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Welcome to the 15th issue of Bite by Byte. While I get the honor of running this online magazine, 

this is really about the whole AM community. Your input is what will help make this a successful part of 

AM. Hopefully, this magazine will act as a vacuum of all the great ideas floating around the boards. Of 

course, we’ll want to throw in a good mix of other areas of interest as well including entertainment.  

While the forum has been quiet for a few months, I think we’ll start to see more activity this 

coming year with AM becoming more compatible with Windows 7. Thanks everyone for your support 

and please send in some material.  

Here are some ideas:  

1.  How to – draw, animation, 3D modeling, music, sound effects, coding, plugins 

2. Information about your game (must be a finished product) 

3. Information about your website 

4. Information about a plugin 

5. Puzzle or other entertainment 

6. Introduction of a AM forum member 

7. Anything you think AM members would be interested in 

You can submit articles by registering at http://www.hickchickgames.com/am_magazine/register.html .  

Please be sure that you enter the same email address you use in your profile in the AdventureMaker 

forums. This is how I verify legitimate users. After verification, I’ll give you a password and the link to the 

upload site. 

In order to make it easier to compile an issue, please submit in DOC, DOCX, RTF, or TXT formats. If you 

have several files or want to compress, the upload site is set to accept ZIP and RAR Types. If you can’t 

use any of these, please contact me by email or PM.  

I hope you enjoy this issue! 

 

 

Reneuend 

http://www.hickchickgames.com 

http://www.hickchickgames.com/am_magazine/register.html
http://www.hickchickgames.com/
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With the advent of Windows 7, many things were rendered useless in AM. Fortunately, the 

developers for AM gave all of us a nice Christmas gift at the end of 2010. There are still areas that need 

to be addressed, but for the most part, AM is back!  

Personally, I was able to convert several of my past games to Windows 7. The biggest challenge 

for me was to convert my code to the new “PlaySound” and “StopSound” routines that GM-Support(AM 

Owner) supplied. Now, the biggest is the fact that I can’t adjust the volume or fade-in, fade-out sounds. 

GM-Support is looking into an answer for some of these issues.  

The latest version of AM is 4.6.1. You’ll want to get this for ongoing work, even if you own XP or 

Vista because you have to think about your audience. If you don’t have Windows 7, be sure to go to the 

forum and ask for beta testers. Many of us are eager to try out…er…I mean test new games. 

GM-Support (owner of AM) reported the updates of this new release and they are extensive! 

You can read about it in his post at http://www.adventuremaker.com/phpBB2/viewtopic.php?t=5849 .  

Here is the list of improvements as stated by GM-Support: 

 The Cylindrical 360-degree panorama plugin now works fine under Windows 7  

 The Cubic Panorama plugin now works fine under Windows 7. To use this feature, in addition 

to AM v4.6.1 (or newer), you will also need to download the new version 1.2 [EDIT: Updated 

on Jan 5, 2011] of the Cubic Panorama plugin, available at the following URL (93 KB):  

http://jodu782.free.fr/am/cubic_panorama_plugin_v1_2.zip  

 Solved an issue that caused the option "Run in a window (instead of full-screen)" to crop the 

bottom of the frames under Windows 7  

 Updated the help document 

 Improved Windows 7 compatibility for sound and video  

 Solved an issue that caused the game window to scroll upward each time that a savegame 

was loaded  

 Solved an issue that caused the game to crash if the player started a new game while the 

"Load" dialog was open and then opened the "Load" dialog again  

 Solved an issue that caused Alt+F4 not to work in the Initial Menu.  

 Solved an issue that happened when the player attempted to create a savegames with a title 

longer than 32 characters  

 Solved an issue that caused the name of the game not to be displayed correctly in the TaskBar 

button of Windows Vista and Windows 7  

 Solved an issue that caused the game not to show up in the "Task Manager" of Windows Vista 

and Windows 7 

http://www.adventuremaker.com/phpBB2/viewtopic.php?t=5849
http://jodu782.free.fr/am/cubic_panorama_plugin_v1_2.zip
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…Windows 7 Compatibility continued 

 

More importantly to game builders, the following operations will not work in Windows 7 

 Set the volume of individual sounds/videos  

 Fade-in, fade-out and cross-fade music and sound files  

 Stretch a video to a size bigger than its original size  

 Put an image on top of a looping video 

 

And finally the know reproducible bugs 

 If you put two images one on top of the other, and you hide the top one, there is a brief 

flickering when the bottom one appears  

 Running ".AM1" files does not work the first time, you must try again in order to make them 

work  

 Looping videos do not currently appear in panoramas (however, standard videos played 

through the corresponding option under the Plugins tab of the Hotspot Properties do appear) 

 

 

 

While there are issues, this is all good news. AM isn’t dead and it looks like there will be some exciting 

improvements coming in the next few months.  

