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Introducing LASSIE
The Lingo Adventure Scripting System and Interactivity 
Engine, or LASSIE, is an adventure game creation utility 
designed to allow amateur multimedia designers the 
opportunity to create Lucas Arts style adventure games 
without demanding excessive programming knowl-
edge. LASSIE is built on the foundation of Macromedia 
Director and its proprietary programming language, 
Lingo, then utilizes Flash animation for characters and 
cut scenes.

What is Macromedia Director?
Director is similar to Macromedia Flash in that is has 
a timeline, the ability to publish web-viewable inter-
active applications, and it has its own programming 
language. However, there is a distinct juncture where 
Director and Flash take different lines. While Flash 
steers toward the animation end of rich-media, Direc-
tor turns toward development. Director has a very solid 
media-management system that is extremely acces-
sible for importing media dynamically, making it ideal 
for structuring a full, custom editing studio designed 
for a specifi c purpose. In addition, it’s programming 
capabilities are extremely robust and easy to interface 
with – once again – dynamically, making it an excel-
lent tool for customizable content. While Director is 
weak at creating animation, it matters very little since 
it can import, control, and respond to Flash media.

The Premise of LASSIE
In shorthand, LASSIE uses a dynamic game descrip-
tion rather than rules. What does that mean? Well, lets 
consider a simple adventure game scenario. You have 
a table with a mug on it. The player picks up the mug, 
adding it to the inventory so that the mug is no longer 
drawn on the table. In a rule-based system, we would 
need to update some form of progress log, then write 
a rule that states, “if cup is taken, don’t draw it in the 
screen.” 

The LASSIE system takes a different approach. LASSIE 
will alter the source game description to refl ect chang-

es. The game designer will produce a complete game 
description to act as a seed for all new games. Then 
as the player modifi es, removes, or otherwise changes 
the environment, that player’s source description is 
updated to refl ect the changes they make. So when 
the player takes the cup off the table, LASSIE adds the 
cup to the inventory then deletes the cup’s screen data 
since it will no longer be present. The next time the 
room is drawn, no rules need to be checked since the 
source data is accurate to the player’s progress. Is this 
more effi cient that rules? Not necessarily, however it is 
much easier for lower end developers to step into.  � 

Introducing LASSIE
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The Projects Manager
Upon launching the LASSIE Adventure Studio, you will 
fi rst see the project manager screen. This interface 
shows all project fi les that currently exist within the 
LASSIE projects directory, and allows you to launch the 
project in either the editor or the player.

Add a Project
Type a project name into the top fi eld and click the plus 
(+) button. A new, blank project will be created and 
added to the list of projects below called the specifi ed 
name.

Duplicate/Optimize a Project
Type a new name in the top fi eld, select an existing 
project from  the project menu, then click the duplicate 
button – that is the button to the left of the menu with 
a crooked arrow on it (below plus button). The existing 
selected game will be opened by LASSIE and saved as 
a new project fi le with the given name. 

Duplicating projects is particularly useful when 
optimizing project fi les. Over time, projects will collect 
outdated assets that bulk up the project’s fi le size. 
Once the game is duplicated and written as a new fi le, 
outdated assets will be weeded out and you will most 
likely see a signifi cant drop in the project’s fi le size.

Deleting a Project
LASSIE has no built-in method for deleting project 
fi les. To delete a project (or remove it from the projects 
menu), just remove/delete the project fi le from the 
“projects” folder in the LASSIE application directory.

Edit a Game Project
Select a project to edit from the projects menu. If no 
project exist, you will need to create a new one. Once a 
project is selected, click the “Edit Project” button. This 
will load the selected project’s data and assets into 
the LASSIE Editor where all aspects of the game can 
be assigned: from designing room layouts to importing 
game assets.

Clicking “Edit Project” will launch the LASSIE Editor. 
See documentation.

Play a Game Project
 Select a project to play from the projects menu. If no 
project exist, you will need to create a new one (note: 
new projects can be opened in the player, but they will 
show nothing more than a character on a black screen 
until game layouts have been created). Once a project 
is selected, click the “Play Project” button. This will 
load game data and assets into the game player where 
you can play through a project. 

Clicking “Play Project” will launch the LASSIE Player. 
See documentation. 

A note regarding playing saved games: Saved games 
dump a FULL copy of game data into the save fi le 

The Projects Manager
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(capturing all game-specifi c modifi cations). As a result, 
any changes you have made to your game’s source 
layout in the editor will NOT be refl ected by an older 
saved game. While developing, you’ll probably want 
to switch around startup settings frequently (starting 
room, starting point, starting inventory items, etc.) so 
that your character begins near the area you are trying 
to test.

Exiting the LASSIE Adventure Studio
Click the “Quit” button to end your LASSIE session.

Credits
Click the “credits” title for a panel listing contributing 
component developers

Version
Take note of your version number and check back to 
the LASSIE website to see if updates have been made. 
Throughout production, some features will evolve and 
some current production methods may change for a 
new system architecture.  �

The Projects Manager
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Editor: Game Overview
Upon launching the game editor application you will 
be directed to the Game Overview Panel. This panel 
details some basic information about the active project, 
as well as give access to the three major component 
editors composing the LASSIE editing environment.

CONFIG
This button opens the game confi guration editor where 
global settings and assets are managed. Access the 
confi guration editor to:
 • Import graphics and media
 • Set game resolution (640x480 is default)
 • Defi ne default dialogue statements
 • Manage library members
 • Defi ne talking characters and their speech color
 • Confi gure dialogue tree appearance

ROOMS
This button directs in the room layout editor where 
scenes are composed, interactions are specifi ed, walk-
able areas are defi ned, and room-specifi c settings are 
confi gured.

INVEN
This button opens the inventory editor where inventory 
items and item-to-item reactions cad be defi ned

Collect Dialogue
This button will direct to the dialogue sound manager 
where you can have LASSIE automatically name and 
number voice sound fi le fi elds, then output a text log of 
the dialogue lines and the fi lename they are expecting 
(for easy recording and tracking).

Save Project
LASSIE automatically saves game data between major 
editor transitions, though this button is kept present to 
allow you to prompt an additional save before exiting 
the editor.

Exit Editor
This button will return to the Project Manager.   �

Game Overview
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The Action Editor
The action editor will become a very common interface 
while using the LASSIE copilot. This interface appears 
wherever dialogue or TIM-e commands are defi ned. 
While its appearance may change slightly depend-
ing on the editor that it appears in, the action editor’s 
general function will never change. Actions (dialogue 
and TIM-e’s) will be associated with interactions (look, 
talk, use, and inventory response). Each LASSIE editor 
will have a unique set of interactions to choose from 
that actions can be applied to. Once an interaction is 
specifi ed, the following steps will apply to detail it.

