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Creating a background:
USING CHARACTERS

1. [image: image29.png]


Click on the Intro stage yellow tab         (left of screen) and the stage drawers should appear.

a. [image: image30.png]


Click on the          Characters drawer.

b. Pick the characters that you want to use and place them on your stage.

NOTE: Choose one type of walking tile for your main character or you will have to create multiple rules for each type chosen.  

2. To make more then one duplicate:

a. Click the copy icon [image: image44.jpg]i Wil

[

1®
i i

i il

I
I

i1
i

(== SO TN N N O O




 and place it on the character you need to copy.

b. Hold down the mouse and place the copied character where you want the copy to start.
c. Move the character across the selected area. When you lift your finger off your mouse the duplicates will stop.

3. Check your stage for duplicate characters:

a. Click on each character to check for stacked characters (two on top of each other).

b. Delete any extra characters you don’t need.

NOTE: Checking for duplicate characters are very IMPORTANT.  Created rules wont work if you have duplicates in the selected area.   

CHANGING STAGE SIZE (height x width):

1. [image: image31.png]


Click the yellow tab        (left of screen) and the stage drawers should appear.

[image: image32.png]



a. Click on the Stages          drawer.

b. Double-click on the stage to see the variables box. 

2. Change the stage width and height:

a. [image: image33.png]


In the stage width 
     box, enter the number of boxes you want going across the stage.

b. [image: image34.png]


In the stage height       box, enter the number of boxes for how tall your stage will be. 

NOTE: The stage width and height should only be changed if necessary. 
REVIEWING EXISTING BACKGROUNDS (for ideas):

1. [image: image35.png]


Click on the Red menu box      (top left corner).
a. Click on open second sim. 
b. Choose stage to review.

c. Close the second sim when you’re done. 
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Dealing with Multiple Characters:
CREATING PARED SPRITES (2+ characters):

1. [image: image37.png]
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Click on the Intro stage yellow tab         (left of screen) and the stage drawers should appear.

a. [image: image39..pict]Click on the          Characters drawer.

b. Pick the characters that you want to use and place them on your stage.

c. Click on the Paint [image: image2.png]


tool and place it onto the new character.
d. Press the clear button in the Picture Painter.
2. Click on the Paint [image: image3.png]


tool and place it on one of the selected characters.
a. In the Picture Painter click on the edit button, select all, copy, and done.
b. Click back on the new characters Picture Painter.
c. Click on the edit button, select all, and paste.
d. Move the character to its selected position.

3. Repeat step 2 for all characters that you want to use.

4. Name the group character and then click done.
NOTE: When naming characters make sure you name them something that is easy to remember. Example: Your team’s first initials of name and what the character used.
Main character = (D/Y MC), Walking tile = (D/Y tile)
MOVE MUTIPLE CHARACTERS AROUND

1. Click on an empty space (grey area) near the characters that you want to move.
a. Hold down your mouse and scroll across your selected area (it will highlight yellow).
b. Release mouse and move the selected (highlighted yellow) area.

DELETING MUTIPLE CHARACTERS 

2. Click on an empty space (grey area) near the characters that you want to delete.
a. Hold down your mouse and scroll across the area (it will highlight yellow). 

b. Release mouse and press the delete on your keyboard (do not use the delete icon).

NOTE: You need an empty space (grey area) around your selected area for these steps to work. If you don’t have one delete one character and then follow the above steps.
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Editing Existing Characters for Rules (stage MC and walking tiles):
1. Place the existing character on the stage. 

a. Click on the Paint [image: image4.png]


tool and place it onto the new character.

b. In the Picture Painter click on the edit button, select all, and copy.
c. Click done.
[image: image41..pict]
2. Click on the Create new character          tool.
a. Click on the Paint [image: image5.png]


tool and place it onto the new character.
b. In the Picture Painter click on the new characters edit button, select all, and paste.
c. Name the character and then click done. 
NOTE: You only need to follow these steps if you are editing any walking tile or the main character for your stage. If you don’t your stage will change back to the original look when the stages are connected together and some of your rules won’t fire.  

[image: image42..pict]
Character Movements:

MOVE LEFT

1. [image: image43.jpg]


Click the character with the rule marker icon
a. Drag the markers box to the left.

b. Place character in the box to the left. 

