
 

 

 



Editor’s First 

Page 
Special Edition with a special cipher! 

 Welcome to April 2009’s edition of Bite By Byte, the official 

Adventure Maker magazine. This edition is special- in a good way that 

is. Included on the next page is an allendorf cipher. A what cipher? As 

seen on the hit movie National Treasure, an allendorf cipher is a line of 

numbers, like this: 

1-4-9 

2-3-19 

4-8-2 

6-2-9 

Etc. 

 The first number in the sequence is the page number, not 

including the cover, but including  this page. The second number in the 

line on the page, not including skipped lines.  The final number is the 



letter on the page, not including symbols or punctuation. Simple? It will 

spell something out. Good luck! 

Your editor, 

Chickens 

CIPHER PAGE: 

3-5-23  

3-24-4  

4-9-1 

5-3-17 

5-13-4 

5-16-11 

6-1-12 

6-8-6  

8-2-9  

11-4-7  

12-2-11  

13-4-7  

14-4-10 

 

14-6-11  
 

14-12-11  

_ _ _ . _ _ _ _ _ _ _ _ _ _ . _ _ 



Programming #5 
 

Data IFs, Loops and Selects 

 

First of all, I apologize for my absence once again. 

This lesson is going to demonstrate the most useful 

programming techniques: Switches and loops. We will 

work mainly with boolean numbers here, so I should 

explain one more time what a boolean is. 

A boolean is a type of variables, just like strings and 

integers. Boolean variables take only two values: True 

or False, just like switches! That's why our IF 

structures are also called switches sometimes. 

 

Let's start with an easy IF statement. 

 

If 1<2 Then Msgbox "I know math!" 

 

As you can see, the IF keyword is followed by a boolean 

value (the result of the logical inequality 1<2 is 

true, which is a boolean value), which is in turn 

followed by a 'then'. Quite simple, isn't it? 

You could also write it as 

 

If 1<2 Then 

Msgbox "I know Math!"   'command in new line 

end if                  'but then you need an "end if" 

 

I suggest this syntax if you need more than one 

command. 

Now, what if you wanted to check for another value too? 

Don't worry, every language with some self-esteem has 

an else 

 

Input=cbool(inputbox("Input either true or false. Any 

other value (except for the numeric boolean values) 

will generate an error")) 

if input then 

msgbox "You entered 'True'" 

else 



msgbox "You entered 'False'" 

end if 

 

This code takes a user input, converts it to a boolean 

using the CBool() standard library function and then it 

checks if it's true or false and returns the respective 

message. You could also syntax it as: 

 

Input=cbool(inputbox("Input either true or false. Any 

other value (except for the numeric boolean values) 

will generate an error")) 

if input=true then 

msgbox "You entered 'True'" 

else if input=false then 

msgbox "You entered 'False'" 

end if 

end if 

 

Notice that with each 'else if' you need another 'end 

if', while 'else' doesn't require it. 

So that's it with IFs. What should you do if you want 

to check a variable for a whole list of values? Use a 

Select (or switch in languages such as C) 

Let's say you have a student and a grade range from 0 

to 10 and you want to do something different for each 

grade. All you have to do is use a Select like this: 

 

dim grade 'grade will be our variable 

Select case grade 

case 0 

msg="You are a total mess" 

case 1 

msg="You are a very bad student" 

case 2 

msg="You are a bad student" 

case 3 

msg="You are not good enough" 

case 4 

msg="You could be better" 

case 5 



msg="You are average" 

case 6 

msg="You are not that bad" 

case 7 

msg="You are a good student" 

case 8 

msg="You are a very good student" 

case 9 

msg="You are a great student" 

case 10 

msg="You are a genious" 

End Select 

Msgbox msg 

 

Selects also work for strings and have also an else 

option 

 

input=Inputbox("Please input a string") 

Select case input 

case "hi" 

msgbox "Hey there!" 

case "bye" 

msgbox "Bye bye" 

case else 

msgbox "Didn't getcha" 

end Select 

 

Isn't it too easy? And exciting too... You can create 

programs to tease your friends just using IFs. 

