
Gamecrash pre-course materials

Introduction

Hello everyone! We are close to starting the amazing Gamecrash Develop 
With Passion® course, and I hope you are as eager as we are for the experi-
ence. Here are some notes to get everything ready for the course in the next 
two weeks. If there is any doubt with anything, definitely just get back to us 
and we’ll help clarify things!

Setting up your laptop

Let’s make sure your computer is ready to make the most out of the course. 
Let’s check that the specs are fine (we don’t need very high-end machines), 
and let’s get it set up with the necessary tools installed so that once on the 
site we can get started without wasting any time.

To sum it up: you will need a Windows or Mac laptop with the development 
environment and libraries set up to start developing. Here come the details:

Windows

Machine specs: we have tested the course materials on computers ranging 
from recent Core i5 desktop systems, to a 3-year-old Atom-based EEE PC (2 
GB RAM), and even a 6-year-old Core2 Duo with Windows XP.

Core software: you need Windows XP or later, which shouldn’t be a problem. 
You also need Visual Studio 2010 with C++ support. The free Visual Studio 
Express edition can be used, which can be downloaded here: 
http://www.microsoft.com/visualstudio/eng/downloads. Download and install 
“Visual C++ 2010 Express” or “Visual Studio 2010 Express All-in-One ISO”, 
either will work. If you already have any of the commercial VS2010 versions 
installed (Standard, Pro, Ultimate…), then that will be enough.

Tools: please also install Paint.NET for graphics manipulation: 
http://www.getpaint.net/. Do this even if you have other more powerful 
tools, we’ll need to use it on the course.

http://www.microsoft.com/visualstudio/eng/downloads
http://www.getpaint.net/


Libraries: It’s also necessary to install OpenAL and the OpenAL SDK for sound 
support in the games we’ll be creating. Download them here:

- http://connect.creativelabs.com/developer/Wiki/OpenAL%20Installer  
%20for%20Windows.aspx

- http://connect.creativelabs.com/developer/Wiki/OpenAL%20SDK  
%20for%20Windows.aspx

Validation: To check that everything is fine, extract the accompanying 
GamecrashTestWindows package, and open the VS2010 project (GamecrashT-
estWindows.sln). Once opened, do the following steps:

- Configure the include directory for OpenAL: right-click on the project 
(where it says ‘GamecrashTestWindows’, just descending from the root 
node “Solution ‘GamecrashTestWindows’ (1 project)), select “Proper-
ties”, then, click on “VC++ Directories”and edit the entry that says “In-
clude Directories” to read “C:\Program Files\OpenAL 1.1 SDK\include;$(In-
cludePath)” (without the quotes), and be sure it matches where you in-
stalled the OpenAL SDK in the previous step. Also edit the entry “Lib-
rary Directories” to read “C:\Program Files\OpenAL 1.1 SDK\libs\Win32;$
(LibraryPath)”.

- Build the project: “Build” menu, entry “Build Solution”

- Run it: “Debug” menu, “Start Debugging”.

You should see a rotating square with some background noise (like a TV 
without antenna), just like this:

If you can see and hear it, congratulations, your Windows laptop is ready for 
Gamecrash!

http://connect.creativelabs.com/developer/Wiki/OpenAL%20SDK%20for%20Windows.aspx
http://connect.creativelabs.com/developer/Wiki/OpenAL%20SDK%20for%20Windows.aspx
http://connect.creativelabs.com/developer/Wiki/OpenAL%20Installer%20for%20Windows.aspx
http://connect.creativelabs.com/developer/Wiki/OpenAL%20Installer%20for%20Windows.aspx


Mac OS X

Machine specs: basically any Intel Mac with a recent version of Mac OS X 
should be ok. We have tested the course materials on recent (2012) Mac-
book Air machines, and on 2010 and 2011 Mac Minis.

Core software: you need to have a recent version of OS X. We have tested 
things on 10.7 and 1.8 (Lion and Mountain Lion), although anything from 
10.4 (Tiger) and up should be enough. 

You need to have Xcode installed, we have tested with versions 4.3 to 4.6, 
although it’s likely older versions will work. You can download Xcode for free 
from the Mac App Store. Once installed, you should go to Xcode Preferences, 
‘Downloads’, and click “Install” in the “Command Line Tools” entry.

Tools: you will need to install the free open-source PaintBrush app from 
http://paintbrush.sourceforge.net/, to generate the bitmaps we will be us-
ing.

Libraries: you will need to install the GLFW library, which is the best way to 
develop OpenGL apps on a Mac OS X nowadays without using Objective C. It 
has to be downloaded, compiled from source, and installed. Install this after 
Xcode and the command line tools. Here are the steps to do it:

- Download the source archive (glfw-2.7.7.zip) from 
http://www.glfw.org/download.html, and extract it in your home dir-
ectory

- Open the terminal and ‘cd’ to the directory you just created

- Type “make”, it should show a list of targets. Now type “make cocoa”, 
and then, “sudo make cocoa-install”. After this, GLFW should be ready.