2. Click the “and if” tab 

a. Click the create a key test           button.
b. Click on the left arrow key on the keyboard and then click OK. 

3. Name rule and click done.

MOVE RIGHT

1. Click the character with the rule marker icon 

a. Drag the markers box to the right 

b. Place character in the box to the right 

2. Click the “and if” tab 

a. Click the create a key test          button.
b. Click on the right arrow key on the keyboard and then click OK.

3. Name rule and click done.
MOVE UP

1. Click the character with the rule marker icon  

a. Drag the markers box up 

b. Place character in the box on top of the previous placement. 

2. Click the “and if” tab 

a. Click the create a key test          button.
b. Click on the up arrow key on the keyboard and then click OK.

3. Name rule and click done.

MOVE DOWN

1. Click the character with the rule marker icon

a. Drag the markers box down 

b. Place character in the box to the under the pervious placement. 

2. Click the “and if” tab 

a. Click the create a key test          button. 

b. Click on the down arrow key on the keyboard and then click OK.

3. Name rule and click done.
RANDOM MOVEMENTS

1. Click the character with the rule marker icon          and make the move up, down, left and right rules. 

2. Double-click on the character.

a. Click on the “create a rule” icon             in the Rules box on the top left corner.

b. Drag the up, down, left and right rules into the rule box.

c. Click on the green rectangle (top left corner) and select “do random”.

d. Name and click done.

NOTE: When naming rules, make sure you name them something that is easy to remember. Example: Your team’s first initials of name and rule type.
MC walk = (D/Y), Collect coins = (D/Y)

Checking / Editing Rules:

CHECKING RULES

1. Double-click on the character (Rule box should appear).
a. Double-click on the rule you want to check.
b. Click on the yellow “and If”        tab (bottom left).
c. Check to see if you have everything need to start rule.
2. Click on the yellow “action” tab (bottom right) to view what is happening in the rule.
a. Click the test button (top left corner) to see if the rule can fire in it’s starting position. If your “and If” character squares (starting position) highlight green, then your rule is working.

b. If the rule is correct in the rule, click done.

EDITING RULES

3. If your “and If” character squares (starting position) highlight red, then there is a problem:
a. Click the edit button (top left corner).

b. Click and place the Glasses            on each of the “and If” character squares to examine
 the squares. This shows you what the stage has vs. what the rule wants. 
c. Click on both of the “and If” and “actions” tab to view their details.
d. Change or delete anything that doesn’t belong. Then, click done. 

Working with Textboxes: 
CREATING TEXTBOXES

1. Click the ! special drawer.

2. Click copy tool [image: image6.png]


 and place it on the abc text           (copy will appear).

3.  Double Click on abc text           copy to edit.

a. Click on the yellow tab (at the bottom left) to change the box size (height & width), color, and text (words you want to show up).

b. Name your abc text textbox and then click done. 

4. To create different text boxes, game instructions, or any signs you need repeat steps 1- 3.
NOTE: For anything that is said in your game you will have to make a different abc text character.

Adding Text Boxes Into Rules:

ASK A QUESTION:

1. Click the character that will be talking to the main character with the rule marker tool          .

2. Highlight all characters needed and the squares where you want the question textbox to be set (make sure you put exactly how many squares the text box is or your rule wont work/fire). 

3. Click the ! special drawer.

a. Drag the question abc text character into the rule and place it into its position in the rule (the first square where you want the textbox to start).

b. Name and click done.

NOTE: Question rules are created for the character talking to the main character. 
ANSWER A QUESTION:
1. Click the main character with the rule marker tool          .

2. Highlight all characters needed and the squares where you want the Answer textbox to be set (make sure you put exactly how many squares the text box is or your rule wont work/fire). 

3. Click the !special drawer and place the Answer abc text character into the rule. Place in the square where you want the answers to be.

a. Click the “and if” tab press the mouse. 

b. Click the “actions” tab and place characters where there new position will be. Create a different rule for yes / no question answers. In the “actions” tab place the characters for where they will go when the answer is clicked.

c. Name and click done.

NOTE: Question answers are always created for the main character.


