LEVEL 2: THE
DRAG & DROP =
#<PUZZLE LOCK!
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CREATE A MAICHING

where players must
drag items to the
right spots to win!

2




/" BEFORE WE START!

 Select “Create a new game” E

or “Edit an exustmg game [{GENBEOCHOG
(let’'s assume we're still
editing the same game)

& « Next: choose your
block from the list.

» Choose:
DRAG INTO CATEGORIES .
ASSESSMENT BLOCK. o— .

Drag into Categories Assessment Block
Level Up Screen Block
Matching Terms Assessment Block

aztec_mask3d
artec_masks_return

Srmp-togeﬂwe r virtual Blocks to ml\:aezd.:c.a-hcmalgarm s without code.

Your game hame is dwng__ﬂor_de::.rml'a

The UL Fer your gome s htps Nﬁwm-h.-‘ldm'-Tﬁenc.w-HaMIWeﬁfmwwdwy}.Fw_.‘dac.wm

Moving Targets Game Block
Runner Game Block

End Game Block




TEP 1: SET UP THE CHALLENGE

. <« Block Name: Give It a
(4 GENBEOCRS GAMEBUILDER simple code name (like

Drag Htems into Ca+egorie.9

St oiiodobitvpiie: ol history_puzzle or quiz_1).

Creating Drag nto Categories block For gome. dnving For_decimals

What is the name of your block? We recommend something easy

stk fhe visws with: The Darty in this stustion whoss

For you to remember and descriptive. lice "draﬂ..*trbd-.per-;pﬂc.iwc" PerIpacine it sepresents

S| 1o e « Prompt Text: Type the
=E=EE= : : :
' question or instructions for
your playerl!
({GEBEOCHS GRME BUIEDER - Example: "Match the

Dr'ar_.:, Hems into Ca+eapr'ie¢5

] [ ]
An assessment block. Drag the iterns at the bottom to the appropriate category at the top a n l m a l t O ' t S C O r r e C t

Creating [?“!"mj nto Lufcqc-rw:-; Hock For gome drving, For_decimals

[drmj_ decimals

>

version next

What is the text For the nstructions page? We recommend something simple but descriptive. like, Prag each box to the = = ' '
group whose view it represents, Northern Arapoho, Eastern Shoshone or the US. Government. A category may be used S l e I O I e n ' I
more than once’ [ ]

Alred up oh the surface s ust giving us the rumbers as Fraztions (becausse he'd love 1o see us Fail ) The

[ ]
Because we have Found that students often dort read the instructions, we show the nstructions twice, once on the I ' ' l '
page before the matching terms and a shorter version one or two lines above the terms to match Youl enter that M

‘:‘,’.rrﬂptfﬂr' onhy understands decimals Drag each text From mifred at the boHom to the correct category
‘d+ the +op|
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el ONEIMORER HING IR

Customize Your Draq and Drop Game! A
9 P CATEGORY L(*

e T

THE BACKGROUND ART IMAGES

(OPTIONAL)

THE "EMERGENCS"

THE "RERD REMINDERS

FIRST" SCREEN

What it does: Next, the game
asks: "Do you want a background
What it does: This pops up Image?"

before the game starts to

What it does: Right
before the typing
starts, you get one last

What it does: You'll be asked to
type instructions that stay above
the game board while they play.

tell players how to play.

&) Bonus Sound: You will

be asked if you want to

upload an audio file. If you
say YES, you can record

your voice reading the
Instructions out loud for

players who prefer to listen!

How to do it: If you select YES,
the Asset Manager pops up. Click
your favorite picture, then hit the
big SELECT button to lock it in.

Why? Because we know players
sometimes skip the first instruction
screen, get confused, and get
stuck! This keeps the rules on the
screen so they don't lose.

choice: "Do you want
an image for each
category bucket?"

How to do it: You can
choose YES to give
your categories a
picture card, or NO to
keep it simple with just
text names.




< STEP 2: CREATE YOUR LANDING
ZONES!

Zk « Look at the Categories section.

» Type the names of your groups (e.g,
Group 1: Mammals, Group 2: Reptiles).

E\ « Want to make it harder? Click

"+ Add Category" to add more
landing zones!




STEP. 3: MAKE THE
2" MOViNG PiECES!

e Look at the Items section.
« Type the name of the item

Dr'az_;] Hems into C,aJreﬁories

(e . g ., L i O n ) . An assessment block. Dr‘dcj the items at the bottom to the a;}propr"lai-e c;:1+6{n]or'~}r at the +op.
Creating Drag into Categories block for game: diving for_decimals
« Use the dropdown menu
. . . For each item, provide the category it Fits and the text
next to the item to link It For the item
to Its correct Category = | :1::1:
. ategory: | .004 v| Htem tex
(Lion = Mammals). L
. Category: |8 | tem text
« The computer will O o— it (o
aean

automatically scramble

them up for the player R,

later!



< STEP 4: WIiN OR TRY AGAIN! >

o5 Block: Fail Block:
Where does the player Where do they go If they
go if they get all | make a mistake? (Links
matches right? (Links them back to a tutorial
to the next levell) block to try againl) n
K

OR

If you want the player
to proceed no matter
what, these can be the
same block.




DRAG iNTO C
gt

ATEGORIES ACTIVATED!

Your Drag & Drop il Zk
puzzle Is ready for
testing!

\
%

Test your puzzle!
Swap seats with a
classmate and see If
they can solve your

game's challenge. *
NEXT: LeVeL UP
TO MATCHING
TERMS!




	Level 2: The Drag & Drop Puzzle Lock!
	Create a matching game...
	before we start!
	DRAG INTO CATEGORIES ASSESSMENT BLOCK.

	Step 1: Set Up the Challenge
	one more thing!
	Customize Your Drag and Drop Game!
	Category Images (Optional)
	The Background Art
	The "Emergency" Reminders
	The "Read First" Screen


	Step 2: Create Your Landing Zones!
	drag into categories Activated!
	Your Drag & Drop puzzle is ready for testing!
	Next: Level Up to Matching Terms!