Adding dialogue to an Interaction
The dialogue list shows all dialogue lines associated 
with the selected interaction. To add a new line of 
dialogue to an interaction, press the plus button (+) to 
the left of the yellow dialogue list. A new line of dia-
logue will be added to the dialogue list. When multiple 
lines of dialogue are specifi ed, they will play one at a 
time, in succession. To remove a line of dialogue from 
the dialogue list, select the line of dialogue from the 
list then click and hold the minus button to left until the 
button pulses red, then release.

 To customize a dialogue line, select the line from the 
dialogue list, then type the text value of what the char-
acter should say into the large fi eld to the right of the 
dialogue list. The small collection of fi elds to the right 
of the text area work as follows:

Counter: specifi es number of dialogue lines specifi ed 
for the current interaction.

Middle-left (large fi eld): defi nes the character to 
deliver the dialogue line. Only talking character IDs that 
have been defi ned in the Confi g editor can be inserted 
here. Click this fi eld to toggle through the list of defi ned 
characters, selecting the proper character ID. NOTE: 
Some circumstances do not allow for any characters 
but the main character to deliver dialogue (inventory 
items, default dialogue). In these circumstances, the 
character selector button will appear grayed out.

Middle-right (small fi eld): This fi eld accepts an 
integer to specify which talk animation the selected 
character should use while delivering this dialogue line. 
Multiple talk animations can be set up in a character 
fl ash sprite by creating labeled animation frames called 
“talk1”, “talk2”..3..etc. This fi eld accepts the anima-
tion number that the talking sprite should use.

Bottom: voice sound fi le. This fi eld specifi es the name 
of a sound member in the library to play when this 
dialogue line is delivered. The default is “#none”. It is 
recommended to NOT manage the contents of this fi eld 
by hand while composing a Talkie adventure. LASSIE 
has a built in dialogue manager to automatically col-
lect, name, and output voice fi lenames. You are further 
ahead to allow the LASSIE dialogue collector to auto-
populate this fi eld.

The Action Editor
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Adding Interaction Response
Also associated with actions is a TIM-e editor. TIM-
e’s (pronounced “Timmy”’s), or “Trigger Interactive 
Module Expressions” are single line script commands 
used to call the interactive modules that control LASSIE 
games. The large fi eld below the dialogue manager is 
for composing and arranging your TIM-e’s.

Adding TIM-e Statements
To the left of the TIM-e editor is a yellow list containing 
all TIM-e commands for quick insertion. Just double-
click a TIM-e in the yellow list and a default of that 
expression will be added onto the TIM-e’s in the editor 
fi eld. You will need to customize the arguments of each 
TIM-e to make it perform as needed. See the TIM-e 
dictionary for a breakdown on what each TIM-e does 
and what input it requires.

Rearranging TIM-e’s
Once a list of TIM-e’s has been specifi ed, the state-
ments can be arranged in sequential order using the 
yellow up and down arrows to the right of the TIM-e 
editor fi eld. Place the text cursor on the line of a TIM-e 
statement, then click the up and down arrows to bump 
the line’s position in the list.

TIM-e’s are placed into the script editor, one per line. 
When TIM-e’s are run during game, they are run one at 
a time in succession, going down the list. LASSIE has 
extensive error checking for invalid TIM-e’s. If one (or 
part) of a TIM-e is invalid, it will be highlighted in red 
within the editor. Invalid TIM-e’s will not be logged into 
game data, so partially composed TIM-e’s will not be 
saved. For more information on TIM-e commands, see 
the TIM-e dictionary on the LASSIE website.   �

The Action Editor
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Confi g Editor
The confi guration editor is a good starting point to 
begin your development process by establishing some 
fundamental game properties. Three control interfaces 
exist within the confi guration editor, including:

 • Library Manager
 • Default Dialogue
 • Character specifi cation

Introducing Cast Members
In the Director world, internal media fi les are referred 
to as “Cast Members”. These are the source graphics 
and sounds that fi ll the project resource library. When-
ever you see a fi eld within LASSIE requesting a “mem-
ber”, enter the name of one of these resources.

Managing the Member Library
This top panel lists all assets contained within the 
active project’s resource archive in the yellow list to 
the left. Clicking through the list will display a preview 

of the library member in the center area. To narrow 
the scope of the list, you can enter search criteria in 
the fi eld above the list, then click the yellow magnify-
ing glass button to the left. The list will be reduced to 
only library members whose names contain the search 
phrase. To show all members, clear the contents of the 
search fi eld and click the search button again.

Importing Library Members
To import media into the library, click the plus button 
to the left of the member list. This will open the LASSIE 
fi le browser. At the top of the fi le browser window is 
the path of the current search directory. Use the lower-
left arrow to step back directories. The two list fi elds 
are for displaying the contents of the current search 
directory. The left list shows all directories contained 
within the current search location. Select a directory 
from the left hand list and click the right arrow to step 
into that directory. The right-hand list shows all valid 
media fi les contained within the current search direc-
tory. To import a fi le, select the item in the list, then 

Confi g Editor
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click the plus button (+). You should be alerted that the 
fi le was imported successfully. The browser will stay 
open so you can keep importing media. When fi nished 
importing media, press the “done” button to close the 
fi le browser.

Deleting Library Members
To delete a library member, select it from the library 
list then click and hold the minus button to left until it 
pulses red, then release. Note that deleted assets will 
leave residual data in the project fi le. While this does 
not harm anything, it will bloat the fi le size of your 
project over time. It is therefore recommended to pe-
riodically optimize your project by using the duplicate 
function in the Project manager interface. Duplicating 
a projects works like a “Save As...” in that all relevant 
data is written to a new, fresh fi le, while all depreciated 
assets are left out. If you duplicate your game’s project 
fi le, chances are good that you will see a substantial 
drop in fi le size.

Updating Library Members
To the right of the member preview area is a fi eld 
labeled name. Use this fi eld to updated the selected li-
brary member’s name. This name will be used to refer 
to the member when assigning sprites and/or sounds 
to instance it. Above the name fi eld is an ink toggle 
button to update the member preview. While this but-
ton will not assign any lasting settings to the member, 
it will allow you to preview how the member will draw 
with different ink effects applied to it.

Setting BGtrans Color
This game-wide color setting will specify what color to 
knock out of sprites rendered with the BGtrans ink ef-
fect. BGtrans is the most effi cient method for rendering 
bitmap transparency within Shockwave, so should be 
used in place of matte when possible.

