
 

 

 

  



 

 

 

 

Editorial 

 
Welcome to the twentieth edition of Bite By Byte! Twenty editions of our 

magazine ... I still remember as Chickens gave life to this project with his unique style: 
interviews, reviews, news ... All Forum members were excited with this project and 
now, twenty numbers after, the spirit is still going on. 

 
In this issue you will see the reviews of the latest most anticipated games: 

BlackWish Cemetery, The Firstborn, Shadows and Enter The Realm. Reviews made by 
Vengeance66 and reneuend, two of the most active and respected members of the 
forum. You also find two articles very practical: "Building a Game Story" and "Using a 
Hotspot as a background video frame", also written by our colleagues Vengeance66 
and reneuend. There are many more articles that we could not include in this issue for 
lack of time, but surely we will see in future editions of the magazine. 

 
In closing I would say this is my first issue of the magazine as a designer and I 

want to thank reneuend for trusting me for this task. I really enjoyed designing the 
different sections and I hope you like the new look. 

 
Vairon. 
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Building a Game Story 
Working Title: The Forgotten Mystery 

By Vengeance66 

 
 

Intro of the game 
In the woods there is only one thing to seek. Away from the civilization, away 

from everyone… Full moon is on the move and you are left alone with only your breath 
and your adventurous spirit to seek the mystery… 
 
 

First scene 
 First task is to make a fire, because it’s freezing in the night. So, only two places 
to roam around. That is, two frames in 360 degrees and 8 frames for point and click. 
The first scene is the place where you stand in front of the little tent. There is dirt in the 
grass where you have to place the fire. But, you need wood and dry branches. Lighter is 
already equipped in your inventory. You go in the other scene and take some wood on 
the ground, but the dry branches are high on the tree. You go back in front of the tent 
and take some stones, go back again, hit the branches and they fall on the ground. You 
take them and go back to in front of the tent. There you put the branches first, than the 
wood and finally light the fire. But, the fire is down. You can’t light a fire without some 
paper! Then, an icon is shown to check your jacket (or shirt, or whatever) and see if you 
have some papers on you. You find an article of newspaper about an ancient artifact, 
lost for a millions of years. I’ll expand this part of a story later, but in meantime… After 
you read the paper, you put it below the branches and light the fire again. The fire is lit! 
From the smoke, a voice is calling for help! It tells you that the year of the truth is 1035. 
It beckons you to go west from the point of where you are standing. From this point, 
you’ll find a post that is abandoned for years. The voice is telling you to hurry; 
someone’s life is depending on YOU. You click on an icon for continuing after the voice 
is finished. 

Second scene 
 Second scene is in front of a post (a hut) that is abandoned. But, unfortunately 
it’s locked! A lock mechanism with six numbers on. Next to the door a note is written. 
“Whoever wants to get in here must know the exact date of the year of the truth. Add 
99 in front and multiply the year to enter. Inside you will only find fear and darkness…” 
(The combination will be: 99 1035*2 = 992070) After you enter the combination you 
enter the place and light a candle inside. A face shadow is escaping, scared from the 
light. Inside the hut, there is a bookcase with some books, a chair, table, a closed 
window and cover on the ground. The ground is dirt. On the table you find a necklace, 
axe, a knife, and a piece of a parchment. The note is telling you to go deeper in the 
ground. You must find a way to open the cover which is impossible to open by hand. 
You get out from the house and go to the back of it. There is a crowbar, but it’s inside a 
locked case or a casket. You use the axe on the case/casket and the crowbar is yours.  
 

 

 



 

 

 

You go back inside the hut and use the crowbar on the cover on the ground. You 
manage to open it somehow. There are stairs, but it’s dark. You turn around and open 
the window by force. It was not a window; it was a shelf for the torch… Oh, my god! 
You get the torch and go downstairs. 

 
Third scene 

 After getting downstairs you notice that you are in a tunnel. You go straight and 
there is a rope which hangs from a ladder to the upper ground. You cut the rope but, 
the ladder is half way down. You need to think and use the axe to hit the ladder so it 
can fall lower. You climb the ladder and find yourself in front of a little chapel. It’s a 
small chapel that is surrounded by a tall wall and a huge wooden door. The wooden 
door is locked and the lock is very high off the ground. You can’t get out. The puzzle to 
get into the chapel is simple. A sequence of 6 rocks vertically clicked! When you click on 
the mechanism, a bird lands on a rock. The bird has a note on its leg. The note shows 
the sequence, but mirrored! The sequence is: 512634 – written on the note but 
mirrored. When you put the first sequence in order, another mechanism is opened on 
the right side of the door and again the same procedure with the bird. But now, the 
mechanism is horizontal, again with 6 rocks. Now the sequence is given in correct way, 
but the note is faded and you could barely see some numbers. You use the lighter you 
have in your inventory with the note and now it’s readable! The sequence is 364251. 
You enter in the correct order and the door is opened. You get inside the small chapel 
and you hear a voice: “Welcome home my child, you finally found what you were 
looking for. It’s time you learn the forgotten mystery secrets…”… 
 