Creating Stage Doors:
USING NEW CHARACTERS:

1. Click the ! special drawer.

2. Drag the Door character      onto the stage and put it into its position.

a. Click on the Paint [image: image7.png]


tool and drag it onto the door.

 Press the new button and then the clear button.

b. Click the get button and pick the image from the folder that you want the door to become. You can also create what you want it to look like.
c. Name the new door and then click done.

3. Click on the door to make the teleport appear [image: image8.png]


 (box with red dashes). 

· Place the teleport [image: image9.png]


 (box with red dashes) where you want the character to end up once it goes through the door. 
· Place a character on the door character to make sure the teleport works. 

NOTE: If the teleports red dashes highlight yellow 
   then it’s working. If not the character will not go through the door.

4. (Optional) If you’re going to need more than one door click the Copy[image: image10.png]


 icon and place it on the Door character. To create different door looks repeat steps 1-3.
USE EXISISTING CHARACTERS:

5. Place the door in its position on the stage. Click on the Paint[image: image11.png]


 tool and drag it onto the door character. 

a. Drag the character that you want the door onto the stage.

b. Click on the Paint[image: image12.png]


 tool and drag it onto the character that you want the door to become; click the edit button, select all and then copy.
c. Click on the Door Picture Maker, the new button, the edit button, select all, paste.

d. Name the new door and then click done. 

6. Repeat step 3 (Using New Characters).


Collecting Objects:


1. Place the character next to the object it’s collecting.

2. Click on the character collecting the object with the rule marker. 

3. Start a rule for the object to disappear when an arrow is pressed in the direction of the object.

a. Highlight your character and object being collected.


b. Click “and if” tab and press          and click the needed arrow. 

c. Delete the object collected. 

d. Name your rule and click done. 

e. Create a different rule for all directions “arrows keys” that objects are colleted.

4. Double Click on the character.
a. Click on the “create a rule” icon             in the Rules box on the top left corner.

b. Drag the up, down, left and right rules into the rule box.

c. Name and click done.


Collecting Objects with Character Variables (display numbers):

CREATING VARIALBLE:

1. Double click on the character you want to collect objects.

2. Click on the Yellow tab (at the bottom left).

a. Click on the small rectangle with the yellow top (variable). 

b. Drag the variable rectangle with the yellow top in the yellow rectangle that will appear below.

c. Change the Name of the variable rectangle from variable 1 to “Stars” or “Books” or the object you’re collecting. Click done.

CREATING RULE:

3. Place the character next to the object it’s collecting.


4. Click on the character collecting the object with the rule marker. 

5. Start a rule for the object to disappear when an arrow is pressed.

a.  Highlight your character and object being collected.

b. Click “and if” tab and press          and click the needed arrow. 

c. Delete the object collected. 

d. Create a different rule for all directions “arrows keys” that objects are colleted.

6. Double click on the character. 

a. Click on the yellow tab Drag the “Stars” rectangle/variable into the “actions” box below the delete step.

b. Click on the word “put” and select “add”.
c. Type a 1 into the small square next to “add”.

d. Name your rule and click done.

7. Double Click on the character.
a. Click on the “create a rule” icon             in the Rules box on the top left corner.

b. Drag the up, down, left and right rules into the rule box.

c. Click on the green rectangle “do first” and select “do random”.

d. Name and click done.


Display Variable Number on Character:

1. Click on the Paint [image: image13.png]


 tool and drag it onto the character.

2. Double click on the character.

3. Click on the yellow tab (at the bottom left) and place the variable and name it.


4. Drag the variable rectangle           onto the drawing of the character

5. Edit the placement and color of the variable as needed. Click done.

Creating a Timer:
1. Click on the purple global circle [image: image14.png]


.

a.  Click on the small rectangle with the yellow top (variable) 

b. Drop the variable into the drawer.
c. Change the name from variable 1 to “Timer”.

d. Type in the number of seconds (200) for the timer into the white area of the variable.

2. Click on the new character tool and place it where you want the time to on the stage.

a. Place the paint tool onto the star. 

b. Press clear and fill the square with a color.

c. Click on the purple global circle [image: image15.png]


.
d. Click and drop the timer variable into the new character window. 
Place the timer variable into the desired position.
3. Click on the rule marker tool           and drag it onto the timer character.

a. Drag the “timer” variable rectangle into the “and if” section.
b. Click on the word “is” in the green box.

c. Type a 0 into the small square next to “is”.

d. Click the “actions tab” and delete the timer character.

e. Name your rule and click done.