Above the name fi eld is a color swatch labeled “BG-
trans Color”. Click the swatch to open the LASSIE color 
picker where an RGB color value can be specifi ed. The 
selected color is logged as the global BGtrans color. 
Once the color is set, all sprites rendered with BGtrans 
ink will be drawn without the selected color.

Confi g Editor

Default Dialogue
Below the library manager is a partial action-editor 
interface used for specifying default dialogue state-
ments. These responses apply to the three base verb 
disc interactions: look, talk, and use. A default re-
sponse is used when no custom interactions are speci-
fi ed for an object examined by the verb disc. 

Default responses are limited to single statement 
deliveries; however, the editor can accept multiple 
statements for each interaction. As a result, a random 
line will be pulled from the list of default responses for 
the called interaction. The more statements that are 
defi ned for each interaction, the less often you’ll hear 
the same defaults over an over.

For how to use the dialogue-action interface, see the 
Action Editor write up.

Conversation Setup
The panel in the lower-left has controls for setting up 
talking characters. It should be noted that ALL talking 
characters in game must fi rst be defi ned here.

Adding and Removing Talking Characters
Talking characters are defi ned as sprites that will ani-
mate to LASSIE-generated dialogue. Once a character 
is added into this panel, it will become and option in 
the toggle list of characters available in most action-
dialogue editors. To implement a talking character in 
a room, just add a sprite to the room with an ID that 
matches its talking character ID. For example, in the 
demo game there is a character defi ned as “greg”. If 
you look at the room layout in which Greg appears, you 
will notice that the character’s sprite ID is also called 
“greg”.

To add a character defi nition, fi rst type a character 
ID into the top fi eld (must be a single word limited to 
alpha-numeric characters and underscore), then press 
the plus button (+). The character ID will be added 
to the list below. To remove a character ID, select an 
entry from the list then click and hold the minus button 
until it pulses red, then release.
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Character Speech Color
Next to the character list is a swatch to defi ne the se-
lected character’s speech text color. When the charac-
ter delivers dialogue, the text caption above their head 
will be rendered in the selected color.

Dialogue Tree Colors
These two swatches allow you a small level of control 
over the appearance of interactive dialogue menus 
in your game. If nothing else, use these swatches to 
defi ne the color of normal and highlighted menu states.

Game Attributes
Last but not least, coming in at the bottom-right corner 
of the screen are some input fi elds for game settings. 
Most importantly: screen resolution. Use the fi rst two 
fi elds to defi ne the pixel width and height of your game 
window. Below that, go ahead and label yourself as 
the game’s author. The author attribute is currently 
not seen anywhere during game play, but in time there 
will be some form of output built in to recognize the 
game’s developer.   �

Confi g Editor
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Inventory Editor: Items
The LASSIE inventory manager contains two separate 
editors: the Item Editor, and the Reaction Editor. These 
two editors can be toggled between by clicking the 
“Items” or “Reactions” buttons in the copilot window. 
When you are fi nished in the Inventory Manager, click 
the “Done” button to save your changes and return to 
the Game Overview panel.

The item editor allows for inventory items to be de-
fi ned. All items utilized in your game are added in the 
inventory editor, then the individual item descriptions 
can be added and removed from you character’s active 
inventory throughout the duration of your game..

Adding and Removing Item Defi nitions
In the upper-left corner above the yellow menu is a 
fi eld for adding new items. Input an item ID name into 
the fi eld (must be one word limited to alpha-numeric 
characters and underscore), then press the plus button 
(+) at left of the fi eld to add the item description. Your 

new item description will appear in the list of defi ned 
items. To remove an item description, select the item 
to delete then click and hold the minus button to left of 
the menu until it pulses red. Upon release, the item will 
be deleted.

Customizing an Item Defi nition
Once a new item has been created it can be further 
specifi ed. Select your new item in the list at left and 
you will see a default preview image appear in the 
viewer area. To the right of the item preview are two 
fi elds labeled “Name” and “Member”.

 Use the name fi eld to specify the title the item will be 
refereed to as during game play. This title will appear 
when the item is rolled over or interacted with. There 
are no character restrictions for this name.

 The member fi eld will specify a library member to 
use as the graphic for the inventory item. Once a valid 

Inventory: Items
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library member is specifi ed for the object, the object 
preview should update to refl ect the item’s appear-
ance. (Note: press TAB after setting a new value to 
capture the input and update the editor with changes). 
Also note that inventory items are rendered using 
the BGtrans ink mode. That means that your item’s 
backgrounds will need to be the color specifi ed in the 
Confi g Editor as the game’s BGtrans color, otherwise 
items will be rendered with their backgrounds intact.

Assigning Item Dialogue and Interactions
Below the item defi nition area is a dialogue interface 
that should look like an expanded version of the one in 
the Room Layout Editor. The most important note here 
is that in the upper-left of the item dialogue area are 
four tabs labeled “L”, “T”, “U”, and “D”. These repre-
sent the four interactions allowed on inventory items.

L, T, and U are of course for “Look”, “talk”, and “use” 
which are triggered if the player should use the verb 
disc to examine an item inside the inventory. “D”, on 
the other hand, stands for “default”. When an item 
is used somewhere that does not have a specifi ed 
circumstance involving the item, the item’s custom de-
fault response plays (rather than a generalized, catch-
all inventory item statement).

Adding Actions to an Item Interaction
Actions (dialogue and TIM-e’s) can be specifi ed in the 
actions area on the lower half of the Item Editor Inter-
face. See the Actions Editor write up for full documen-
tation on the panel’s use. 

The one unique feature of inventory item actions is 
that they include an extra fi eld in the upper-right of 
the dialogue area to specify a custom interaction title. 
For example, an apple inventory item could have its 
rollover title updated so that instead of “talk to apple” 
on rollover, “eat apple” would display.

Adding Items to the Game’s Starting Inventory
The character’s inventory can start a new game pre-
populated with a collection of items for the player 
to work with. To add an item to the game’s starting 

inventory, select an item from the items list then click 
the “S” button to the left of the list. The item’s ID 
will be added to the starting inventory list seen in the 
copilot window. To remove an item from the game’s 
starting inventory, click and hold the minus button to 
the left of the starting items list (in the copilot window) 
until it pulses red, then release.

Carrying Multiples of the Same Inventory Item
There is no limit to the number of instances a single 
item can have in your character’s inventory at once. 
In fact, that is the best was to describe LASSIE’s use 
of inventory items, as “instances”. Each item has one 
source description, then the active inventory can then 
be fl agged to contain as many duplicates of that source 
description as you need. Each instance will behave 
exactly the same, and you can spare yourself the 
trouble of defi ning individual copies of the same item 
with unique IDs.