 

THE END (This opens a possibility for a sequel) 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Using a Hotspot as a Frame 



 

 

 

Background Video 

By Reneuend 

 
First, why would you want to use a hotspot for a background video when 

Adventure Maker allows you to add a video directly to the background already? The 
problem is that videos played via Adventure Maker’s frame properties option allows 
the player to skip the video at any time whether accidental or not by clicking on the 
video while it is playing. If you don’t want this to happen in your game, you might want 
to consider using a background hotspot instead. 

 
NOTE: Before we get started on this tutorial, it should be noted that you MUST be 
careful that the background hotspot is truly in the background and NOT covering up any 
hotspots you intended on having in the foreground. 
 
Overview 
Basically, we will take advantage of Adventure Maker’s “resized to fit hotspot size” 
option. The rest is straightforward as far as running a video in a hotspot. 
 
Step 1. Create a main menu that allows the user to change the screen resolution 
(optional) 
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

Figure 1 Main Menu 

 



 

 

 

If you want to allow the user to set the screen resolution, build the menu to 
something similar to Figure 1 using textboxes and hotspots. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

The “disc” icons are where the user will click to select the option that they want. 
The icon with the hand pointing left indicates what selection the user has made. This 
will change to the resolution that the user selects. Hotspot(5) is set with the icon 
showing because it is the default resolution in my test. Hotspot(6) and Hotspot(7) are 
created as transparent. 

 

 
Figure 3 Hand Pointing Left Indicator Code 

 

 Click on the Disc 1 and add the  following code:  
Action.ChangeDisplayResolution 1 
Action.LoadAPicture Hotspot(5), "g_left.ico" 
Action.LoadAPicture Hotspot(6), "" 
Action.LoadAPicture Hotspot(7), "" 
 

From the code shown, be sure to use the hotspot indexes that match your 
situation.  
 

 

Action.ChangeDisplayResolution 1 

Figure 2 Main Menu Details 

 



 

 

 

The index for the ChangeDisplayResolution command sets the resolution as follows: 
1 – 640 x 480 (used on the first disc) 
2 – 800 x 600 
3 – 1024 x 768 
 

 Click on the Disc2 and add the following code:  
Action.ChangeDisplayResolution 1 
Action.LoadAPicture Hotspot(5), "" 
Action.LoadAPicture Hotspot(6), " g_left.ico " 
Action.LoadAPicture Hotspot(7), "" 
 

 Click on the Disc3 and add the following code:  
Action.ChangeDisplayResolution 1 
Action.LoadAPicture Hotspot(5), "" 
Action.LoadAPicture Hotspot(6), " " 
Action.LoadAPicture Hotspot(7), " g_left.ico " 
 
 

 
Figure 4 Start Game Option 

When the user clicks on the option to start the game, our example will go to a 
frame that is a cut-scene. This is just a frame where a video is displayed and the user 
has no interaction. 
  
Step 2. Build the background hotspot on a cut-scene frame 
 

 
Figure 5 Project Frame Size 

 
Be sure you know what the frame size you are using in your project. This is 

found in the Project Properties – Options (figure 5). 
 

 

 

 

 

Creating the background hotspot 



 

 

 

 
Start the hotspot at X=0 and Y=0 
 

 
Stretch the hotspot until you reach the project frame size. In this example, I stretch it to 
X=640 and Y=480. 
 
 

 
Figure 6 Background Hotspot Properties 

 



 

 

 

Now open the properties for the background hotspot you just created. The key 
here is to check the box for “Resized to fit hotspot size”. This will resize the hotspot 
based on the current display resolution. Add your video and set the frame properties to 
move to a new frame automatically after the video is done playing.  
 

 
 
Set the Interval in seconds just long enough to play the video. 
 
 

That’s it! Just repeat step 2 for all your frames that require cut-scenes or 
animated backgrounds. 
  



 

 

 

BlackWish Cemetery 
Review by Vengeance66 

Developer: Dalton & Reneuend 

 
 

Family secret revealed… 
 
BlackWish Cemetery is a game made by our colleagues and friend, our masters 

in coding and design – Dalton and reneuend. It’s a point and click adventure game 
played in first person. It’s a horror-themed game that follows an investigation of an old 
family. The first episode is their Cemetery. 

