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Introduction

Welcome to the GameGuru Loader user guide. GameGuru Loader is an easy way to
convert and optimise your GameGuru Level creations into high quality, multi-
platform ready, media and code that is compatible with the AppGameKit
programming language, allowing for speedy development of immersive 3D
environments and games.

We continue to support our amazing community with the addition of this DLC,
brought to you by one of our very own community members, Preben Eriksen. We
were so impressed with the tool that we wanted to make it an official add-on to our
product range. It brings extended functionality to two of our flagship products,
GameGuru and AppGameKit. While you'll need to own both GameGuru and
AppGameKit to make use of this DLC, you’ll then be free to convert your levels and
media for use in your multi-platform AppGameKit creations.

The key advantage of GameGuru and AppGameKit over other development
platforms is the incredibly small learning curve and the ability to broadcast your
creations instantly to your platform of choice using the AppGameKit Player. Design
your level in GameGuru, convert it with GameGuru Loader, and then test your
creation using the generated source-code and media for your level in AppGameKit.
You can also broadcast and play on your worlds to any Android and iOS devices you
have.

The aim of this guide is to help you learn how to:
e Convert all your GameGuru media to a format compatible with AppGameKit
e Convert your levels to run in AppGameKit
e Load and test your levels in AppGameKit
e Tweak display settings to suite your target devices

GameGuru Loader is a media converter, and collection of AppGameKit source files
and advanced shaders, that allow you to load the 3D content from GameGuru into
your AppGameKit projects. This means you can design a 3D environment with
GameGuru and load it in AppGameKit. It will not play an entire GameGuru game
within AppGameKit, although great strides are being made in additional
functionality, such as vehicle physics, simple NPC Al that allows non-player
characters to follow GameGuru waypoints, lens-flare effects, proximity sensitive
doors, real-time shadows, water reflections, cartoon shaders, per-object bloom
effects and more.

Now, let's get started...
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The Files You Get With This DLC

This DLC contains two archive files;

1. Ggloader130.zip

This is a package of source-code and shaders designed to load the converted 3D
GameGuru levels into AppGameKit. In the package you will find the following files
(both Windows and MacOSX versions are included, but for the purpose of this
document, we will focus on the Windows files):

The GameGuru Loader AppGameKit project file and source code for loading your
converted levels:

2| edit.agc

2| ggcar.agc

8| ggfunc.agc

B ggguns.agc

@ GGLoader.agk

2| ggshadersetup.agc
8| ggskybox.agc

8| ggwater.agc

2| main.agc

8| math.agc

Documentation for converting levels without using the Graphical User Interface
GGLoaderGUI:

T doc-ggloader.pdf
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The media folder (including sub-folders), containing all the advanced shaders and
default textures and objects required by GameGuru Loader:

2. GGLoaderGUI110.zip
This archive file contains the third party batch file conversion, compression and
helper tools to make converting your levels a breeze:

7 7za.exe

%k | Config.ini
EH GGLoaderGUIL10. &xe

|E| nconvert.exe
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Why GameGuru Media Needs To Be Converted

GameGuru uses specific types of images and objects designed to be optimised for
Windows gaming. Unfortunately these types of files are not compatible with
AppGameKit, and do not offer the resource efficient file sizes required for mobile
gaming. We need to convert those files into something AppGameKit can use.

Wi ithin this DLC you can find the original doc-ggloader.pdf guide which is a step-by-
step guide to manually converting all the GameGuru media. However, we now have
a helper tool called GGLoaderGUI110.exe to do all the conversions for us!

Converting the media is a very time CPU intensive task, and is rather time
consuming. Once the conversion process is under way, be prepared for it to take
several hours to complete. However, this only needs to be done once. So when all
your GameGuru media is converted, it can be re-used over and over with any new
level you create in GameGuru. You'll only need to convert media again if you add
more media to GameGuru (i.e. if you install a new GameGuru DLC pack, items from
the Asset Store, or add your own customer objects and imagery).