Customizing Inventory Display
A small panel has been added in the upper-right to 
allow some control over the way the player application 
draws the inventory. The ‘slots’ fi eld defi nes how many 
inventory items will display on the screen at once 
(assuming that all inventory slots are fi lled). Margin 
specifi es the space to be allotted at the left and right 
edges of the inventory for the scroll arrows to draw 
within. Once a margin is specifi ed, items will be drawn 
at even increments (based on number of slots) across 
the non-margin area of the drawer. And fi nally, the 
color picker designated as ‘stroke’ will set the color to 
be used when rendering the highlight outline around an 
active inventory cursor. �

Inventory: Items
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Inventory Editor: Reactions
This editor defi nes inventory item combinations that 
will produce a result when the two specifi ed items are 
used together. For example, if a knife and a rope are 
used together, the reaction editor can specify that two 
rope pieces should result.

Adding and Removing Item Reactions
The yellow list in the upper-left of the editor shows all 
defi ned item reaction sets. To add a new item reaction, 
click the plus button (+) to the left of the list. A new, 
blank reaction will be added to the list. To remove a 
reaction, select an entry in the list then click and hold 
the minus button to left until it pulses red, then release.

Detailing an Item Reaction
First select a reaction from the list to the left. You’ll 
see the two items specifi ed for the selected reaction 
displayed in the preview panel in the center. Undefi ned 
items will preview with a wrench graphic place-holder. 
There are two fi elds to the right labeled “item1_id”, 

and “item2_id”. Here you can enter the item ID’s of the 
two items that apply to this reaction. Be sure to specify 
the item’s *ID*, not it’s title. The ID of an inventory item 
is specifi ed when it is created in the item editor. No 
pound sign (#) is needed when entering an item ID into 
the reaction editor.

Once two item IDs have been specifi ed, you should see 
a preview of each item displayed in the center preview 
area. Now move onto specifying dialogue and TIM-e’s 
that should apply to this reaction, using the familiar 
action editor below. See the Action Editor write-up for 
details on how to use the interface.

Reactions Work Both Ways
It should also be mentioned that reactions work 
between the two specifi ed items regardless of the 
direction they are used together. For example, whether 
the rope is used on the knife, or the knife is used on 
the rope, a reaction between “knife*rope” will be trig-
gered. It does not matter which item is specifi ed as 
item-1 versus item-2... the application will treat both 
with equal priority.   �

Inventory: Reactions
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Editor: Room Layouts
The fi rst panel arrived at in the room editor is a list of 
rooms. Rooms are interactive environments, or can 
host custom interactive fl ash scenes (a fl ash scene 
would be a fl ash object the size of the stage placed 
as the only sprite in the room... This could be a fl ash 
mini-game or a fl ash movie/cutscene). Rooms are ref-
erenced by ID’s. These are unique identifi ers which will 
reference the room layout within the application. Room 
ID’s must be a single word using only letters, numbers 
and underscore. Note: ID’s cannot start with a numeric 
character.

Adding a Room
To create a new room description, enter a room ID into 
the top input fi eld and click the plus button. The new 
room ID will appear in the list below.

Deleting a Room
To remove a room from the list, click and hold the 
minus button until it pulses, then release. The hold 
delay on the minus button is a method of confi rming 
your decision to delete the room. Note: You cannot 
delete if there is only one room in the list.

Duplicating a Room
Enter a room ID into the top input fi eld, then select a 
room from the list to duplicate and click the crooked 
arrow button. The entire data set defi ning the selected 
room will be copied as a new room with the new name.

Set Game’s Starting Room
The “S” button will set your game’s starting room. 
Select a room from the list and click the “S” button. 
The room will be fl agged with an asterisks. New games 
will now start in the selected room.

Editing a Room Layout
To edit a room layout, select a room from the list 
and click the button labeled with the house. This will 
advance you into the Layout Editor interface where you 
can specify sprites, interactions, dialogue, etc.

Editing a Room Walkable Area
To edit a room’s walkable area, select a room from 
the list and click the button marked with a [really bad] 
footprint. This will advance you into the Walkable Area 
Editor. Note: you will want to create a rough room 
layout in the Layout Editor before composing a walk-
able area.

Returning to the Game Overview Panel
Click the “Done” button to return to the game overview 
panel where you can access other game editors.   �

Room Layout Selector
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Room Editor: Sprite Panel
Sprites are the rawest form of objects that exist 
within a layout. Before specifying the appearance and 
interaction properties of a room object, a sprite must 
fi rst be created for those properties to be assigned to. 
Think of sprites as blocks of clay... They are the base 
medium that can then be shaped into objects. A sprite 
has two unique properties: a channel number and an 
ID. No two sprites (in the same room layout) can reside 
in the same channel or share a common ID.

Channel Numbers
Channel number is the depth at which the sprite 
is drawn – sprites with higher channel numbers 
are drawn on top of the sprites with lower channel 
numbers (utilizing z-shift is an exception to this. See 
“z-shifting” described in the Object Panel document for 
details).

Sprite ID’s
A sprite’s ID is a unique descriptor used to reference 
the sprite object within the layout. Sprite ID’s must 

be a single word using only letters, numbers and 
underscore. Note: ID’s cannot start with a numeric 
character.

Adding a Sprite
Enter a sprite number and ID into the top input fi elds, 
then click the plus button to add the sprite to the list 
below. You will see a new rectangular object appear in 
your room layout.

Deleting a Sprite
To remove a sprite from the list, click and hold the 
minus button until it pulses, then release. The hold 
delay on the minus button is a method of confi rming 
your decision to delete the sprite. Note: You cannot 
delete if there is only one sprite in the list.

Duplicating a Sprite
Enter a sprite number and ID into the top input fi elds, 
then select a sprite to duplicate from the list and click 
the crooked arrow button. The entire data set defi ning 
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the selected sprite will be represented in the duplicate 
including conversations, phases, and interactions.

Viewing Sprite Data
All sprites in the current room will be listed in order 
of channel number, displaying their channel followed 
by their ID. The grey fi eld in the upper left will display 
which entry is currently selected out of the total 
number of sprites defi ned within the room.

Returning to Room Layouts Panel (back)
Click the “Save and Return” in the upper-right corner 
at any time to exit the Room Layout Editor and step 
back to the Room Layout panel, where all defi ned 
rooms are listed and can be accessed.

Returning to the Sprite Panel
At anytime while in the Room Layout Editor you can 
click the “S” tab in the upper left to return to the sprite 
panel.   �
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Room Editor: Object Panel
The object panel allows for sprites to be detailed and 
customized. A sprite is skinned with a set of formatting 
properties such as image, size, position, etc... all these 
descriptors together defi ne a “Phase” of a sprite.