Now let's remember the previous lesson, where we 

created this program to sum 10 input numbers: 

 

'Function Starts 

Function GetInput(inputnumber) 'inside the parentheses 

are the arguments, local variables. 

num=InputBox("Please input a number","Sum") 

GetInput=inputnumber+num 'this adds the new number to 

the sum. The GetInput function will be assigned with 

the value of this calculation 

End function 



'Main Program starts 

sum=GetInput(0) 

GetInput(sum) 

GetInput(sum) 

GetInput(sum) 

GetInput(sum) 

GetInput(sum) 

GetInput(sum) 

GetInput(sum) 

GetInput(sum) 

GetInput(sum) 

 

And I mentioned that it would be much easier using a 

loop? So let's say some things about VB's loops. There 

are two of them. The Loop and the For. 

The differences between those two, is that the For will 

execute the given commands for a standard number of 

times, defined by the programmer, while a loop can 

repeat a given code until a condition is reached. 

But in order to fully understand, let's get to action. 

We will at first try to make our previous program 

smaller using a FOR. 

 

'Function Starts 

Function GetInput(inputnumber) 'inside the parentheses 

are the arguments, local variables. 

num=InputBox("Please input a number","Sum") 

GetInput=inputnumber+num 'this adds the new number to 

the sum. The GetInput function will be assigned with 

the value of this calculation 

End function 

 

'Main Program starts 

Dim sum 

sum=0 

for i=1 to 10 

sum=GetInput(sum) 

next 

Msgbox sum 

 



So let's see what happened there... in the line 'for 

i=1 to 10' we make our program go from 1 to 10 making 

steps of 1 each time and storing the current step in a 

variable named i. We could also use i inside our FOR. 

For example if we have an Array with 10 positions (0-

9), to assign some value to every position we could 

write this: 

 

dim Array(10) 

For i=0 to 9 step 1 

Array(i)="Nothing" 

next 

 

the keyword 'next' is used to define the for's end. If 

for any reason you need to escape the For prematurely, 

you can use 'exit for'. 

You can also alter the step to any number you like (-1, 

5, 10 ,1000), just make sure it reaches the given 

limit. You can replace any of the two numbers (Starting 

position and limit) with a variable. 

 

Now if we wanted to do the same using a loop, there are 

four ways to do it, because loops work like this:  

1) You can begin the loop imediately or after the first 

script execution 

2) You can loop while a condition is true, or until a 

condition becomes true. 

You always start loops with the keyword 'DO' and finish 

with the loop. In order to understand it, just take a 

look at the finished code for the Sum of 10 nums 

 

'Function Starts 

Function GetInput(inputnumber) 'inside the parentheses 

are the arguments, local variables. 

num=InputBox("Please input a number","Sum") 

GetInput=inputnumber+num 'this adds the new number to 

the sum. The GetInput function will be assigned with 

the value of this calculation 

End function 

 



'Main Program starts 

Dim sum 

Dim i 

 

'First case loop before while 

sum=0 

i=0 

Do while i<10 

sum=GetInput(sum) 

i=i+1 

Loop 

Msgbox sum 

 

'Second case loop before until 

sum=0 

i=0 

Do Until i=10 

sum=GetInput(sum) 

i=i+1 

Loop 

Msgbox sum 

 

'Third case loop after while 

sum=0 

i=0 

Do 

sum=GetInput(sum) 

i=i+1 

Loop while i<10 

Msgbox sum 

 

'Fourth case loop after until 

sum=0 

i=0 

Do 

sum=GetInput(sum) 

i=i+1 

Loop until i=10 

Msgbox sum 

 



I 'd suggest using the loops after the first execution 

if the script execution involves possibilities of 

changing the condition for the loop. Example (which 

involves features from the whole lesson) 

 

repeat=true 

Dim Deck(13) 

'Filling the deck 

For i=1 to 13 

Select case i 

case 1 

Card="A" 

case 11 

Card="J" 

case 12 

card="Q" 

case 13 

card="K" 

case else 

card=cstr(i) 

end select 

Deck(i-1)=card 

Next 

' 

