balancing the game. Some of them will be further explained below. 
As mentioned above in the report, the game has friendly fire. The reason why friendly fire is 

activated is to make the player consider where and when to shoot. Without friendly fire, the 

player could just stand at one place and shoot all enemies without moving. With friendly fire, we 

force the player to run around to kill enemies without killing their own animals. 
Another way to balance the game is to give all animals different attributes. For instance, the cow is 

slow, but will only move a bit when kicked, whilst the chicken is faster, but moves in a greater 

distance and with a higher speed when kicked. This gives good variation and gives a good reason 

for us to use all four animals. 

 

It will probably be impossible to prevent the player from getting a favorite animal, so to make the 

player use different types of animals, the player won’t be able to choose which animal he or she 

wants. When the game is started, the player will get one sheep. The player will be able to buy 

more animals in the shop, but it’s only possible to buy random animals. This addition makes the 

player get (most likely) different types of animals, and make sure that no games are the same. 

After each level the player will get an amount of coins, based on how many animals that survive. 

All four types of animal will give the same amount of coins after each level, since the player won’t 

be able to choose. These coins can purchase either weapons or more animals in the shop. 
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Like the player will get a favorite animal, they will probably get a favorite weapon too. Weapons 

will be purchasable in the store, but will cost a different amount of coins. The prices depend on 

how good the weapon is. 
There have also been a lot of thoughts about how to balance the enemies. One of our thoughts 

was that an enemy should disappear when it kills an animal. This might not make sense but it 

affects the gameplay in a positive way. It would annoy the player to lose all his or her animals from 

just one enemy, so by balancing this it will require four enemies to kill four animals etc. 
The player will not take any damage from the enemies, so we considered adding a stun-effect 

when the player and an enemy makes contact. However, we decided not to include this factor for 

several reasons. First of all, it would be an annoyance to the player, if he kept getting stunned 

from the enemies. Secondly, there would be a lot of problems with the farmer and the enemy 

being stuck, if the farmer kept getting stunned from the same enemy. So, instead nothing happens 

when the enemy collides with the player. The enemy tries to continue in its direction, however it 

cannot do this, because the farmer is in the way. 

Furthermore, we discussed if the farmer should take damage on collision with the enemy. This 

feature was left out of the game on purpose, since we wanted the player to focus on their animal’s 

safety first and not worry about the farmer dying. Generally, throughout the development of the 

game, we focused a lot on trying to make the game simple and to complex, as it is a casual indie 

game which is targetted at a casual audience. 
 

We chose the map to be square because the distance from the edges to the center should be the 

same, since the animals were ideally supposed to be in the center of the map in a herd. Another 

reason why we chose to make the map square is to balance the game, because if the map was 

shaped like a rectangle, there would be a shorter distance from the center to the left and right 

edges of the map. This would mean that it would be easier for the enemies spawning from the 

right and left side to reach the center and kill the animals. Furthermore, since the animals are 

constantly moving in random directions, and since they die, when they reach the edge of the map, 

it would be irritating for the player if there was a difference between the distances from the 

center to the edges of the map. 
However, our map isn’t actually completely square, since the difference between the length and 

width are so small it would not matter to the player. The reason for this is that the map did not 

look square when it actually was square. This may be because most computer have wide-screens..  

Early in the design process, we knew that we did not want the enemies to live on after they kill an 

animal, because if the animals are in a herd (close to each other), and an enemy kills one of the 

animals, it is easy for that enemy to kill the other animals close to it quickly. So without knowing it 

the player would lose all of his or hers animals to the same enemy in a very short time. We 

concluded it would be best that the enemy would die when it kills an animal, so the former 

scenario. Because the enemy kills itself it will require four enemies to 
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kill four animals. 
 

We had in mind to create a reload function for the weapons, however after some discussion we 

decided not to include it, because the player would have too many things to think about, and a 

reload function would be too time consuming to make. Instead, a time interval was made between 

each shot, which we made different for each weapon. For instance, the time interval for the pistol 

is a lot shorter than the time interval for the railgun. This is due to the fact that the railgun is much 

more powerful than the pistol.  