Understanding Phases
The true power of LASSIE comes from sprites being 
able to have multiple phases defi ned. Think of your 
standard adventure scenario with a door that opens 
and closes. The door requires two visual states de-
scribed for that object. However, phases do not neces-
sarily require that graphics change. Phase changes 
can be as subtle as the interactions of the object being 
redefi ned. Then, when another event elsewhere in the 
room (or game) updates the sprite’s phase, the inter-
active properties will have changed the next time the 
player examines the object.

The Phases Menu
The top yellow list has two tabs, one labeled “Phase”. 
Clicking the tab will show a list of all defi ned phases 

of the currently selected sprite. Phases are tracked 
by number rather than ID, so list displays as “phase 
number: name”. 

The four round buttons to the left of the phase menu 
should look familiar by now. Click the plus button to 
add a new, blank phase. Click and hold the minus 
button until it pulses, then release to delete the cur-
rently selected phase. Note that you cannot delete the 
last phase in the list. The “S” button will set the default 
starting phase of a sprite, marking it with an astriks. 
The crooked arrow will duplicate the currently selected 
phase a new phase of the same sprite. Use the up and 
down arrows to left to bump the currently selected 
phase up and down in the phase order. This is use-
ful when using the next and previous switches on the 
‘changePhase’ TIM-e.

The Conversation Menu
The other tab in the top list menu, labeled “CON,” will 
display all dialogue-tree conversation data sets defi ned 
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on the selected object. While all other data controlled 
by the object panel assigns phase properties, con-
versation data sets are massive enough that they are 
logged as properties of the sprite, so can be accessed 
regardless of what phase the sprite may be in. To cre-
ate a new conversation tree, click the plus button. 

The new conversation will appear in the list below, 
referenced by number. To delete a conversation tree, 
click and hold the minus button until it pulses, then 
release. All conversation trees can be deleted from a 
sprite if you choose... there is no minimum number 
of defi nitions. To edit a conversation, double-click the 
conversation’s line item in the menu. This will launch 
the conversation editor. See the conversation editor 
documentation for more information.

Name
Name of the phase. This is NOT to be confused with 
the ID of the sprite. The phase name is the text that 
appears in the title fi eld when the object is rolled over 
in-game. Phase names have no character or formatting 
restrictions, they are just plain text.

Mem
Source graphic to be used. Director classifi es all 
embedded media as “Cast Members,” so defi ning a 
member will reference a graphic within the resource 
library. Cast Members can be added and managed in 
the confi guration editor (see documentation for more 
information). The name input in the MEM fi eld must 
reference an existing cast member. To quickly browse 
and search all available cast members, click the up-ar-
row button in the lower left corner of the room layout 
window to open the library viewer.

Size
Pixel dimensions of the object. Inputting integers will 
force the sprite to assume a specifi ed size. Inputting 
a string (non-numeric expression) will revert the size 
setting to “MEM” (for ‘Member’)... or the size of the 
source member’s width/height (100% size).

Loc-Z
Depth layer at which the sprite is drawn in the stack of 
sprites on screen. Default is “sp”, (for sprite number)... 
that is, the sprite is on a depth layer matching its chan-
nel number. Valid z-levels range from 1-104. The char-
acter is drawn at depth 100, so the index allows for up 
to four layers on top of the character sprite. Sprites can 
share Z-settings, the deciding factor of which will draw 
on top then is the higher channel number.

Rotate
Pretty self explanatory... It rotates your sprite. I would 
recommend not using this setting if possible... its a 
CPU hog. Pre-render rotation on sprites whenever pos-
sible. Plus, bitmaps that Director rotates look like crap. 
I have only left this setting in because it seems point-
less to remove a working feature.

Arrow
This setting applies a directional move-arrow to the 
cursor when the object is rolled over. In short, this is 
the arrow that says you can go to a different room. 
Default is zero which declares the setting inactive. 
Enabled settings are the integers 1-8 representing 
the rotation of the arrow in a clockwise pattern. (see 
diagram). Once a directional arrow has been activated, 
the object can no longer access the verb icon during 
game play. Clicking an object with an arrow cursor 
enabled will call the object’s “Use” interaction where 
a ‘changeRoom’ command should be specifi ed. (see 
interaction panel and TIMe documentation).
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Ink
This click-through selector will set the ink (background 
treatment) that the sprite will be rendered with. See ink 
discussions below...

• Copy
Applies no special treatment to the sprite. The sprite is 
rendered on its normal background within its rectan-
gular bounding box. Mouse hit-area is defi ned by the 
sprite’s bounding.

• BGTrans with Bitmap images
This setting corresponds to the BGtrans color speci-
fi ed within the confi guration editor (see confi guration 
editor documentation). This treatment will knock out all 
pixels of the specifi ed global background-color within 
the sprite. While the sprite will take on a transpar-
ent background, mouse hit-area still responds to the 
sprite’s bounding.

• BGTrans with Vectors/SWF media 
This setting will affect vector media differently than 
bitmaps. When applied to vectors, the non-path area 
of the sprite is dropped, regardless of what the SWF 
background color is set to. Mouse hit-area is reduced 
to the positive image area of the sprite.

• Matte 
Will trim all white pixels that touch the outer-bounding 
box of the sprite. Mouse hit-area is then reduced to 
positive image area. (This more taxing on memory than 
other inks, though works perfectly for bitmap fore-
ground sprites). Has no effect on vectors/SWFs.

• Trans
This will create a cool transparency-multiply effect 
when used with bitmaps. Works like BGtrans with vec-
tors and SWFs.

Draw
Tells the program whether or not to draw a sprite. 
This is useful for adding/removing room objects from 
a scene. The object can be confi gured in the room 
then turned on when needed or turned off after it has 

outlived it purpose. Keep in mind that draw settings 
can be accessed anytime, anywhere in the game; so 
interactions can manipulate a sprite’s confi guration in 
another (inactive) room.

Z-Shift
Enables an object’s screen depth to fl oat above and 
below the character sprite to simulate the character 
moving in front of/behind the object. The fl oat compari-
son is made between the object’s registration point and 
the character’s feet (see registration point documenta-
tion at beginning). If the character is above the object’s 
registration, the character draws behind, if below, the 
character draws on top.

FlipH / V 
Pretty straight forward: mirror the object’s member on 
a horizontal or vertical axis.