DO 

 

Randomize 

DCard=int(RND*13) 

input=Inputbox("You have drawn "+Deck(DCard)+". Please 

guess weather the next card will be greater or lower", 

"Card Game") 

 

Randomize 

DCard2=int(RND*13) 

Message="You have drawn "+Deck(DCard2) 

If DCard>DCard2 AND lcase(input)="lower" OR 

DCard<DCard2 AND lcase(input)="greater" then 

Message=Message+". You win" 

else 

Message=Message+". You lose" 



End if 

Msgbox message 

input=Inputbox("Would you like to play again? (yes or 

no)") 

if input="no" then repeat=false 

Loop while repeat 

 

So, this is your first complete script game and you 

must be really happy! Congrats, you have advanced to a 

programming novice. Now, loop this procedure until you 

are good enough to start learning... JAVA ;) 

 

See ya next month. I hope. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

How to Write Great 

Storylines for your Games 

Part III 

We’re back once again, with more pointers on writing solid 

storylines for your games! This article wraps up the basics of 

backstory- next issue, we’ll be talking about the part of the story 

the player gets to experience. Enjoy! 

The Mortar 

Keep it Together, People! 

Building a story is like building a brick house; it can survive a few 

bad bricks, but if you don’t hold it together correctly, it all falls 

down the second something goes wrong. So what do you use to hold 

a story together? One word: people! 

The characters (unless you have a game completely devoid of 

intelligent life) are one of the most important parts of a good story. 

Seeing how they grow and change throughout the story will keep 

players hooked on your game, just aching to find out how things 

turn out for your reluctant hero, or your confused and unwitting 

villain. But to know that for yourself, you have to know about your 

character’s whole life, unless of course they’re a real person, in 

which case you should only consider using major events. 

Otherwise, you need to know how to build your character from the 

ground up. The easiest way to do that is to go in chronological 

order, starting at birth. 

Who were your character’s parents? Were they good parents? Did 

your character even know his/ her parents? Asking yourself 



questions makes you think about these things, and you’ll use the 

method long after you’re done with building the people of your 

game. What events shaped your character’s life? In short, who is 

your character? You have to know what makes your people tick 

before anyone else can. 

Now, in reality, no one just stands around telling their life story to 

random passerby. This is where you have to think of several things 

at once. How does your character shape the overall story of the 

game, how does the player interact with them and fit into the story, 

and how do they find out your character’s story? You already know 

what shapes your character’s actions. Now you just have to figure 

out how they affect everyone else, including the player. 

Location, Location, Location 

This is the part where the “building a house” analogy falters a bit. If 

you read the first two articles and followed the advice there, then 

you already have your foundation, and you already know how to 

build upward. However, only now that you have that can you decide 

where you’re going to put it. For now, we’ll keep that decision 

simple: reality, or imaginary? 

The Real World 

Depending on how complex and original your story is going to be, 

you may need to expand in different ways. Let’s say, for example, 

that the story is set in the real universe, on Earth, in the current 

time frame. Think of what country it would need to take place in to 

make sense. If your story takes place on a tropical island, try the 

Hawaiis, or the Bahamas. Choosing where you’re going to set the 

story, you have to take everything into consideration: is the area 

highly populated? Will the player have to interact with many 

people? How long are you willing to spend designing non-player 

characters? And that’s just the people aspect. 



The idea of making all of these decisions at once may seem 

daunting to you. Don’t worry: you don’t need to do it all at one time. 

If you get to a point later on where something you wrote earlier 

doesn’t make sense, go back and change it to fit your story. You are 

using pencil, after all. 

The Myst World 

On the other hand, instead of placing the game in the real world, 

you may want to put the story in a world like ours, but at the same 

time, unique. This one is going to involve a good bit more work. 

Have you ever had a close look at the backstory of the Myst games? 

You’ll find that it’s hard to do so within just a few minutes. Myst’s 

huge back story is what gives it such a large fan base. When 

developing a story about a place that does not exist in the real 

world, be sure to include a history of how that place came to be, 

who built the mechanisms and puzzles, etc. 

