Tutorial for a graphical puzzle In
Adventure Maker:

The player has to put 6 photos onto
6 different tables correctly.

Tutorial by Mystery's Games 2009



Import the screen background.
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Click on ,Manage Resources®, and import the images (photos) that will appear
in the hotspots.
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Click on ,VBS Variables (advanced)®, and create 6 variables. The variables will
be set to 0 if the corresponding photo is on the wrong place, or to 1 if the
corresponding photo is on the correct place.
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Click on ,Manage Inventory ltems®, and create the 6 items for the photos.

Click ,Create New Item®, give it a name, and import the corresponding .ico file.
Do this for all 6 photos.
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Click on ,VBS Procedures (advanced)®, and add the following script. Then click OK.
It will be later used to determine if the player has already placed all 6 photos or not.

<;-Lul Go back to main menu VBScript Global Procedures

tE‘unc*. tion HasItem (ItemName)

Hasltem = False

For ch ¥ in InventoryItembbject
If X.Tag = ItemName Then
HasItem = True
End If
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For the following tutorial, we assume that the player has to put the photos in the
following order: photo 1 on hotspot 1, photo 2 on hotspot 2 etc.
Additionally, we assume that the tables are on the same screen.
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Click on ,Manage Inventory ltems®, and drag photo 1 onto the correct hotspot 1.
Go to the Advanced Tab, and enter the following script.
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@:ﬂ Inventory Action.LoadhPicture Hotspot(l), "photol.jpg™
** ltems photol ok = 1

If HasItem("Photol™)=false and Haslitem("Photo2")=false and Haaltem("Photo3")=falae and HasItem{"Photod4™)=false and _
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I [ Action.LoadAPicture Hotspot(4), ™"
- .LoadRPicture Hotspot({S), ™" to 1.
Action.LloadAPicture Hotspot(6), ™" Every time the player puts a photo, we check if
i M T i he/she has already put all photos or not.
ot n.kddItem "Photol .
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chotoé ok give the player all items back, and set all variables to O.

End If The player has to start over with the puzzle.
End If
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Now drag photo 2 onto the correct hotspot 2. Go to the Advanced Tab, and
enter the following script. Note, you can copy-paste your previous script,
but you need to change the text in the first 3 lines (Photo2, photo2.jpg,

photo2_ok)! Continue this for all photos for the correct hotspots.
Hotspot Properties Fholo2 on holspoisl

VBScript Code

Aetion.BemoveItem "Photol2™
Aotion.LoadiPicture Hotspot(2), "photold.jpg™
photod ok = 1

If HasItem{"Photol™)=Ifalse and Hasltem("Fhotol™)=false and Hasltem("Photo3d™)=Ifalse and HaslItem("Fhotod")=false and _
HasItem{"Photo5S")=£false and HasItem("Photot™)=false Then
If photol ok + photo2 ok + photo3 ok + photod ok + photoS ok + photoé ok = & Then
hetion.Message "That's

ion.Message "Something is wrong, try again.™
n.lLoadAPicture Hotapot (1), ™"
. LoadRPicture Hotapot(2), ™"
tion.LoadAPicture Hotspot{3), ™"
n.LoadAPicture Hotapot {4), ™"
ion.LoadAPicture Hotspot(S), ™"
n.LoaddPicture Hotspot{G), ™"
n.AddItem "Photol™
ion.4ddItem "Photo2™
n.AddItem "Photo3™
.AddItem "Photod™
tion.AddItem "FhotoS™
n.hddItem "Photog™
ck =0
photo?2 ok ]
photod ok
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End If
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Now drag the second photo onto hotspot 1 (i.e. the wrong place). Go to the
Advanced Tab, and enter the following script. Make sure that you add the
appropriate hotspot number and the required information for the case ,,Photo2

on hotspot 1). We set the variable to 0, because it's the wrong place.
Hotspot Properties FPhotoZ on hotspot#l :

VBScript Code

Letion.RemoveItem "Photol2™
Action.lLoadhPicture Hotspot(l), "photold.jpg™
photod ok = 0

If HasItem("Photol™)=false and HasItem("Photoi")=Ffalse and HasItem{"Photo3")=falae and HasItem{"Photod")=false and _
HasItem("Photo5S™j=false and Hasltem("Photot™)=false Then
If photol_ok + photol ok + photo3_ok + photod4_ok + photob_ok + photoé ok = & Then
Aetion.Message "That's
Else
Action.Message "Shmethlng 5 i | wrcng, try again.™
ion.LoadAPicture Hotspot{l),
ion.LoadAFicture :czsp:trcy, S
n.LoadAPicture Hotspot(3), ™"
Action.LoadhPicture Hotspot(4), ™"
ion.LoadiPicture Hotspot(S), ™
ion.LoadiPicture Hotspot{6),
ion.addItem "Photol™
ion.AddItem "Photo2™
.AddTtem "Photo3™
LAddItem "Photod™
.AddTItem "PhotoS™
.AddTtem "Photo&™
phct 1 ok a
photo? ok
photo3 ok
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photod ok
photoS ok
photoé ok
End If
End If
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Continue to drag the photo items to the wrong places, and change the text in
the first 3 lines of the script accordingly.

Wrong places:

Photo 1 on Hotspots 2

Photo 2 on Hotspots 1

Photo 3 on Hotspots 1
1
1
1

Photo 4 on Hotspots
Photo 5 on Hotspots
Photo 6 on Hotspots

J
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3,4,5
, 3,4,5
,2,4,5
,2,3,5
, 2, 3,4
, 2, 3,4



| hope that this tutorial was helpful.
Good luck with the creation of
your graphical puzzle!

In case of questions, just visit
the Adventure Maker Forums:
http://www.adventuremaker.com/phpBB2/index.php


http://www.adventuremaker.com/phpBB2/index.php
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