Amb
Ambience. When an object is set as ambient, the object 
ignores all mouse events. This is useful for any back-
ground scenery /animation that you want to include in 
your scene that is non-interactive.   �
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Room Editor: Interactions
This panel allows dialogue and interactivity to be ap-
plied to an object. Keep in mind that these interactions 
are applied to the selected sprite’s current PHASE. 
Unique dialogue and interactions can be applied to 
every phase of an object.

Defi ning Basic Interactions
The upper menu in the copilot window lists all interac-
tions existing on the selected object. “Look”, “Talk” 
and “Use” are the three basic interactions of the 
verb coin during play, so cannot be removed from an 
object’s interaction list. The “title” fi eld below the in-
teractions menu allows the action title to be renamed. 
For example, “Use” could be changed to “Open”, if the 
object is a door so that during game play, “Open door” 
would appear when the object is moused over.

Adding Inventory Reactions
Inventory reactions specify inventory items that the 
selected object should respond to when an item cursor 
clicks on the sprite. To add an Inventory reaction to 

the selected sprite, click the plus button next to the 
Interactions menu (top copilot menu), then enter the 
item ID of the responding inventory item into the “title” 
fi eld. Note that in this instance, an item ID should NOT 
be denoted with a pound sign (#).

Adding Action Responses
Sprite interactions accept the same action input (dia-
logue and TIM-e’s) as default dialogue and inventory 
items, however the action interface is slightly modifi ed 
in this circumstance. You’ll notice that the dialogue/
TIM-e lists are tabbed within the copilot window (so 
that only one can display at a time), while the action 
input and editing fi elds are provided within a drawer at 
the bottom of the editor window. 

While the interface looks slightly different, the use of 
this action editor is exactly the same as every other. 
Refer to the “Actions Editor” write up for full documen-
tation on entering dialogue and TIM-e’s.   �
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Room Editor: Room Settings
The room panel allows general properties of the cur-
rent room to be specifi ed. Once the room panel is 
accessed, room objects can no longer be edited until 
the room panel is exited. In addition, the project’s char-
acter sprite (library member “_char”) will appear while 
on the room panel.

BGimg
Background image of the room. If the assigned library 
graphic is wider than the screen size, scrolling is au-
tomatically enabled for the room. The editor view can 
be scrolled using the arrows in the lower corners of 
the layout window. Note: scrolling the editor view will 
pan at the speed assigned in the “Scroll-s” fi eld. If the 
scroll speed is assigned to zero, the scroll arrows will 
not work.

Music
Specifi es a library sound member that will play on a 
loop as background music in this room.

Scroll-s
Speed of scroll. This is a pixel value specifying the 
increment the screen will shift with each redraw while 
scrolling. Scrolling is only activated for a room when 
the background image is larger than the screen size. 

sE
Scroll edge tolerance. This is a pixel value specifying 
how close to either edge of the screen the character 
needs to be before scrolling kicks in. Once the char-
acter has breached scroll-edge of a scrolling room, 
LASSIE will proceed to shift the room back toward 
character-center until 1) the character is pushed back 
out of the edge’s tolerance, or 2) the end of the back-
ground image is reached. 

Having a tight edge tolerance tends to give a claustro-
phobic feel to a room since the player has such limited 
vision as to what is coming... it also makes it easier 
for a player to miss the fact that they have not scrolled 
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the screen as far as it can go. Utilizing almost half the 
screen width usually works best as a room’s edge 
tolerance. This setting has no effect unless the room’s 
background is wider than the screen width.

Walksp
Pixel increment at which the character will move 
around this room. A higher number makes the charac-
ter move faster.

FX Matrix: Scale and Light Controls
These settings are unique in that they create effects 
based on a developer-controlled grid. By accepting po-
lar values for scale and light, LASSIE can ramp effects 
applied to the character sprite based on its position 
among the grid. This editor takes some clicking and 
dragging of the character...

Confi guring the Scale Matrix
The scale matrix will specify where in a room the 
character should be smallest and largest, then animate 
the character’s scale accordingly as it moves around 
the room.

Setting the Axis
First you’ll need to decide what sort of scale effects 
should apply to your room. LASSIE can apply scale on 
a horizontal or vertical axis, or scale effects can be 
turned off. Click the large, squarish yellow button to 
the left of “Min” and “Max” to toggle through the axis 
options. You’ll notice that changing the axis options will 
reconfi gure the red cross-hairs on screen. Those two 
red cross-hairs represent the minimum and maximum 
scale points of the room (thin = minimum, thick = 
maximum). A vertical scale axis is most commonly 
used in adventure games.

Setting Minimum and Maximum Scale
Once you have selected an axis, click and drag the 
character sprite in the editor window around the room. 
First place the sprite at the position it should be small-
est, then use the orange scale handle following it to 
resize the character to a size appropriate to that area 
of the room. Click the “Min: Set” button in the copilot 

window to capture the character’s position and size as 
the minimum scale. The red minimum-scale cross-hair 
should jump on its axis to match the character’s posi-
tion. Repeat the same process to set the character’s 
maximum scale.

Setting Scale Caps
Capping a scale extreme will stop effects being applied 
to the character once it has passed outside of the grid. 
For example... lets assume maximum scale is capped. 
This will cause the character to scale only until the 
capped maximum has been passed, then the character 
will remain at the maximum size until it passes back 
into range of the grid. If a cap is not set, the character 
will continue to scale at the distance-to-size ratio of 
the defi ned grid. Minimum and maximum scales can 
be capped separately. 

Confi guring the Light Matrix
The light matrix will specify where in a room the 
character should be lightest and darkest, then shade 
the character sprite accordingly as it moves around the 
room. This system is very similar in control to that of 
the scale matrix, though (if anything) a little simpler to 
use.

Setting the Axis
The light matrix axis control works exactly like that of 
the scale matrix... it can be set to horizontal, vertical, 
or off. Click the large, squarish yellow button to the left 
of the light and dark sliders to toggle through the axis 
options.

Positioning Light and Dark
Unlike the scale matrix, the light matrix handles in 
the editor window can be freely clicked and dragged 
around a room. While convenient, it should be noted 
that light effects will NOT be applied based on the 
angle between the two points (I haven’t gotten THAT 
crazy with my math). Position the points as you need 
to for best reference, but remember that light will be 
applied solely on their horizontal/vertical difference 
(depending on axis).
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Setting Light and Dark
Use the light and dark sliders in the copilot window 
the set the black density of the highlight and shadow 
points. Currently, this effect only allows black levels to 
be rendered into the character. Watch for color capa-
bilities in future versions!

