Mix & Match Association

Concentration Trilogy Game # 3

© 1998-2005 Senator Games, Inc.

www.SenatorGames.com/educational
Users Manual

I:  Game Options

II:  Background Motifs & Pictures

III:  Managing Your CoverCards

IV:  The GameSet Installer

V:  Making Your Own GameSets

VI:  Working with the GameSet Editor

VII:  Appendices

Game Options:  The Intro Screen:

Game Size:  With this drop-down box, you may choose one of three possible game sizes.:  20, 30, and 42 cards.  If you cannot see all of the cards, you might have to enlarge the viewing size of your desktop.  For more info, see Appendix A.

Current Game:  This drop-down box shows all gamesets currently installed.  If no gamesets are visible, you will have to run the Mix & Match Association GameSet Installer to install some GameSets.

Edit Game:  This will take you to the Game Editor.  Here, you can make new GameSets or change existing ones.

Number of Players:  Click the [+] or [-] buttons to increase / decrease the number of players.  If you play with more than one player, the name of the player will display at the bottom of the game screen when it’s his turn.

Player Names:  Enter anything you like here.

Timed Game:  If you want to play against the clock, choose this option.  If this option is on, a time limit option will be available next to it so you can choose how long you get to play.  Click the [+] or [-] buttons to increase / decrease your time limit.

Animated Card Flipping:  This will let you actually see the cards flip and fall off the game board.  If you have display problems during these animations, you can turn them off.

Gravity:  This option lets cards drop down to fill the holes left by removed cards.  This makes the game more challenging as you have to keep track of these moves when remembering where certain items were.

Intermittent Shuffle:  This option reshuffles the game board after every 10 moves.  This makes the game more challenging, as any cards not removed will get moved to new positions and you have to start all over again finding those items.

Numbered Covercards:  This options displays numbers on the covercards.  This is good for a classroom setting, where players may not be at the keyboard, and they have to tell the computer operator which card they want to pick.

Pause Before Ending:  This option pauses the game after the last card is picked and before the scores are shown.  This could be useful in a classroom setting, or if you change the background image and want a moment to look at the fully-revealed background before continuing.

Delay After Match:  You can use this to fine-tune how long the game pauses before matched cards are removed from the screen.  Click the [+] or [-] buttons to increase / decrease the time.

Delay After No Match:  You can use this to fine-tune how long the game pauses before unmatched cards are flipped back over.  Click the [+] or [-] buttons to increase / decrease the time.

Background Motifs:

Changing the background motif:  During gameplay (when the memory cards are actually on the screen), go to the Background Motif menu and choose one of the options listed there.  The motif you select will apply to all 3 game sizes and will remain in place until you change it again.

Loading your own background picture:  If you don’t like the motifs provided with Mix & Match Association, You can also load your own background pictures for the 3 playscreens.  During gameplay (when the memory cards are actually on the screen), go to the Background Motif menu and choose “Load Background Pic.”  You can use the Drive and Folder windows to navigate to where you keep your pictures.  Double click on a file to load it. A separate picture can be chosen for each game size, and they will remain in place until you load a new picture or choose a different motif.

Managing Your CoverCards
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From the Intro screen, go to the GameSets menu and choose “Manage CoverCards.”  The CoverCard Manager will open up.  This screen lets you do the following:

Up Arrow / Down Arrow:  Use these buttons to scroll through all available CoverCards.

Delete:  Click this button to permanently delete a CoverCard you don’t like.  

How to I make new CoverCards?

Covercards are the pictures that are displayed when the card is face-down.  To create new ones, simply create a picture just like you would for any card.  Then, there are 2 things you will do differently:

· Save the file in your Mix & Match Association folder.

· The filename must start with the 5-character prefix “BLANK”.  If you look at your Mix & Match Association folder now, you will see over 15 blank cards already there.  

The GameSet Installer
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From the Intro screen, go to the GameSets menu and choose “Install a new GameSet.”  The GameSet Installer will open up.

Drive:  Use this drop-down to choose which drive your new GameSet is on.  A: will be a floppy disk, C: will be your computer, and CD-ROM drives can be any other letter, usually D or E.

Folders:  Use this box to choose which folder your new GameSet is in.  Double-click a folder to see which folders are within that folder.  If GameSets are in that folder, they will be listed in the lower section of the screen.

Select:  Check this box if you want to install this GameSet.  Any GameSets in that folder can be installed at the same time.

