
 

 



Editor’s First Page 
Don’t you love the cover…? 

Isn’t the cover just awesome? I think it’s the best so far. Thanks reneuend.  

Anyways, this issue is going to be AWSOME! We have so much stuff for you. We 

also have a secret recap of the Gaming Making Contest and next month we are 

going to interview reneuend about it! So let’s get started… 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Interview with featured member Mystery 

1. Why did you join the forum?  

I joined because I had a question when I started to try out AM. And since then, I've been 

around more or less regularly during the past 3 years.  

 

2. What do YOU think the best part of the Adventure Maker forum is?  

I enjoy the diversity: People of both genders and different ages from all over the world, and 

with different levels of experience with game and art creation gather here for the same goal. 

AM Forums is a friendly community with many helpful members.  

 

3. What is the best feature in Adventure Maker?  

I can't tell what the best feature is, but I like Adventure Maker because on one hand it's very 

easy to use, and on the other hand there is the possibility to use VBScript to customize your 

game, and to make it complex.  

 

4. Since you started using AM, have you always been hooked on it?  

Definitely! Although I have tried out other game creation tools and software in the past years 

as well, Adventure Maker has remained my favorite.  

 

5. If you were to name a Member Of The Month, who would it be so far this month?  

Tough question! I'd suggest reneuend, but of course the decision is not only up to me.  

 

6. Any last words?  

I hope to see many new games created with AM in future, and I also hope to have more time 

again for game creation one day. And thank you very much for picking me as featured 

member in Bite By Byte.  

If you have someone you think should be featured, send me a PM. 

 

How to apply tattoos in Photoshop tutorial 
by Saturn 

 

This time I’ll show you a simple way to apply tattoos on your photos. It may not be the best but it's quite simple, 

easy and quick so let's get started. 

 

Step 1: Open Photoshop and the two images you are going to use. The one with the tattoo design (preferably black 

and white only) and the one with the body part, person or whatever you want to apply a tattoo on. 

 

I'm using these two pictures 

 

http://mousiestock.deviantart.com/art/Stock-Male-Back-VI-58054459 

 

and 

 



 
 

Step 2: Get rid of the tattoo's background using the "Magic Eraser Tool" found in the eraser tools icon by 

continuously clicking it. 

 

Step 3: Now using the "Move Tool" drag and drop the tattoo onto the base image. Then set the new layer's mode to 

"Multiply" 

 

My progress so far 

 



 

 

Step 4: Click on the icon in the red circle and click and drag on the image to make the tattoo fit on the body. When 

finished click the "check" button. 

 

Step 5: Use the regular eraser to erase parts of the tattoo that are left out of the body. 

Tip: lower the fill level of the tattoo layer to make it transparent so you can see every detail and know where to 

erase. 

 



 

 

Step 6: Now to add a bit more reality touch. Set the layer's fill to about 70% and then apply a Gaussian Blur filter 

with a Radius from 0.2 to 0.6. Pick the best for your eye. 

 

My final result. 

 



 
 

Have fun! 

 

 

 

 

 

 



 

How To Make A Journal 
Thanks to forum members Imari and Auxlen, I was intrigued with their quest to build a journal. 

Here is a tutorial. 

 

 

First I’ll show you what it looks like and how it functions then we’ll look at the code. 

 

 

This would be a typical page with hotspots. The user could pick up the wrench, blue key, or gold 

key in any sequence….and may not pick up one of them at all. In our example, we pick up the 

wrench, blue key, and then the gold key respectively. 

 

Now click on the Journal hotspot to see the journal. 

 



 

Page one of the journal displays the wrench because we picked it up first. 

 

Now click on the arrow hotspot to go to the next page. 

 

The blue key displays because we picked it up second. 

 

Last, we click on the arrow to look at the 3rd page. 

 



 

The 3
rd

 page displays the gold key because we picked it up on the 3
rd

 try.  

The Code 
 

 

 

pagenum: Set an integer variable for counting the number of items picked up. 

Goldkey, bluekey, wrench: Set an integer for each object. Give it a descriptive name. When it 

is set to 1 then the player picked it up. 

Journal: Set a variant that will hold all of the images that each object hotspot contains. These 

will be comma delimited and in order of how the user picks up the objects. 

 



 

GetWord function returns a string (or word) from a delimited list. 

 

In our example, Journal = “Colored_Use.ico, Colored_Key2.ico. Colored_Key1.ico”. 

 

Add this generic function to your global procedures. You may find it useful for other applications 

since you allows a way to get around the fact you can’t use global arrays in AM.  

 

Parameters 

Index:  the page number of the journal 

Text: the string to be searched (in our example, it is journal that is passed in) 

Delimiter: the character used to separate the word list in Text. (in our example, we used a 

comma) 

 

 

 

 

The Object Hotspots 
 

 



 

The code for each hotspot is written as shown here.  

 

If the variable goldkey = 0 then it hasn’t been picked up yet, so 

If journal = “” then this is the first object that was picked up 

Add the associated image for this hotspot to the variable, Journal. 

Now set goldkey = pagenum, this tells us what order the items were picked up. (The variable 

should have been named, ordernum, or something a bit less misleading.) 

Now we increment pagenum to reserve an index for the next item picked up. 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Storying 

How to write Great 

Storylines for your Games 

Part II 

 

We’re back, with more tips on writing great storylines for your games! 

 

The Handy-Dandy Notebook 

Believe it or not, you’re going to need some school supplies for this step in building your story.  