In addition to this, you need to make sure that every aspect of the 

story (and therefore, the game) is believable, in the sense that the 

events in the story could possibly happen in reality. Even if you 

have fictional objects or ideas, such as Myst’s linking books, they 

should have a certain level of logic behind them. 

Just as our world has inventions that help us with daily tasks, your 

made-up universe should have inventions that the inhabitants use 

to aid them in their daily activities. Keep in mind that depending on 

what kind of time period your fictional universe is in, the 

technological complexity of the inventions may vary. As with 

everything else, be sure to sketch out inventions in your notebook, 

and then write a description that includes their name, purpose, and 

how they work. 

 



Eye color change Photoshop 
tutorial 
by Saturn 
 

This time I'll show you a quick way to change the color of your eyes. 
 
Step 0: Open Photoshop, open your image. 
 
Step 1: Select the Eppiltical Marquee Tool and select the first eye. To 
make a perfect circle hold down left mouse button and then hold dond 
the Shift button. To select both eyes, select the first and while holding 
down the Shift button select the second eye. 
 
Step 2: Go to Image>Adjustments>Hue/Saturation. Check the "Colorize" 
box and play around with the settings until you get the color you want. 
 
Step 3: Click OK :) 
 
 

(Pictures on next page) 



 

 

 

 

 



PlaySound Function 
By Reneuend 
 
Here is a quick update for anyone that uses the PlaySound function. Let’s say you put in an ambience 
(background) sound for a frame either using the PlaySound subroutine or by selecting the sound file on 
the first channel dropdown in the audio tab of the Frame properties.  
 
NOTE: I recommend NOT using both options at the same time. It’s better to use all your sounds for a 
frame on the audio properties tab, or all sounds under the Advanced tab using the PlaySound subroutine. 
 
If you use the PlaySound subroutine and need to have multiple sounds, then you’ll need to be able to add 
sounds to multiple channels. The PlaySound subroutine only uses channel 2 because its hard-coded in 
the subroutine. I recommend rewriting the subroutine to add a new parameter called, “Channel”. Then 
replace the “2” values in the subroutine with the “Channel” variable. Now you can run multiple sounds at 
the same time. Be sure to change the StopSound subroutine to have a “Channel” parameter too!  If you 
are already in the middle of a project, then create a new subroutine for Playsound, like “PlaySound2”. 
 

 

ORIGINAL SUBROUTINE 

Sub PlaySound(FileName, Repeat)  

'PlaySound "c:\filename.mp3", False 

'If the sound file is located in your "Areas" folder, use the "GetPath(4)" command: 

'PlaySound GetPath(4) + "c:\filename.mp3", False 

'To Stop a sound: StopSound 

Action.LoadControl MediaPlayerObject(2)  

MediaPlayerObject(2).FileName = FileName  

If Repeat = True Then  

MediaPlayerObject(2).PlayCount = 0  

Else  

MediaPlayerObject(2).PlayCount = 1  

End If  

MediaPlayerObject(2).Play  

End Sub  

 

Sub PlaySound2(FileName, Channel, Repeat)  

'PlaySound2 "c:\filename.mp3", 3, False 



'If the sound file is located in your "Areas" folder, use the "GetPath(4)" command: 

'PlaySound2 GetPath(4) + "c:\filename.mp3", 3 False 

'To Stop a sound: StopSound2 

Action.LoadControl MediaPlayerObject(Channel)  

MediaPlayerObject(Channel).FileName = FileName  

If Repeat = True Then  

MediaPlayerObject(Channel).PlayCount = 0  

Else  

MediaPlayerObject(Channel).PlayCount = 1  

End If  

MediaPlayerObject(Channel).Play  

End Sub  

 

Sub StopSound2(Channel)  

MediaPlayerObject(Channel).Stop  

MediaPlayerObject(Channel).FileName = ""  

Action.UnloadControl MediaPlayerObject(Channel)  

End Sub 

 

 