 

We had another discussion about random drops. However, we decided not to add this to the 

game. The reason why the factor wasn’t applied to the game, was because we wanted the player 

to get better from playing well, rather than from being lucky by collecting random drops. We want 

to make a game that you can practise and get better and better from each game you play, and not 

a game where you’ll perform better dependent on which random drops you will get. 
 

Graphics  
From the start, we wanted different enemies with different attributes, but due to lack of time, we 

chose to just stick with one kind of enemy. 
    We knew it had to be easy to know the difference between enemies and animals, so the player 

wouldn’t get confused and accidently kill his own animals. We decided to give all animals a very 

light color, and shape them with more soft curves. On the contrary, we made the enemies out of 

straight lines and gave them a more box like look. Furthermore, the enemies are slightly darker 

than the animals. Squares and round shapes are two basic and elementary shapes which are easy 

to distinguish from each other. 
    As for the style of graphics, we chose to make it cartoonish. It seemed to fit very well with the 

game concept and it would make the enemies and animals more fun to watch. That makes all the 

graphics seem similar throughout the whole game, and entertain the player. 

 

For the menus, we naturally chose those to be in a cartoonish style as well. We chose the same 

background for every menu. The background contains a barn, some sheep and an enemy at the 

top. All of these are placed on a green hill. This clearly shows the core concept of the game, since 

the enemy chases the animals and it is clear that it is a big threat in the game. For every menu, we 

placed the important things on the background image. For the start menu, it’s only buttons, but 

for the how-to-play menu we placed a grey box, where the instructions and names were placed in.  
For the how-to-play menu, we were inspired by Ikea instructions because of the simplicity, since 

there is no text, only pictures. We designed it this way, because we do not want the player to have 

to read anything. It would seem unnecessary to read a long text before playing the game, because 

a very important part of the game was to keep it simple. For the credits we made a classic credit 

reel.  



Side 15 af 20 

 

Sound 
When deciding which music fitted the game best, we considered picking a jingle which was full of 

power, or a jingle which was slow, ironic, and harmonious. We chose the latter, because it created 

a humorous feeling towards the game, because of the fact that you are a farmer shooting crazy 

robots that try to eat your animals. However, we did not create the music ourselves. Instead, we 

found the song on the internet, because we did not have time enough to compose music. 

 

In the matter of sounds for the animals, we made it ourselves. Our idea for making the animal 

sounds this to begin with was to make animal noises and record them. The reason for this was that 

we thought it would be a humorous feature in the game, because it is more ironic when the 

animal sounds are made by people. This supports the fact the game is simple and fun. The animal 

sounds would only be heard on three occasions: When you buy them, kick them, or they die. The 

sounds could easily be played more often, but this would annoy the player, since the background 

music plays constantly, so it would be too much noise for one game. 

 

When making the sounds for the weapons, we decided to take the sounds from other games, 

because making the sounds ourselves, in opposition to the animals, would just be annoying to 

listen to. The reason for this is that animals with human traits are often very humoristic as seen in 

many animated movies, and the same cannot be said for weapons. 

 

Implementation 

This chapter explains the creation process of the game in Game Maker. It was in this process we 

found out what did and did not actually work in the game. The problems that were encountered 

when implementing the different elements are explained in this chapter. 

 
Enemies 
When we first implemented the enemies, we had four enemies which each came from a certain 

edge of the map, and when each enemy was hit by a bullet, it reset its position to the side it 

originally came from. So, the enemy did not get destroyed, it just reset its position. This was a bad 

idea, since the player would know exactly where the next enemy would come from. There would 

be no surprise element if the enemies spawned this way, because it would make it too easy for the 

player to plan the next attack.   
Instead, we made it so only one enemy spawned at a time, however this enemy got spawned at 

random positions, outside the screen. To make sure that the enemy spawns quickly enough to 

make the game challenging and more exciting, we put a timer on the enemy which counts down 

after the enemy is spawned and when it reaches 0, it spawns another enemy. This way of 

spawning enemies also made it easier for us to increase the difficulty of the game, because the 
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further the player advances in levels, the shorter the timer is to 0. 
The enemy is programmed so it automatically walk towards nearest animal. This is the reason why 

we are able to spawn the enemies outside the screen. No matter where the enemies spawn they 

will walk towards an animal inside the screen. If animals walks outside the screen they are 

automatically killed which prevent bugs (if enemies followed an animal outside the screen). 
As mentioned above the enemy will die from either getting shot or killing an animal. 