Are there any of you interested in Cubic Panorama? GM-Support is looking for some brave men and 

women who are willing to beta test a new release that will include some new and exciting features. If 

interested, please go to http://www.adventuremaker.com/phpBB2/viewtopic.php?t=5881 and 

volunteer! 

With all this news from GM-Support, this year is looking very exciting for us!  

 

 

 

http://www.adventuremaker.com/phpBB2/viewtopic.php?t=5881
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With the out-of-the-box functionality, Adventure Maker will let you write to an “ini” file, but you are 

locked down to using keys and values. Here is a way to create your own files and write your own data 

the way you want! 

 

First, add the following routines to the procedures area under the Advanced Tab. 

 

Sub Write2File(yourfilename, byval savetext) 

  dim myfile 

  set filesys = CreateObject ("Scripting.FileSystemObject") 

  set myfile = filesys.CreateTextFile (GetPath(2) & yourfilename, true) 

  set myfile = filesys.GetFile(GetPath(2) & yourfilename) 

  set txtstream = myfile.OpenAsTextStream (2, -2) 

  txtstream.Write savetext 

  txtstream.Close  

End Sub 

 

Function GetFileContents(yourfilename) 

  dim mytext 

  dim myfile 

  set filesys = CreateObject ("Scripting.FileSystemObject") 

  set myfile = filesys.GetFile(GetPath(2) & yourfilename) 

  set txtstream = myfile.OpenAsTextStream (1, -2) 

  mytext = txtstream.readline() 

  txtstream.Close  

  GetFileContents = mytext 

End Function 

or 

Look ma, no INI file! 
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Add a variable to save the data too. In this tutorial, I used “data”. 

 

 

Under the Frame Properties, in the advanced tab, I added code to display an inputbox to capture data 

from the user. I’m saving the user input to my “data” variable. 

 

Add a hotspot to save your data and a hotspot to load your data. Then add a message to display the data 

once it gets loaded. 
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  Under the “Save file” hotspot add the following in the Advanced Tab. This will write 

the variable, data, value to a text file called, “testfile.txt”. 

 

 

   Under the “Load file” hotspot add the following in the Advanced Tab. This will 

pull the data from the text file, “testfile.txt”. 

 

 

Create a Message by right-clicking on the frame area and add a default message. 

 

Done! Now run a test of the frame and see what happens! 
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Inputbox displays: Enter some text that you want to save to a file. 

 

 

The textbox shows the default message.  

 

To load it with your message, click on the “save file” hotspot. 

 

 

Your message is loaded from the file. 

Remember, you can use this to store anything you want!  Next time, we’ll look at a useful way to use it. 
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How to add several variables at once 

By JuhuWoorps 

I think you all know that creating variables in AM could be a mess, if you are need a lot of variables. 

The worst thing is that you always have to chance between mouse and keyboard if you want to add 
more variables. 

Here’s a way to do it faster, and only with keyboard. 

Go to C:\Program Files\Adventure Maker v4.6.0\Projects\aspicditch\Config and open the Variables file 
with notepad. 

 

 

Picture1 Variables in Notepad    

       Numbers of all variables 

 

       Integer variables 

 

 

       Separator 

       Variant variables 

 

Now you can add all the variables  you need. 

Just type it in the right section of variables:  INTEGER variables add before the separator, VARIANT  

variables after the separator! 
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…How to add several variables at once continued 

 

After you have added all your variables, you have to change the “Number of all variables”  to the new  

number of variables. 

Tip: If you have a very long list of variables, just hit ctrl&a, ctrl&c and open Excell or Openoffice 
Calc. 
Create a new tab, go to cell A1 and hit ctrl&v 
Look at the the last cell number and subtract 2 and you have the number of variables! 

