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GORF for the GameBoy Advance, First Beta (0.10)
Presented by JessCREATIONS*, Co.
in association with The Gameroom Blitz 
(http://www.lakupo.com/grblitz)

“Oh no, Beta!”  Oh yes, beta!  The GameBoy Advance version of GORF has officially graduated to game status thanks to a lives system and a progression of difficulty.  You’re given an allotment of lives at the start of the game… either three when you press the start button, or six when you press select.  Run out of lives and the game ends.  Also, the game gets increasingly vicious as you progress through its six ranks.  If you can get past Space General with three lives, my hat’s off to you!

Twenty-plus years of homebrew game design have taught me that adding challenge to a video game is often the hardest part, because players quickly learn to exploit flaws in enemy logic, turning the game into a boring chore.  At the same time, it’s important to keep the playing field level and refrain from putting players in unfair or impossible situations.  I think I’ve done a pretty good job of finding a balance… the game gets tough later on, but it’s rare to find yourself trapped in a situation that you can’t escape.  If you disagree, feel free to contact me and let me know what I’m doing wrong.
The only things left for me to tackle are the voices and that explosion at the end of the flagship stage.  From there I can work on the window dressing that will give this the air of a professional release.  I’ve already got plans for several production logos (including an adaptation of the animated JessCREATIONS*, Co. logo I was using in my old YouTube videos), as well as the title screen and an art gallery.  I’m undecided on the unlockable content, because ten years of games like Marvel vs. Capcom 2 have made that feature more of an annoyance than a fun novelty.  Still, it’s not totally out of the question.  We’ll see how things pan out.

Anyway, enjoy the beta.  By the way, if you just don’t have enough lives to get very far in the game, you can always fix the problem by getting creative with the buttons on your GameBoy Advance…

Special thanks to the GBAdev.org community for their assistance, the many sample programs written for Dragon BASIC that made this endeavor possible, and my friend Brian Balsan for his continued support and encouragement.
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