 
The game has great graphics; it’s designed 

very professionally and contains some hard 
puzzles! You must think and read everything 
before gaining some progress. There are cool intro 
videos that open the game. The menu is also very 
nice. The game contains hard sequence puzzles. 
Your listening must be very clear and 
concentrated to hear the music tones and play 
them correct in one puzzle. There is a zombie that 
is chasing you in the old house and that is greatly 

made with a photo effect and the ambient is scary! The music and sound effects are 
cool, although I can say that this game lacks voice acting! The thing that I like the most 
in games is the character voices… But, that leaves a new way of making games to the 
creators. 

 
I can say that these kind of games are really cool to be played, both of you guys, 

please continue working so we can develop AM to its highest rate!  
  

This game MUST be played! 
 

  

BlackWish Cemetery 
 
  · Music: 4/5 
  · Graphics: 5/5 
  · Sound: 3/5 
  · Gameplay: 4/5 
  · Puzzles: 5/5 
  Score:  



 

 

 

The Firstborn 
Review by Vengeance66 

Developer: Luminy Studios 
 

The Firstborn is here! 
 
The Firstborn is a game made by Vairon, a cool person that has made great 

games. The game has a cool story about something before God created man and 
woman.  

 
First thing I must say that the main menu is 

very beautiful (thinking that mine are zero 
regarding this one) and the cursor is designed for 
the game. I like the fact that the cursor is based on 
the situation. The game is first person point and 
click adventure that contains ambient scary music 
and sounds. You are traveling deep in the 
underworld, in hell. The game contains great and 
very smooth graphics. The navigation is little 
confusing, but you are used to it in the first 5 

minutes of playing and getting into the game.  
 
Vairon is developing and making great graphics for games, the story as I said is 

very cool, the whole game is great. But, one thing is missing – voice acting! The player 
is speaking, but only text. The text is very nicely made (I have to learn this way too), 
very professional and great for the game. I found some bugs that were immediately 
reported, but that didn’t stop me from playing. I like playing this kind of game, made by 
my friends, and colleagues. Made with heart and soul, fulfilling their dreams… 

 
If you still haven’t tried this game here is my advice: TRY IT NOW! 

  

The Firstborn 
 
  · Music: 5/5 
  · Graphics: 5/5 
  · Sound: 3/5 
  · Gameplay: 4/5 
  · Puzzles: 4/5 
  Score:  



 

 

 

Enter The Realm 
Review by Reneuend 

Developer: Rainbow Entertainment 
 

You start out by getting ready to go to an Iced Earth concert, but your mom 
finds out, takes your ticket, and locks you in your room.  
 

The object of the game is clear enough at this point. You need to find a way out 
of your room and get yourself a ticket to the concert. 
 

You talk with certain people, who want 
something in return for helping you. This is where 
the puzzles begin to emerge. Some of puzzles are 
fairly simple, but don’t be fooled, there are a few 
hard ones. Rainbow Entertainment does give clues 
and the puzzles are logical, so if you are diligent, 
you should be able to figure them out. 

 
There is plenty of funny dialog in the story. I 

really don’t want to give them away, because it 
may not be as funny if you know what to expect, so 
you’ll just have to play the game.  

 
Be warned, there is some mild language 

used throughout the game. If this game were ESBR 
rated, it would probably be set at “T” for Teen. 

 
The game is well done. It has great ambient music, nice graphics, excellent 

audio narration (which I love about Rainbow Entertainment games),  great puzzles, and 
plenty of humor. The length of time to play the game is approximately 1 -2 hours 
depending on your luck or ability.  

  

Enter The Realm 
 
  · Music: 5/5 
  · Graphics: 3/5 
  · Sound: 4/5 
  · Gameplay: 4/5 
  · Puzzles: 4/5 
  Score:  



 

 

 

Shadows 
Review by Reneuend 

Developer: Rainbow Entertainment 
 

You are Ian Petar Valensa, and you are stuck in a hotel room. You look for 
objects, which help you gain access to yet more objects and more clues. Eventually, if 
you are clever enough, you will free yourself from the bloody hotel room (figuratively 
speaking). Rainbow Entertainment left the ending with an opening for a sequel. 

 
The game was well-built and takes advantage of 360 panorama. I love the way 

Rainbow Entertainment uses voice narration. It adds a definite professional touch, 
especially with the accent!  
 

Rainbow Entertainment also takes 
advantage of their music talent. The 
ambient music and music score at the 
end were pleasing.  

 
There were a variety of puzzles to 

solve and the solutions were logical and 
fit the story. Besides just finding items, 
there were inventory items that need to 
work together.  

 
 While the story is short, it was enjoyable to play. I really love that Rainbow 
Entertainment uses audio narration. The game is very well put together and if you play 
it, you will notice this right away. 
  
 This is a must play, especially for anyone using Adventure Maker, because it 
shows the right way to build a great game. 
 

Shadows 
 
  · Music: 3/5 
  · Graphics: 3/5 
  · Sound: 4/5 
  · Gameplay: 4/5 
  · Puzzles: 3/5 
  Score:  


