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Welcome to My Make Believe Castle

Once upon a time, there was a dragon named Nicky
who didn’t know what to do. He searched through his
toy box looking for just the right toy to play with. What
did he find? He found a prince, a princess, a witch,
knights, and other magical creatures. When he put on
histoy crown, he began to imagine himsdlf in a castle,
exploring, flying, jumping, climbing, and having new
adventures with hisfriends Tara and Todd...

Congratulations on purchasing My M ake Believe Castle, a
unique play program, designed to help develop your child's
creativity while at the same time enhancing problem solving,
critical thinking, sequential planning, and memory.

Using the child-friendly symbols, characters, and scenes that
are provided, children enter aworld where their imagination is
their guide. There are three main characters: Nicky the dragon,
Prince Todd, and Princess Tara. The supporting cast includes a
witch, awizard, a court jester, knights, and horses. Children
control fun, interactive animations of their castle friends with
the use of action icons.




Getting Started

After starting up My Make Believe Castle, you and your
children will see the dragon’sroom. Thisiswhere children
meet Nicky the dragon and enter the imaginary play world.
Click on the castle to start.

Start anew castle.
Save your castle.
Open asaved castle.
Exit the castle.

Start or continue playing.
Get audio and visual help.




Entering the Rooms

Woods Great Hall Bedroom

Help Dungeon Courtyard

Y ou can go to different rooms from the outside of the castle by
clicking to open a door and then clicking inside. There are four
rooms in the castle, and the woods outside.

Help
There is apennant with ? on it in each room. Clicking on the

pennant displays a box with three ideas. Y ou can get audio help
by clicking on a picture.




My Make Believe Castle Palette

Lightsto General-Purpose Hides

Stop and Go Tools Palette _|

Action Icons Returnsto
Nicky's
Room

Click on Nicky to open the toy box.

Click on afriend and then click on the scene.

Tip: If a character is grayed-out in the toy box
and you can't find it in the scene, pressthe
CTRL key and click on the grayed-out
character to bring it back.

Click on the green
light to make it move.

T Click hereto Click on thered light
I — closethe to stop.
toy box.




Action Icons

Action icons control the characters' animations. Click on an
action icon and place it at a character’ s feet before the
character walks over theicon.

Click on the banana peel Click in front of the The character falls down.
in the palette. character's feet.

LS

Tip: It may be easier to put the red light on before choosing
an action icon.

Y ou can aso pick anicon, and click directly on a character
with this action to make the character do it.

The character stops.

Tip: If acharacter is stopped when the green light is
on, just click on it again to make it go.

The character turns around and moves in the opposite
direction.

The character climbs up or down. Clicking on the
ladder changes the arrow from either up or down,
only up, or only down.

The character turnsright or left. Clicking on the
corner changes its direction.

The character speeds up if it iswaking or dows down if
itisrunning or flying.

The character spins randomly into one of the paths. In
most rooms there are 4 different built-in paths.
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The character falls down.

The character speaks. Each character has 3 built-in
phrases. Children can record their own phrases with
the microphone (see All-Purpose Tools).

The character dances.

The character somersaults.

The character grows.

The character shrinks.

The character jumps. When characters run, they jump
further.

The character gets wet.

The character takes the shape of acrazy mirror reflection
of itsdlf. Click again to make the character normal.

The character getstired and goesto sleep until you
click on it again to wake it up.

The character gets angry.

The character becomes happy.




All-Purpose Tools
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Puts the cursor back to itsregular state, the arrow
cursor.

Draws a path the character will follow. First, put on the
red light. Then click on the footsteps. Place the pencil on
acharacter and drag it with the pencil to draw its path.
The character then will follow that path.

If acharacter has apath and falsout of it, click onthe
character while pressing the CTRL key to seeits path.
Then drag it back to its path.

Tip: Click on a character with the path-maker to
cancdl its path.

Cuts a character or an action out of the scene.

Magically transforms the character. Another click
transforms it back to normal.

The magic wand also makes an action icon in the scene
invisible. Another click makes theicon resppear.

Tip: Tofind a hidden action icon, drag the magic wand
around the room. When the pointer turnsinto a
wand, you know thereisa hiddenicon to click.

Turns the music off and on.

L ets children record their own voices for acharacter. First,
put on the red light. Then pick the microphone and click
directly on the character. A recording diaog box appears.

There are 3 speaker iconsto listen to the built-in phrases.
The first oneishighlighted, indicating that the character
will say this phrasein thisroom. Children can record up to
4 linesfor each character. The highlighted speaker
determines which phrase the character will say ina
particular room.The speaker action icon alowsthem to
listen to their recording.




Interactions Editor

The Interactions Editor dlows children to control theinteractions
between cadlefriends. Y ou may want to introduce this activity only
after your child iscomfortablewithMy M ake Believe Castle

Asyou have noticed, when the castle friends mest, there are no
pre-programmed actions or dialogs. Using the Interactions Editor,
children decide which action a castle friend will do when it meets
another, giving these characters persondlity traits or moods.

To enter the Interactions Editor, first put on the red light. Then
press and hold down the SHIFT key and click on a castle friend.

— Set of actions for each character.
Picks an action at random.

Lritl Yhen it meets
Tara

leas
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Exit the Editor.
Phrasesrecorded  Built-in phrases. )
by child. Choose what Tarawill do when
L Special action only available here. she meets Nicky to complete the

interaction. Both characters will
do the same action if not used.




Saving and Opening Castles

Saving in My M ake Bdlieve Castle smply means saving a
particular setup in the castle so that your child can play with it again
another time. A castle setup includes the specific castle friends and
actions that your child has placed in each room. Since the crest in
front of the castle serves asthe icon for saving and opening castles, a
good way to keep track of the various saved castle setupsisto
encourage your child to design aunique family crest for each setup
(see The Family Crest Activity, page 13). Children can save up to 16
different castlelayouts. To save acastle:

* Click onthe door in the palette to return to Nicky’ s room.
* Click on the Save pennant.
* Put the crest in abox.

Clicking on the Open pennant brings up the dialog box of saved
crests. Clicking on acrest allows children to enter the castle as it
was when it was saved.

The Castle World

Each room in the castle offers a unique play environment that
will stimulate children to make the castle friends act in different
ways. Children make objects come alive by clicking, find secret
scrolls, solve different problems, and play a game or activity.
The following will help you guide your child through My M ake
Believe Castle. Not al the surprises are indicated on the room’s
illustrations. Click around to see what happens.

The final section, More Thingsto Do, has alist of challenging
guestions you can ask your child about each room to provide
further exploration.

General Features

Doors

Each room has doors that connect it to at least two other rooms in
the castle. Suggest using the doorways as hiding places for the
castle friends. Y ou can put afriend in a doorway, close the door,
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