Validation: To test everything is fine, open the accompanying GamecrashT-
estOSX zip file, open the contained Xcode project (double-click on 
GamecrashTestOSX.xcodeproj), and try to build and run it (Command-B to 
build, Command-R to run). It should show a rotating square on the screen 
with background noise like a TV without antenna, like this:

If you get that, with an ugly background noise, you are sure you will be able 
to use your laptop for the Gamecrash course. Congratulations!

http://www.glfw.org/download.html
http://paintbrush.sourceforge.net/


Preparing materials for your own game

During the course we will be creating many mini-games, putting the theory 
to practice, which is the way to ensure you grasp all the concepts.

Games will be all 2D, based on bitmap graphics (not 3D, and not with vector 
graphics such as those created using SVG, Adobe Illustrator, etc…). This kind 
of graphics can be created using tool such as Adobe Photoshop, the free 
Paint.NET on Windows, etc…

The types of games we will be working on are:

- Side-perspective scrolling platformer games (think Super Mario Bros or 
Ghosts and goblins, or the more recent Tiny Wings or Angry birds.)

- Top-perspective scrolling and shooting games (think 1942, Terra 
Kresta, etc…)

- Top-perspective games for characters walking around directed with the 
mouse, etc…

- Board & puzzle games (think Farmville, seen from above)

We will have graphics available for you to use in the course, but we thought 
it would be great if you want to prepare or pre-select your own graphics, 
with your own game concept, theme or subject, and then use them in the 
course so that you can bring your own creation to life during the course!

If you are going to prepare this, please have these restrictions in mind:

- Please use bitmap graphics with alpha. Although we will use the BMP 
file format, you can bring them in PNG file format.

- All graphics must have power-of-two sizes (16x16, 32x32, 64x64, 
128x128, etc…). If you graphics don’t fit this, we can enlarge the can-
vas to fit it. You can either prepare them beforehand, or we will help 
you do it on the course. If it’s a large amount of graphics, it will take 
some time, so you should probably do it in advance not to waste valu-
able time on the course. Just center your graphics in the canvas.

- Characters and other elements will probably have various shapes with 
a transparent border to the edge of the square texture. Background 
graphics should “tile” (that is, fit “well” if you put one copy next to an-
other in a grid to cover the background).

Sound effects and music: you can also choose your own, from free sources 
online, etc… Sound effects should be mono WAV files in 8 or 16 bits resolu-
tion, anything between 11kHz to 44kHz. Music should be a small clip in WAV 
format, be sure to convert your MP3 to this. If the file is too large, it’s pos-
sible you won’t be able to use it, since we may or may not have enough time 
on the course to implement streaming music.

If you have any doubt, let us know. We will have a look at the materials and 
suggest how they can be better prepared.



And of course, this is optional, you can work with the graphics we will bring 
and you will learn as much – but you will really enjoy it if you want to create 
your own game.



Pre-course study

It would be good if you refresh these topics before the course, it will help 
you make the most out of it:

Programming language: we assume you are a developer with experience devel-
oping software in some platform: Java, .NET, PHP, etc… For Gamecrash, We 
will be using the minimal software development technology: basic C without 
pointers. If you review some C materials, it will be helpful. We’ll be using 
built-in types, enums, functions (assignments, expressions, loops, etc…), ar-
rays, structs, #include files, #define preprocessor macros, etc… We will 
hardly use any strings, and we will use no memory management at all.

Math: reviewing the following would be useful: geometry (coordinates, dis-
tances), algebra (vectors, very basic matrices), trigonometry (rotations, 
sines and cosines), and calculus (just a bit, the concept of derivatives).

General programming techniques: we will be using state-machines, so having a 
look at these could be useful.

Windows/OSX programming: we depend on the OS to get access to basic ser-
vices. On Windows, we’ll create our own window with OpenGL bindings, and 
use OpenAL for audio. On OS X, we will use GLFW to set up OpenGL and 
process input, and OpenAL comes by default supported by Apple. If you 
want to review any of that, it’s fine, although not necessary at all. You don’t 
need to have a look at the materials for the other OS that the one you are 
using (ie: if you will be working on Mac OS X, there’s no need to have a look 
at Windows materials), although we’ll review both on the course which will 
be illustrative to everyone.

We will cover things such that no previous knowledge is necessary beyond 
standard programming experience. So, don’t fret about the points above, if 
you want to review things, it’s fine, if not, we’ll do so on the course.

Related topics

The course is about games programming… but in my experience, the want of 
doing this is most often intertwined with the want of creating your own 
game, including the design. Also, many of those interested in developing 
games are interested in the games industry professionally. We will be focus-
ing on game programming, but we will definitely discuss all related topics: 
game design, game creation, the games industry, publishing and distributing 
games, the indie scene, etc…

So, be sure to bring your creativity pumped up, and any and all questions 
related to making games. We will be able to discuss them, I will share my 
experiences here, and that way we will all be able to make the most out of 
the course!