Creating a Timer for the Instructions:

1. Create the instructions text box (see Creating a text Box) and place in its position on your stage.
2. Click on the purple global circle [image: image16.png]


 and create a timer variable (see Creating a timer).

3. Click on the rule marker tool           and drag it onto the game instructions abc text [image: image17.png]


.       
a. Drag the “timer” variable rectangle into the “actions” section
b. Click on the word “put” and select “subtract”.

c. Type a 1 into the small square next to “is”.

4. Click on the rule marker tool            and drag it onto the game instructions.
a. Drag the “timer” variable rectangle into the “and if” section.
b. Click on the word “is” in the green box.

c. Type a 0 into the small square next to “is”.

d. Click the “actions tab” and delete the instructions.

e. Name your rule and click done.




Creating a Snapshot of Your Stage:

1. Open your stage.

a. Click the bottom right corner          of your Stagecast screen (3 dots in the corner).

b.  Resize the screen to fit what you want in the snapshot.

NOTE: To create a character sprite snapshot, you need to resize the screen to only fit that character. To create a stage snapshot, resize the screen to only fit the stage. 

2. Click on the Red menu box      (top left corner).

c. Click make snapshot.

d. Choose full screen, name, and save the snapshot.



Connecting Stages to Intro Stage:

ADDING TEAM STAGES:

1. Open your Intro Stage.

e. Click on the Red menu box     (top left corner). 

f. Click open second sim, choose a team stage (two screens will appear). 

2. Click the team stage’s yellow tab (left of screen) and the stage drawer should appear.

c. Click on the Stages drawer.

d. Click copy tool and place it on the team stage (copy will appear). 

e. Name stage copy.

3. Click on the Intro stage yellow tab (left of screen) and the stage drawers should appear.

a. Click on the Stages drawer.

b. Drag the team’s stage copy into the Intro stage stages drawer.

NOTE: Place all the final team stages in one folder (on computer or flash) to make this process easier.  Make sure to name them so you know who created which stage. 
CREATING STAGE DOOR CHARACTERS:

1. Click on the Create new character
tool. 
a. Click on the Paint [image: image18.png]


tool and drag it onto the new character.

b. Press the clear button.

c. Create what you want the door to look like.

d. Name the door character and then click done.
USE EXISISTING CHARACTERS:
2. (Optional) Place the character onto the stage that you want to use. 

a. Click on the Paint [image: image19.png]


tool and drag it onto the character.

b. Click on the edit button, select all, and copy.
c. Click done.

3. Click on the Create new character 
 tool.
a. Click on the Paint [image: image20.png]


tool and drag it onto the new character.
b. In the Picture Maker click on the new characters edit button, select all, and paste.
c. Name the door character and then click done. 

Rules For Intro Stage: 
MAIN CHARACTER (MC) WALK:

1. Create a move UP with arrow rule. 

2. Create a move DOWN with arrow rule.

3. Create a move LEFT with arrow rule.

4. Create a move RIGHT with arrow rule.

NOTE: Refer to Character Movements (page 2) for how to create these rules.

CREATING STAGE DOORS (Intro stage):
1. Place the character that the team chose for door icon onto the stage.

a. Click on the Paint [image: image21.png]


tool and drag it onto the character.

b. Click on the edit button, select all, and copy.
c. Click done.
NOTE: Each team needs to choose one character from their stage that will represent their stage on the Intro stage.

2. Choose a colored stage door (big door’s on Intro stage) for the stage. 

a. Click on the Paint [image: image22.png]


tool and drag it onto the colored door.
b. In the Picture Maker click on the characters edit button and paste. The character will show up on top of the door.
c. Click and drag the icon character and place it in its position on the door. A blue outline will appear around the character.
d.  Name the door character and then click done.
NOTE: If you mess up then you need to press the undo button to take away your last action or the revert button to change back to its original look (before all changes). 
RESIZING CHARACTER ICONS

3. To change the size of the character icon: 
a. Click on the characters edit button and stretch. Black squares will appear on the corners with a blue outline on the character. 

b. Click on the character’s corners (black squares) to resize the character icon.

c. Click and drag the icon character and place it in its position on the door.

d. Name the door character and then click done.