1{%{5

GameGuru .dds image
AGK friendly .png images

Set

The conversion process takes images used by GameGuru for high quality desktop
graphics (such as .dds images) and converts them to lower resolution .png format
images.
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Converting GameGuru Media Using The Converter Tool

Launch the converter tool GGLoaderGUI110.exe
e

o, « downloads + GGLoaderGUI10 » GGLoaderGUI - Search GGLoaderGUl
Organize = Include in library + Share with + Burn MNew folder =+ [l @
=
~ -
i Favorites ‘=| Name Date modified Type 5
Bl Desktop — El7zaee 017 12:48 Application
% Downloads 4| Config.ini 4/2017 12:48 Configuration sett...
£ Dropbox GGloaderGUH10.exe 7/04/2017 12:48 Application
1 Recent Places [ nconvert.exe 17/04/2017 12:48 Application
B Deskiop - d 1 +
4 items
4 items M Computer

When run you will see the following screen appear:

GG Loader V 1.1 (c) 2016-2017 PLEMSOFT, Preben Eriksen l = i

GUI and Converter by
GameGuru B Skl
LOADER >>>
Corwert Files

Add Gameguru root Folder:
W [ Select Folder | [ Open Folder |

Select Output Folder (GameGuruTmp):
W [ Select Folder | [ Open Folder |

Select your Gameguru Level (Mapbank)
A [ Select your File ] [ Open Folder ]

Select your GG Loader Folder
W [ Select Folder | | Open Folder |

Select GGLoader temporary Folder (AppData)

A [ Select Folder | [ Open Folder |
Operations Global Settings
[ Copy Files from GameGun Folder to Output Folder [l Convert all DDS Files to PNG Files
] Copy eritybark from GameGuruTmp to AGK temp Resize Textures to 507 ( _result_mobile)
[7] Convett and copy Gameguru Level {Mapbark) Resize Textures to 25% ( _result_mobileZ)
Delete vegmaskgrass dat, Delete DDS Files in Output Folder

watemmask.dds and vegmask.dds Use 'NConvert”instead of the intemal converter

[ Mot convert if png already exists
Status

e e

Using the 'Select Folder' buttons, you need to populate all the folder locations. It’s
very important you get this right for the process to work.
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GameGuru root Folder:
This is where you installed GameGuru on your computer. The default steam location
for the GameGuru root folder on Windows is:

c:\Program Files\Steam\Steam Library\steamapps\common\Game Guru\

If you have installed GameGuru in a non-default location, you can find your Steam
library folder by launching Steam, click Steam>Settings>Downloads>Steam Library
Folders.

Steam Library Folders

ontent on multiple
DEFAULT INSTALLED

1

g

ADD LIBRARY FOLDER

Once you know your Steam Library location, return to the GGLoaderGUI app, click
the Select Folder button next to the Game Guru root folder and follow the path as
above \steamapps\common\Game Guru\Files and click OK.

Browse For Folder *

Please select the Gameguru root Folder

v Game Guru ~
_CommonRedist
Docs
v Files

audicbank
characterkit
databank
ebebank
editors
effectbank
entitybank
fontbank
gamecore
languagebank
levelbank
maphbank

savegames

scriptbank

Folder: Files

Make Mew Folder Cancel
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Output Folder (GameGuru Tmp):

The output folder is where every possible item of GameGuru media you have will be
exported to in its lower resolution format. So you need to create a new folder to
store all the converted GameGuru media. Make sure it is not within your
AppGameKit project's folder in order to prevent all the converted media being
included in your game. An example output folder might be;

Select Output Folder (GameGuru Tmp):
G\AGK\GameGuru Tmp', | Select Folder | | Open Folder |

GameGuru Level (Mapbank):

Here you must select your level that you created with GameGuru. The level will be
saved with a .fom file extension and by default can be found within the
Files\Mapbank folder from your GameGuru root. You can also use .fpm files from
other locations (such as demo levels downloaded from other sources).

GG Loader Folder:
This is where you unzipped the GGLoader AppGameKit Project files.

GGLoader temporary Folder (AppData):
AppGameKit stores any files created by an AppGameKit app within the User appdata
folder in Windows. By default this location would be found in:

c:\user\<your username>\AppData\Local\AGKApps\<your AppGameKit
project name>

...where <your wusername> is your Windows login, and <your AppGameKit
project name> is the name of your AppGameKit project. For the purpose of this
document, we will assume you are using the default GameGurulLoader project called
ggloader.

Note: By default this is a hidden folder on Windows and you may have to show hidden files to see
it. You can read more information about this folder HERE.