“Enemy magnet” 
An important part of the game is of course to make the enemies chase the animals. Early in the 

development of the game, we only had one type of animal; a sheep. We forced the enemies to 

walk towards the nearest sheep by code, which worked perfectly because all sheep's were the 

same kind. After the prototype was made, we started working on the final game. In the final game 

three more animals was added (cow, pig and chicken). A new type of code had to be made, since 

the enemy should now walk towards the nearest animal, and not the nearest sheep. The easiest 

way to do this, was to find something that all animals had in common. All animals had the same 

shadow, so instead of chasing the sheep’s we made some code that forced the enemies to walk 

towards the nearest animal’s shadow. To make this work, we had to insert a new shadow on top 

of the original animal’s sprites shadow. This new shadow was made invisible so there was no 

chance of visible bugs. 
With this you could say that we placed an “enemy magnet” in each animal. 

 
Illusion of perspective 
In the prototype the animals were killed whenever the enemies touched 

their sprites. To make the game look fun, we show it from a bird’s 

perspective, but see the animals, enemies, farmers etc. like we would 

have seen them from the side. However we would like to give the 

perspective like if we watched the animals, enemies, farmers etc. from 

above too. Therefore the animals shouldn’t die from any touch with the 

enemies, but first when the enemies touches their shadows, because that 

is where they would need to hit them if they were showed from above. 

Therefore we made the animals non-solid so the farmer and enemies are 

able to stand above and behind them, and only their shadows are solid. 

For instance, if the animals were solid then the farmer would not be able 

to walk closer to the animal than when his hat and their feet’s touched 

each other. 

Killing an animal will require you to shoot, or an enemy to walk to, its 

shadow.  

Picture 1 shows the perspective this gives when the farmer stands behind 

an animal, while picture 2 shows the perspective it gives when the farmer 

Picture 1: The farmer 

stands behind an animal 

Picture 2: The farmer 

stands in front of an 

animal 
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stands in front of an animal. 

Picture 1 shows a mistake because the farmer’s feet's are visible. This is a matter of the farmer’s 

dept, and the solution to this would be to change the farmer’s dept when he crosses an animal’s y-

axis. However this would be a time consuming task, and because the game runs by so fast we 

decided to spend our time on other problems instead. 

Even though the farmer can’t walk through animals, the animals can walk through each other. The 

reason why the animals are able to walk through each other is because we had some problems 

with the animals getting stuck when they walked into each other with two different 

directions.                             

Before implementing the kick ability, we had in mind to being able to kick enemies into each other 

which kill both of the colliding enemies. However, we did not implement this feature due to 

technical difficulties, because we had a code that decided the direction of the enemy. After kicking 

the enemy, the enemy did not move in the direction we had anticipated for reasons we did not 

know, and because of time pressure we decided to leave this feature out of the game as it was not 

a very important feature. Instead, the kick hardly pushes the enemy away. The enemy is only 

slightly affected by the kick. 

 

During the gametesting we found a problem with the shotgun. The bullet spread was based on 

where the mouse was placed when clicking. Basically our shotgun was shooting 6 random placed 

bullets in an angle defined from where the mouse was when clicking the left button. The problem 

is that the bullet spread varieties and the closer the mouse is to the farmer when clicking, the 

larger bullet spread. To fix this bug, we defined the bullet spread from an angle of 15degrees left 

and 15 degrees right from the farmers view. This gives the bullets a possible spread of 30degrees 

every time, no matter where the mouse is pressing, and the bug is fixed. 

As mentioned earlier, we had some difficulty implementing the grenade launcher. The problem 

was that it was very difficult to determine the height of the grenade, because the entire purpose 

of the grenade launcher was to be able to shoot over enemies. Not only was this a programming 

issue, it was also very hard for the player to use this weapon because of the chosen perspective 

used in the game. Furthermore, one of the other problems was that time and distance rely on 

each other. Therefore it would be difficult to decide when the bullet should explode, since the 

distance between the weapon and the target, could differ from shot to shot. We could of course 

make the grenade explode at the position of the crosshair, however this would be unintuitive in 

that none of the other weapons work this way. All in all, we decided to remove the grenade 

launcher from the game since it was too difficult to program and since we had just discovered the 

flamethrower at the time. 
 