Following the Main Character Through the Game:
FOLLOW INTRO STAGE MC (variable):

1. Click the yellow tab        (left of screen), then the global [image: image23.png]


 drawer.

2. Drag the main character from the stage and drop it into the “follow me”          variable.
NOTE: This is only for the Intro Stage MC. This tells the game to follow this character through the game.  
FOLLOW MC INTO STAGES (rule):

3. Click the yellow tab (left of screen), then the global [image: image24.png]


 drawer.
a. Place the rule maker onto the man character.

b. Click the “and if” tab, then drag and drop the “follow me” variable (with MC) into that section.

c. Name and click done.

NOTE: You will need to create this rule for you Intro Stage MC and in all of the team stages as well (only step 3). This tells the game to follow this character to the stage.

Following the Main Character into Team Stages (rules):
CREATING STAGE DOOR TILES (MC enters from Intro stage):
1. Click the !special drawer.

a. Drag the Door character      onto the stage and put it into its position.
b. Right click (press apple button and click mouse at the same time) on the door character and change its appearance to the walking tile.
2. Click on the Stages          drawer.
d. Click the split screen          button (top right corner next to new). 
e. Click the team stage and drop it into the second screen.

f. Click done. 
3. Click on the door to make the teleport appear [image: image25.png]


 (box with red dashes).

· Place the teleport [image: image26.png]


 where the MC starts in the team stage. 
· Place MC on the door character to make sure the teleport works. 

NOTE: If the teleports red dashes highlight yellow 
   then it’s working. If not the character will not go through the door.

MC ENTERING TEAM STAGE (rule):
1. Place the Intro stage MC onto the walking tile before the door tile character (step 1).

a. Click the MC with the rule marker icon         .

b. Drag the markers box over the door tile character.

2. Click the “and if” tab.

c. Click the create a key test          button.
d. Click on the arrow key (facing door tile) on the keyboard and then click OK.

3. Click on the MC in the “action” side (boxes after purple arrow).

e. Drag and drop the MC over the door tile character. The MC should teleport over to the team stage.
f. Name rule and click done.

NOTE: The Intro MC should end up on top of the team stage’s MC.
INTRO MC CHANGES TO TEAM STAGE MC (rule):

4. Click the Intro MC with the rule marker icon [image: image27.png]


 .
a. Click on the delete icon and delete the Intro MC in the “action” side (boxes after purple arrow). The stage MC should still be preset.
b. Name rule and click done.
NOTE: Repeat step’s 1- 4 for all team stages. 
MC EXITING TEAM STAGE:
1. Create a new door look for the stage exit. Refer to the Using Existing Character section on pg. 6 for instructions. 

NOTE: The exit’s teleport [image: image28.png]


 should be placed on the walking tile before the stage entrance on the Intro stage.   
2. Place the stage MC in position to exit the stage (box before the exit). 

a. Click and drag the rule marker icon          to the MC.

b. Drag the markers box over the door tile character.

3. Click the “and if” tab.

a. Click the create a key test          button.
b. Click on the arrow key (facing door) on the keyboard and then click OK.

4. Click on the MC in the “action” side (boxes after purple arrow).

a. Drag and drop the MC over the door tile character. The MC should teleport over to the intro stage.
b. Name rule and click done.
SHOWING THE STAGE IS COMPLETE (Intro stage):
1. Click and drag the rule marker icon          to the stage MC.

a. Drag the markers box over the door tile character (Intro stage entering door).

b. On the “action” side, delete the stage MC.

c. Open the characters drawer, drag and drop the Intro MC into it place.

2. Delete the entering stage door tile from the Intro stage.
c. Open the characters drawer. Then, drag and drop the character chosen to represent that the level is complete. A walking tile with check mark character has been provided. 

d. Name rule and click done.

NOTE: If you notice that you did something wrong when you test the rule, click on the rule and review want is happening under the “actions tab. Refer to Editing/ Changing Rules section on pg.4 for instructions.    
YOU


WIN!!!
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Make the right choices to get through the game
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