Up Arrow / Down Arrow:  If you have more GameSets than the screen can display, use these buttons to scroll through the list.

Install These GameSets:  Once you have chosen some GameSets to install, click this button to install them.  It does the rest.  Then simply run Mix & Match Association again, and your new GameSets will be available to play!

Making Your Own GameSets

This document will take you step-by-step though the process of creating your own GameSets for Mix & Match Association.  It contains a lot of info; hopefully more than you need, so you may find yourself skipping large portions of it.  The process may seem complicated at first, but once you get the hang of it, you’ll be turning out GameSets in no time!

To start, run Mix & Match Association and click on the Edit Game button.  This will take you to the GameSet Editor.
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To Start a new GameSet:  Type a name in the Game Name box, type an 8-character folder name in the Folder box, and click the New Game button.

To Edit an existing GameSet:  Click the Load Game button.  This will bring up a Drive and Folder window beneath the Game Name box.  Use this window to find the GameSet you want to edit.  To close this window without loading a game, hit the Load Game button again.

To Start a new copy of an existing GameSet:  Load an existing game.  Type a different 8-character folder name in the Folder box, and click the Save Game button.  The existing game (including picture & sound files) will be copied to the new folder.  You will now have two copies of that GameSet.

To Save your progress on an existing GameSet:  Click the Save Game button.

Working with the GameSet Editor

The GameSet Editor screen is set up like a grid.  You will set up your pairs on a left/right basis.  That is, each item on the left side will “match” or “go with” the item on the right side of the screen.  In the picture above, for example, the third row matches a Picture Item called “camera.gif” (which is a picture of a camera) to a Text Item holding the word “Camera.”  Clicking on any item will preview that item in a grey box on the bottom-right of the screen.

Each side of the grid has 2 text boxes.  In the first one, you can specify what type of item this is.  The valid settings are: T=text, P=picture, S=sound.  Loading Pictures or Sounds by using the buttons automatically sets this for you.  The second text box contains either the text to display if this is a text item, or the filename of a picture or sound file.

Note you will need at least 21 pairs in your game in order to play the largest game size (42 cards).

Entering a Text String:  To enter text, type a T into the Type field.  A grey box will appear on the bottom-right of the screen.  If you click your mouse on this grey box, you can type in your text here.  In the grey box, you can use carriage returns to vertically center your data.  The carriage returns will show up as funny little characters in the text box above, but that’s OK.

Entering a Picture:  To enter a picture, click on the item (either the Type or the Name) and then click the Load Picture button.  This will bring up a Drive and Folder window next to the button.  Use this window to find the picture you want to use.  Clicking on a filename will show that picture in the grey box on the bottom-right of the screen.  Double-clicking on a filename will load that filename into your game, and will copy the file to your GameSet folder.  Valid picture formats are .BMP, .GIF, and .JPG.  Pictures should be created with dimensions of 113 x 81 pixels.  The game will shrink any picture to the correct size, but this may slow down gameplay on some computers.

Entering a Sound:  To enter a sound, click on the item (either the Type or the Name) and then click the Load Sound button.  This will bring up a Drive and Folder window next to the button.  Use this window to find the sound you want to use.  Clicking on a filename will preview that sound.  Double-clicking on a filename will load that filename into your game, and will copy the file to your GameSet folder.  The only valid sound format is .WAV.
Up/Down Arrow:  Use the Up/Down arrow to scroll the grid one item at a time.

Double Up/Down Arrow:  Use the double Up/Down arrow to scroll through the grid one screen at a time.

INS:  Click any INS button to insert a row at that spot.  A full item-pair row will be inserted; there is no way to insert on the left or right side only.  The order of the rows has no impact during gameplay, but it may help you organize your game.

DEL:  Click any DEL button to delete the row at that spot.    A full item-pair row will be deleted; there is no way to delete on the left or right side only.

Font Size:  This box will appear any time you are working with a text card.  Each text card can have its size set independently.  Use the [+] or [-] button to increase / decrease the font size for the currently selected text card.

Appendix A:  Desktop Size

To view and change the size of your desktop, do the following:

· Minimize all windows so that your desktop is visible.

· Right click the mouse on a free area of the desktop (where there are no icons).  Choose Properties.

· A window with multiple tabs will appear.  Click on the Settings tab.

· Look for “Screen Resolution” or “Screen Size.”  There is a slider you can use to increase/decrease the size.  In order to play the largest game in Mix & Match Association, you must have your screen size set to 1024x768 or larger.