Tick ALL the options under the Operations and Global Settings headings.
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Once done, you should end up with something looking like this:

GUl and Converter by

GameGuru N SV
LOADER >>>

Convert Files

Add Gameauru root Folder:
K:\Steam LibranysteamappscommonGame Guna [ Selact Folder ] [ Open Folder I

Select Output Folder (GameGumi Tmp):
GAGK\GameGuL Tmp' [ Select Folder ] [ Open Folder ]

Select your Gameguru Level (Mapbani)

tam Library'steamappscommon'Game Guru'Files'mapbankCartoon Antics fpm [ Select your File ] [ Open Folder l

Select your GG Loader Folder
G M\AGK agloader.

| Select Folder | | Open Foider |

Select GG Loader temporary Folder (AppDiata)
ChUsers\Conrad \AppDataLocal\AGKApps'agloadert. [ Select Folder ] [ Open Folder I

Operations Global Settings

Copy Files from GameGuru Folder to Output Folder Convert all DDS Files to PNG Files
Copy enitybank from GameGuruTmp to AGK temp Resize Textures to 50% { _result_mabile)

Convert and copy Gameguru Level (Mapbank) Resize Textures to 25% ( _result_mobile2)

Delete vegmaskgrass dat, Delete DDS Files in Output Folder

watermask .dds and vegmask dds lUse "MCanvert' instead of the intemal converter

Skip copy files f they already exists
[¥] Mot convert i .png already exists;

Clear Qutput

It is a good idea to click 'Save Prefs' at this point so you don't need to re-enter all
those folder locations again in the future.

Now you can click ‘Start to convert’, sit back and relax for the next few hours whilst
your entire GameGuru media library is converted. N.B. This process really will take
hours to complete so be patient and don’t turn off your PC or interrupt the process.
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During the conversion process you will see progress updates in the status window.
This give you some feedback to know the process is happening and files are being
loaded, converted and saved in the new mobile format.

Status

DDS File deleted: g:\agk*gameguru tmp“files gamegurutmp*entitybankcatoonglowstones_n.di = Clear Output
DDS File deleted: g:*agk*gameguru tmp*files“gamegurutmp*entitybank cartoon glowstones_red

DDS File deleted: g:*agk*gameguru tmp*files“gameguritmp*entitybank cartoon glowstones_red,

DDS File deleted: g:\agk gameguru tmp*files*gamegurutmp*entitybankcartoon*glowstones_red.

DDS File deleted: g:*agk*gameguru tmp*files“gamegurutmp*entitybank cartoon glowstones_red

DDS File deleted: g:*agk*“gameguru tmp*files“gameguritmpentitybank cartoon glowstones_s.dc ™

Pl [T 2

Once again, just in case you missed it, the initial conversion process WILL TAKE
SEVERAL HOURS TO COMPLETE.

Using the folder settings you set within the application, the converter will build a
new and complete media library (in the 'Output folder (GameGuru tmp)' location),
and will copy all the required media and most of the converted level data into your
AppGameKit project media folder and AppData media folder (some level data is
created when you run the ggloader AppGameKit project). All GameGuru entities will
be placed into an entitybank folder within AppData so that your AppGameKit project
can find all the files it needs to build your selected level.

When the initial conversion is complete, you can safely untick the following options:

e Copy files from Game Guru to Output folder
e Convert all dds files to png
e Copy entity bank from GameGuruTmp to AGK temp

...as those processes are only required once. If you need to convert more levels, you
are able to do so with the current set of options selected unless you add additional
media to your Game Guru media library, in which case you will need to select all
options again and click 'Start to convert' to add the new media to your converted
set.
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Game Guru Loader — AppGameKit Source Code

Once the conversion process is complete, you are ready to load and test your level in
AppGameKit! Open the AppGameKit IDE and load the GGLoader project that came
with this DLC. Compile and run. The first run can take some time to start, and you
may notice the project window flicker for a while, whilst all the required media from
the freshly created entitybank folder is extracted and copied, and whilst terrain maps
are built etc. This is all handled within the AppGameKit program files. After a short
delay, your level should appear, ready to play, with a default set of buttons and
WASD controls enabled. Wander around your creation in awe, and look up at the
sun to see the lovely lens-flare in action. :)

First run of the Cartoon Antics level:

[ &6 Loader B ==
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Broadcasting Your Level

To broadcast your creation to mobile, or to be able to export your creation to an
AppGameKit project, you need to tweak a little bit of code within the main.agc file,
and make sure all the required media for your level is included in your project media
folder.