Specifically, a reasonably-sized college rule notebook, and enough pencils that you won’t have 

to worry about losing a few.  These two items, the notebook and the pencil, are going to 

become your best friends until you’re done making your game. 

 

 If you plan to make more games with strong storylines in the future, write the title of 

your game on the front of the notebook.  On the very first page, write the basic idea behind 

your story (the foundation).  From there, what you do to build onto that idea is entirely your 

choice.  What I would do is outline the setting of my game first- draw a sketch of the place, and 

then write a short description next to it (bare in mind, the setting includes the time period as 

well).  This is a method that will come in handy throughout the process of creating your game: 

sketch, scribble down description and notes.  Afterwards, all you need to remember are two 

words: elaborate and expand. 

 

 Don’t be afraid to take your notebook with you- whether it be to school or to work.  

There have been dozens of times when I have a great idea for a story I’m writing, but I am 

unable to get to my notebook.  By the time I do, the idea is gone. 

 

Formatting Issues 



The sketch and short description idea (above) seemed like it came out of the blue, right?  After 

all, notebooks are for writing in, right?  Not this time.  Believe it or not, making the backstory 

for a game requires less writing than you might think.  In fact, more often than not, I’ve found 

that a page with pictures of what I want to make, and short notes that tell more about them, 

are much easier for me to use than a page full of nothing but words.  To illustrate this, I’ve 

included a small excerpt from one of my own journals, which shows the designs of two 

thirteenth century inventions, and short descriptions of them. 

  

 

While you don’t necessarily have to write your notebook in this style, it can be very helpful later 

on, when you go back to read through it again.  Otherwise, you may find yourself wondering 

what in the world it was you were writing about.  

 

More in the next issue! 

 

Disclaimer 

The previous article, part one of my series, carried the subtitle “How to Write a Bestselling 

Storyline”.  Looking back, I see that that was way too much exaggeration.  I can in no way 

guarantee that reading these articles will turn you into a bestselling author, or game maker.  

These are merely good tips on getting through the process of writing  storylines for your games.  

Sorry about that, folks. 

 



The Chrome Zone... 
Quality time with AM's resident helper guy... 
 

Welcome to the 'Chrome Zone', that special part of the mag 
where we take a look at things... a bit differently. In this 
edition, we're looking at voice-acting... 
 
Voice-acting? Well, that's pretty simple isn't it? Just a bunch 
of people who go into a studio and record lines for whatever 
movies/cartoons/games/commericals they need to do? There 
can't be that much to it, right?  
 
Well... there's a lot more to voice-acting than you might have 
thought. I'm just going to go through some of the basics of it 
and recommend a few bits of software you might like to use 
if you want to do voice-acting for a project.  
 
First of all... you need a microphone! Pretty obvious, but you 
would kinda want one if you're going to do any sort of 
voicework. The second thing you need... is a voice. I can't tell 
you where to find one, I'm working on the principle that 
you've got one already. The final thing you need is a piece of 
software... may I recommend Audacity 
(http://www.audacitypro.com/) - which is free to download 
and lets you record and edit sound samples.  
 
Now, voice acting is not easy. But with effort and practise, it 
is very do-able. The first thing to do, is to identify a role that 
you think may suit you. This is the most important step. As 
you get into voice acting, you'll find yourself wanting to try 
different types of voices. But to start, you must identify a role 
that you can do. So, do you think you have the right voice for 
a hard, villainous type? For example, can you do a cold, 
coniving, threatining voice? Or perhaps you have the voice 



of softer, more gentle type. A wise old man, or a kind old 
lady? Whatever it is... you must pick a voice that works for 
you... 
 
Now the next thing you'll probably want is some kind of 
script. You may have written it yourself, or, in the case of 
working for somebody else, they may have given it to you. 
You have been assigned a particular role, the role that fits 
your voice best. The best thing to do is to read the script and 
get a feel for it, do it several times. READ IT OUT LOUD. No 
point sitting there reading it in your head, you don't get any 
feeling from it that way. Read through it expressively. You 
don't have to be in character, but get a feel for HOW you're 
going to say the lines. 
 
Once you've done that, it's time to get started. If you want to 
get the full range of tones you'll need to prep your vocal 
cords - particularly if you're doing a deep voice. If your vocal 
cords are tense you won't be able to do deeper notes 
properly. Relax your vocal cords by taking deep breaths 
(without flexing your abs) and briefing out with an "ss" 
sound. Make sure your posture is correct. To relax your 
vocal cords further and prepare them to do deeper tones say: 
"Ringing, Singing, Dancing" - holding the "ng" sound for as 
long as possible. Do it in your natural voice first and then 
gradually force your voice slightly deeper. Three or four 
repititions should do. Don't over-do this or you risk 
damaging your vocal cords. 
 
Now you're ready to record. Make sure your microphone is at 
least four inches away to avoid hard "p", "s" and "t" sounds. 
It also reduces peaking on bad microphones. You then read 
over the line, prepare yourself and press "Record" (or the 
Red Button). Wait a second and then say the line clearly and 
expressively. When done, don't stop recording immediately, 



wait a second or two to allow the sound to naturally "fall" 
away. It goes without saying that there should be minimal 
background noise. If you're near a computer, several 
recording programs have filters you can use to remove the 
background "hum". The next stage is to export the line 
(usually as an Mp3 or WAV) and then move onto the next 
one. If you're doing two or more different roles, I would 
recommend recording them all seperately as switching 
between two voices often reduces the quality of both. Well I 
hope that was helpful. See ya next time...  
 
 
 
 
 
 
 
 
 

 

 