Previewing the FX Matrix
You can see how your character will respond to the 
current FX Matrix settings by enabling an editor pre-
view. Just click the eye tab in the upper-right corner of 
the copilot window, then click and drag the character 
sprite around in the editor window. As the character 
drags around, it will be animated with the same scale 
and light effects as in-game. Note that you can no 
longer edit the scale matrix while preview is enabled. 
Just disable preview by clicking the eye-tab again and 
controls will be restored.

Disabling Character and Interface
These two settings dictate whether the character 
and/or interface bar should appear in this room. These 
sprites can be disabled to make way for full-screen 
custom content like fl ash cut-scenes or mini-games. 
Just remember to make an exit from full-screen con-
tent. Either overlay a LASSIE RECT with an exit arrow 
applied to it, or include a button/trigger in your fl ash 
piece that calls a “changeRoom()” TIM-e (see “calling 
TIM-e’s from Flash).   �
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The Conversation Editor
This editor will defi ne interactive dialoge-tree con-
versations between multiple characters, allowing the 
player to select dialogue options from a menu at the 
bottom of the screen. The most important concept to 
keep in mind while editing a dialogue tree is hierarchy. 
There are a lot of layers of interactivity going on in a 
dialogue tree, so be mindful of how dialogue leads to 
new sub-level topics. To understand dialogue tree edit-
ing, it would help to start by outlining some vocabulary 
for this editor.

Statement
A statement is a single piece of dialogue delivered by a 
character.

Line
A line of dialogue is represented by an option in the 
interactive dialogue menu. When a line is selected, an 
exchange of statements occurs between characters.

Tier
A tier of dialogue is a set of lines which make up an in-
teractive dialogue menu. Think of each dialogue menu 
seen during game play as a tier, or collection of lines.

Line Number
Each line of a tier is given a number, or ID, when it is 
created. This number does nothing but offer a unique 
value to track it with. It does not matter if there are 
line numbers missing or out of order... again, they are 
simply unique identifi ers.

Line Rank
A line’s rank determines where it gets stacked in a tier 
menu display. Lower numbers appear higher in the 
list... ie: a rank of 1 will place a dialogue option above 
a rank of 2. The exception to this is giving a line the 
rank of zero. Zero ranked lines will be HIDDEN, that is, 
they will not be shown in the tier menu display. This is 
useful for switching out dialogue lines. Dialogue lines 
can start hidden, then be swapped in for displayed 
dialogue lines once the line has been used.
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Line Advance
A line has two progression settings to dictate how the 
active line and tier should each advance after the 
current line has fi nished playing. Refer to the table at 
right for line and tier advance values.

The Tier Display
Top and center in the dialogue editor is a block of 
alternating colored rows. This block shows a tier of 
dialogue. Each row represents a line of dialogue in that 
tier. 

Tier Bread Crumbs
Above the tier display block is a bread crumb display of 
where in the dialogue tree you are. The lowest level is 
“_root”. From root, you can follow lines that expand to 
sub-tiers of dialogue. The last value in the path shows 
the currently selected line of the active tier. So, say you 
are at “_root: 1: 3”. That means you have branched 
from the fi rst line of root into a new tier, where you 
have selected the third line of dialogue. As you ad-
vance forward and backward in a tree, you can always 
monitor your progress.

Tier Address Display
The tier address appears to the right of the tier bread 
crumbs display. It shows essentially the same informa-
tion as the tier bread crumbs, but formats the data as a 
script-readable address to the current tier. Addresses 
are used in the event that you wish to jump from one 
point in a dialogue tree to a completely different point. 
Most tree navigation is limited to advancing one step 
at a time forward and backward, however, when the 
conversation needs to jump multiple steps forward, 
backward, or to new tree branches, an absolute ad-
dress is needed to direct the conversation. We’ll come 
back to this subject later.

Adding and Removing Tier Lines
To add a dialogue line to the current tier, click the plus 
button (+) to the left of the tier display box. To remove 
a line of dialogue, select the line from the tier display 
and click and hold the minus button until it pulses red, 
then release.

Advance: Line

0 Static. No change is made to the line. It will 
retain its tier position

-1 Delete. The line is deleted from the tier and 
will not display again.

X [line number] Replace. Any number for a 
line in the current tier can be provided here. 
The active line will be deleted and the speci-
fi ed line will replace it.

Advance: Tier

0 Static. No change is made to the current tier. 
The same tier menu will reappear.

1 Expand. The current tier is expanded one 
step forward to create a child tier of the cur-
rent dialogue line.

-1 Back. The current tier is pushed one step 
backward to its parent tier. If this setting is 
used at root level (where the conversation 
cannot go further back), then it is automati-
cally replaced with -2.

-2 Exit. The dialogue tree is exited, the conver-
sation menu closes, and normal game play is 
resumed

_0... [address] Jump. If the conversation should 
jump from its current point to a point on a 
different tree branch or multiple steps forward 
or back, then an absolute tree address can be 
provided to jump the tier to a new location. 
See the tier address display to get the ad-
dress of your target tier.
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Adding Line Dialogue and Interactions
Once a line is added to the tier, select the line in the 
tier display and use the action editor below to add 
dialogue statements and TIM-e actions to the line. 
The action editor works exactly the same as it does 
elsewhere in the LASSIE editor. See the Action Editor 
write-up for details on its use and function.

Specifying Line Rank and Progression
Between the tier display box and the action editor 
are three fi elds for specifying the selected line’s rank 
as well as its line and tier progression settings. See 
defi nitions above for how to use these fi elds and valid 
inputs.

Navigating The Dialogue Tree
There are two arrows in the upper corners of the 
editor window used for advancing forward and back 
tiers. These controls will only be active when there are 
higher and lower level tiers to advance to. The right ar-
row (forward) will highlight when the currently selected 
line is given the tier advance setting of 1 to expand it 
to a new sub-tier. On any non-root tier the left arrow 
(back) will be highlighted to allow you to ascend back 
toward root.   �
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Editor: Walkable Area
LASSIE defi nes walkable areas with a grid of intercon-
nected points and rectangular box areas. During game 
play the grid is interpreted as a tree where a pathfi nd-
ing algorithm sweeps the matrix to fi nd the shortest 
route between the character’s current location and a 
specifi ed target.

Elements defi ned

Floor Points
Each object in the room has a corresponding fl oor point 
specifying where the character should walk to when 
the object is clicked. Each object has one correspond-
ing fl oor point, represented by a BLUE cross-hair bullet. 
Floor points serve as target destinations for the charac-
ter to move to.

Grid Points
These points defi ne the paths, or ‘beams’, along which 
the character can move. They are represented by 
RED cross-hair bullets. You could also think of these 

as “tree points”. These points will not act as targets 
themselves, but will defi ne the routes a character must 
travel to reach its target. Grid points compose the tree 
on which pathfi nding is run.