So far, AppGameKit has been loading the required media from the AppData
temporary location. So, using Windows Explorer, copy the following files from your
GGLoader AppData folder:

lightmap2048.png
baked-m.png
baked-vegmask.png

to:

ggloader/media/gameguru (where ggloader is your GGLoader project)

Notes:

e You only need lightmap2048.png if your using the “generatelightmap = 1” option in
GameGuru Loader

e When you use mobileversion = 1, baked-m.png will be called “baked-m_mobile.png

Next copy the entire ggmedia folder from your GGLoader AppData folder to:

/ggloader/media
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Your ggloader project media folder should now look like this:

< - . BT
- - | aVa i 1§
Moo/ | < AGK > ggloader » medis v ~|ép [l Seorhmesia P

New folder EE | I@l

COrganize « Include in library « Share with = Burn

4.0 Favorites
Bl Desktop
4 Downloads
%% Dropbox

:
= Recent Places

4 Bl Desktop
» 4 Libraries
>ﬂ3- Homegroup
> A Conrad
[ (M Computer
>9¥ Metwork
» @ Control Panel
£ Recycle Bin
. Ally
. apple
. Asus

44 items

| gameguru
. ggmedia
| ggterrain
| guns
. lod5
. mehile
. mohbilepvl
| mobilepvir
. mobilepvirs
. postp
| skybox
| terrain2
#| basemap.ps
#| basemap.vs
#3 billb.obj
#3 billb2.obj
|| bytecode.byc

@ clouds_move.png
@ clouds_move2 png
& detail2S6.png

@ dummy256.png
@ dummy512.png
& dummy1024.png
& dummy2048.png
& dummy4096.png
#3 qunlscale.obj

@ gun128.png

@ gun256.png
#3 meshremove.obj

|| shoxx
#| skybox.ps
#| skybox.ws
#| veg.ps
#| veg.vs

L |wegX
@veg-grass.png
@veg-grass2.png
@veg-grassd.png
@veg-grassb.png
#|veglight.ps
#|veglight.vs

= waterl28.jpg

@waterdepth.png
@waternormal.png

Within the ggloader main.agc file, change line 24 from:

global runonmobile

to

Il
'_\

global runonmobile
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File Edit Search View Document Build Debug Tools DLC Help
D B. B & « » e » » @ 2| & a ¢
New  Open Save  SaveAll Revert Back  Forward | Compile  Run  Broadcast Debug Find Quit ’

Project Symbols Debug main.agc ep ggfunc.agc ggshaderse{up.agcx b

[GGLoader] [GGLoader] [GGLoader]
=[5 GGLoader 1 P
edit.agc 2 )
gacar.agc : 3
agfunc.agc 5 )
gaguns.agc 3 )
ggshadersetup.agc ; WASSR ,
gaskybox.agc 9 3
agwater.agc 10 : t
; 11 These global variables allow you to change how .
pea0s 12 * GameGuruLoader works. Read the comments next
math.agc 13 to each to understand the options they offer
14
15
- é
17
is
i9
20 i
21 p
22 =
23 global usedecals = 1 ,
24 global runonmobile = 1 1
25 global pos\:processshaders e
26 global useveqg = 0 1=3i rourd,
27 global usevegsway = 1 Q
28 global maxveg = 10 m
29 global vegtexture$ = eg- ,
30 global vegspreading = 4 ,(
31 global vegminsize# = 1.35 b
32 global mobileversion = 0 ~(‘
33 global usemobiletextures = 1 WS,
34 global usebillboards = 1 !
global blllbcaxd\:ex:azescale# - 0 . v 025 = ,:E:—:’E?
|l il g S LN Sl i, 4 g g sl

This indicates to the program that you have successfully completed copying the
required media over to your project and are prepared to test on a mobile device.
You're then ready to hit broadcast!

Fire up the AppGameKit Player on the mobile device that you want to test with.
Depending on the size of your level, it may take a while to transfer the media over,
and then load the media, but you should end up with your GameGuru level running
on your mobile device within a few seconds.
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Here’s an actual screenshot of the Cartoon Antics level running on an Android
mobile phone via Broadcast:

There are many advanced features and options to tweak within the ggloader source-
code, however this is enough to get you started for now. Please visit the
AppGameKit forums for help and support on the more advanced options. Here are
some other sources of help and advice you might want to check out;

e The GameGuru Loader Forum Thread
e The AppGameKit Chat Board
e Preben’s YouTube video showing the whole process

Happy level building!
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