 

 

Greetings  Juhu!  
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There was quite a long thread in the forum about copying frames from one project over to another 

project. I think a new member, KAPROJECT started it, but then I ended up needing the same thing. Well, 

later in the evening, I’d say it was around 5:00pm, I got a PM from Lyberodoggy. He had created a utility 

to copy files from one project into a destination project. I tried it but I screwed it up and ended up 

copying from the destination to the source project. We exchanged several PMs and by 9:00pm, 

Lyberodoggy had written a fantastic utility. It’s very intuitive and allows you to choose which frames you 

want to copy to a destination project. Now if you’ve been around awhile, you know that I live in the 

Midwest USA. Lyberodoggy is from Greece. Do you realize what time he was working on this? His first 

PM to me was at 2:00am Greece time. I thought I was insane last weekend when I stayed up until 

4:00am, but he beat me in the geek category. If I wasn’t so old, I think I could take him though. 

 

How it works 
To copy a frame from one project to another, you must copy the frame data from the “Frames” and 

“FramesData” folders. You’ll also need to copy any graphics over from the “Areas” folder that was used 

on the frame.  

     

If you were to copy the files over manually, this is what it would look like. 

By Reneuend 
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                Okay, I’ve wasted a whole page and haven’t even shown you the tool yet! Why would I do that? 

I’ll tell you why. It’s because it’s so simple to use, I didn’t want to just show you in the three easy steps 

that it takes. But, let me do that now!  

Here I want to copy a frame from my testing project into another project. 

 

 

 

 

 

Step 1: Open AM Project Toolkit and make sure your project data displays. It automatically found mine, 

but just in case, you can do it manually too. 
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Step 2. Select the project from “List of Projects” window. The “List of Frames” window will display the 

frames for the project you selected. Now, select the frames you want to copy. Then select your 

destination project in the “Destination Project” window. Now just click the “Copy Frames” button after 

deciding if you want to overwrite same-named files or not. 

 

 

Step 3. A success message will display after it has successfully copied the files. 
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Open your destination project. You should see the frame that was copied over.  Now you just need to 

hook it in with your other frames. 

Wait a minute! What about the associated images with the frames? AM Project Toolkit is smart enough 

to know what images need to be copied over and takes care of it for you! Cool or what? 

What a great overnight project from Lyberodoggy! We’ll have to come up some more for him!  
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This will be a repeating section of the magazine. It’s objective is to familiarize you with the myriad of 

plugins available.  

Random Events 
By Lyberodoggy 

 

This plug-in was created to help those who want to add some random events and prevent them from 

writing the whole randomization code.  

It's easy to use and currently has the following features:  

-Randomize numbers in defined ranges  

-Play random videos  

-Play random sounds  

-Display random texts  

-Sync random text with random sound.  

this feature can be used if you want to combine text messages with sound  

-Both for frame-load and for hotspots.  

Uses the playvideo and playsound subs so it adds them to the project procedures. Therefore you must 

remove these procedures from your project if you 've added them. The project will then load them 

from the plug-in.  

You can use this plugin to save time from writing randomizing code again and again.  

Unfortunately the sound and video features are not up to date yet (windows 7 incompatible), but they 

will be fixed soon. 

 

Animation Maker 
By Juhuwoorps (original) and Lyberodoggy (updates) 

 

It's basically what it states. An algorithm that creates animations. All you need to do is include the 

pictures (frames) needed for the animation named accordingly in a NameNumber pattern (i.e. 

anim1.jpeg, anim2.jpeg etc) and select which features to use.  

 

You can use this plugin to create simple or complex animations that will bring more life to the static 

graphics AM can provide. 
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There is a Sticky on the AM Magazine Forums that contains all past Issues with descriptions and 

download links. I’ve been dying to do this for a loooong time! This is where you will find future issues. 

http://www.adventuremaker.com/phpBB2/viewtopic.php?t=5888 

 

There is now a place to upload your articles for this magazine. Please register at 

http://www.hickchickgames.com/am_magazine/register.html 

  

http://www.adventuremaker.com/phpBB2/viewtopic.php?t=5888
http://www.hickchickgames.com/am_magazine/register.html
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Some of the things to look forward to in the next issue include the following: 

The release of Lyberodoggy’s AM Project Toolkit 

The release of AMSaveLoadGame plugin from reneuend 

The first part of a series on using Animation Studio Pro 

Continuation of plugin reviews 

And much more! 

 

 