When creating the shotgun, we ran into a problem with making a automatic reload effect, so the 

player could not just shoot constantly. This gave the shotgun an effect similar to a flamethrower. 
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The only adjustment it needed was a different sprite for the fire and a timer that destroys each 

projectile after a given amount of time, so the flames would not behave like the projectiles from 

the other weapons, as the flames would fill the whole map. After discovering that we could create 

such an effect, we decided that we wanted to implement this weapon in the game. 
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Conclusion 
The assignment was to investigate what a good game is, what games can be used for and what 

genres exists. Our goal from the beginning was to make a simple and easy understandable game. 

Therefore, we chose to make a casual arcade game, because it was hard to make a more complex 

game in three weeks. A casual game is a game where the player does not need to be fully 

committed, since the rules are so simple in opposition to more complex games e.g. Counter-strike. 
Our game fits perfectly into this category, because the rules in our game are simple; kill the 

enemies and protect your animals. Furthermore, the player does not need to know a background 

story on forehand, because the entire game’s aesthetics and game play are built around having 

fun, but not necessarily having a purpose. This is also reflected in the how-to-play menu. As 

mentioned before, this menu is built up simply by pictures to support the simplicity of the game. A 

good casual game should immerse the player within few minutes of the game, which our game 

does.  

 

A good game is not only a game which fits its audience, but also a game which can attract other 

audiences. Our game would fit perfectly as an app for smart phones. The reason for this is that app 

games often are casual arcade games, so the audience would be able to play them when they have 

a bit of spare time, e.g. riding the bus home as this is the casual audience’s preferred time of the 

day to play games. 
Fat Lame Animals could also easily be a DLC (downloadable content game) for video game 

consoles such as the Xbox 360 and PlayStation 3, since the controls and the fact that it is a casual 

arcade game fits very well with being a console game. That our game would fit well on these 

systems supports that this is a casual game. 

 

Our product ended up as a casual action-arcade game where the player controls a farmer. The 

player’s goal is to defend the farmer’s animals against the enemies both by shooting the enemies 

and kicking the animals into safety. After time, more and more enemies appear on the screen and 

make the game more difficult. At the same time, the player is able to buy bigger and better 

weapons to be able to survive and get a higher score. 
By this, our game lives up to our expectations and the mandatory demands.  
Throughout the process we considered what a good gameplay was, how we as creators could 

make a simple but interesting game, and which genre was the most fitting for our ideas. It 

represents what a good casual game is and we believe we achieved this. 
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Resources 

Internet sources: 

 

- Make an enemy move towards nearest animal: 

http://www.youtube.com/watch?v=YRAC3jco4GA visited 5th September 2011 

 

- Ammo counter (Animal counter) 

http://madebyluke.com/gamedesign/tutorials/tut_ammo_basic.html visited 9th September 2011 

 

- Custom Cursor 

http://madebyluke.com/gamedesign/tutorials/tut_custom_cursor.html visited 12th September 

http://wiki.yoyogames.com/index.php/Custom_Cursor visited 12th September 

 

- obj_x face obj_y 

http://www.gamemakergames.com/forum/index.php?topic=36665.0 visited 14th September 

 

Explanation on the “solid-function” 

http://soulred12.wordpress.com/2008/07/04/game-maker-solid/ visited 15th September 

 

- Freeze the game when shop appears, and unfreeze when game is continued (resume button 

pressed) 

http://wiki.yoyogames.com/index.php/Instance_deactivate_all visited 16th September 2011 

 

- Weapon sounds 

www.gamebanana.com visited 21th September 2011 

http://www.gamebanana.com/sounds/9415 
http://www.gamebanana.com/sounds/7219 
http://www.gamebanana.com/sounds/7315 
http://www.gamebanana.com/sounds/9316 
http://www.gamebanana.com/sounds/15979 
http://www.gamebanana.com/sounds/11867 

 

 