Start Points
These are basically grid points that have been assigned 
a name. They are represented by GREEN cross-hair 
bullets. Once a start point has been defi ned, it will 
work exactly like a grid point except that it can be 
referenced while changing rooms, calling the character 
to start at its location.

Boxes
Boxes defi ne “safe” areas for the program to evaluate 
pathfi nding decisions against. They offer no grid struc-
ture themselves, however all points contained within 
a common box --fl oor, grid or start point -- are con-
sidered connected. Boxes are also used for evaluating 
walk-to targets when no specifi c object is clicked on.
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Understanding Targets
LASSIE seeks target destinations for the character 
using three processes -- listed below in the order they 
are attempted by the program.

1) Each room object has a fl oor point associated with 
it. When a room object is clicked, the character is 
pathed to the selected object’s fl oor target. Object fl oor 
targets are represented by the blue cross-hair bullets 
seen in the room and walkable area editors. Assum-
ing that the fl oor point is contained within a walkable 
box (a best-practice whenever possible), a path can be 
drawn to the point without leaving safe-zones (devel-
oper-specifi ed routes). If the fl oor point is NOT posi-
tioned within a walkable box then the program must 
interpret a route, so connects to the fl oor point through 
the nearest grid point. This may or may not be accurate 
to a room layout, so it is advisable to avoid the program 
making route interpretations whenever possible.

2) If a mouse click is not received by any object and 
falls within bounds of a fl oor box, the point of the 
mouse click is considered in a safe-zone and is used 
as the target.

3) If a mouse click is not received by any object and 
DOES NOT fall within a fl oor box, then an assessment 
algorithm runs through all boxes and evaluates a point 
inside a box that is the closest match to the x-position 
of the mouse click. The selected point is used as the 
target.

Once a target is selected, the program will search the 
tree of points mapped to the room, fi nding the shortest 
path to target.  Ultimately, the success of a walkable 
area will come down to – not the tool – but the room 
designer’s use of the tool to maximize the room’s ac-
cessibility.

Using Boxes
 To add boxes to a walkable area, click the button 
labeled with a rectangle and plus sign. The new box 
will appear in the upper left corner of your layout. If 
you wish to remove a box, select the box in the layout 

window and click the button labeled with a rectangle 
and minus sign. Boxes can be stretched and sized by 
clicking and dragging the orange cross-hair bullet at 
the lower-right corner of the selected box.

 A best fi rst-step to mapping a walkable area is to 
lay the foundation boxes that will structure your grid. 
Covering the entire fl oor area with boxes is not always 
the best solution... in fact, it rarely is.  Usually laying a 
few narrow boxes that span the major access routes 
will work best. Try to cover major fl oor axis to allow 
the target-fi nder maximum leeway for evaluating fl oor 
targets. 

Arranging Object Floor Points
 The current room’s fl oor points (blue cross-hair bul-
lets) will be shown in the walkable area editor and will 
display their parent object’s name when rolled over. 
Dragging object fl oor points in the walkable editor 
will update their coordinates in the room data. Hold 
the SHIFT key while dragging an object fl oor point to 
display its screen coordinates. Arrange object fl oor 
points to fall within walkable boxes wherever possible, 
this will allow the fl oor points to be safely connected 
into the walkable grid. Any object fl oor points left 
outside of a walkable box will be connected into the 
fl oor grid through the nearest grid point. This can be a 
useful feature if the fl oor grid is designed to account 
for a stray fl oor point, or it may lead to your character 
walking across a drawn wall if the scenario is poorly 
designed.

Using Grid Points
 To add a grid point, click the button labeled with a 
circle and plus. A new, red cross-hair bullet will be 
added to the center of the layout window. Hold SHIFT 
while dragging a grid point to display its screen coor-
dinates. To remove a grid point, select the point then 
click the button labeled with a circle and minus. Two 
points can be selected at a time by holding down the 
SHIFT key and then clicking each point. Once two 
points are selected, they can be connected by clicking 
the ‘join’ button (labeled with a “j” between two lines). 
A beam will be drawn between the connected points. 
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To break apart connected points, select the two points 
again and click the ‘break’ button (labeled with a star-
burst between two lines).

 Making hard-connections between grid points (shown 
by a drawn line) is not always necessary when com-
posing a walkable grid. A major premise of the box-
point relationship is that all points that fall within a 
common box are automatically considered joined -- 
even though they do not have beams drawn between 
them.

 With me so far? Now we’ll take the concept one step 
further... fl oor boxes can be overlapped, so a point 
placed within the overlapping area is connected to all 
points within EACH box, thus linking all the points of 
one box to the other. By using common boxes, many 
points can be quickly joined without the painstaking 
effort of defi ning every connecting thread (which will 
quickly increase in quantity as points are added).

Using Start Points
 Yes, there is getting to be a LOT of different kinds/
colors of points to keep track of, so thankfully start 
points are relatively simple in concept. A start point is 
nothing more than a grid point given an ID name to be 
referenced in script. When a change-room command is 
called, a start point ID is received. Then when the new 
room is drawn, the character will be positioned at the 
specifi ed start point location. As a general rule, a start 
point will probably be needed for every entrance/exit 
within a scene.

 To defi ne a start point, select a grid point then type an 
ID into the top input fi eld in the copilot window, then 
click the plus button to left. The ID name required a 
single word input limited to alpha-numeric characters 
and underscore. Once an ID has been set, the point will 
turn green and the name fi eld will become locked. To 
remove a start point ID, click and hold the “x” button 
next to the ID fi eld until the button pulses, then release.

Specifying Game Starting Point
 No setting has been overlooked (hopefully), even the 

starting point of a new game. Drag a grid or start point 
to the starting location for a new game, then click 
the “S” button next to the start point ID fi eld. You will 
be alerted that the game starting point has been set. 
NOTE: This game setting is ONLY updated when the 
“S” button is pressed... moving around a selected grid 
point will NOT update the setting until the “S” button is 
pressed again.   �

Walkable Area Editor



LASSIE ADVENTURE STUDIO

31

The Dialogue Reporter
While not the most sophisticated of features in the 
LASSIE Editor Application, this is without a doubt one of 
the handiest and most time-saving tools when it comes 
to generating a talkie adventure. 

The LASSIE dialogue collector will sift through your 
project fi le and populate all blank voice fi le fi elds, then 
output the fi lenames with their corresponding state-
ments into an external text fi le (saved into the LASSIE/
projects folder). When it comes time to record dialogue 
you can simply run through a report and save each 
voice clip with the proper fi lename.

In addition, LASSIE will also fl ag lines that have a 
sound specifi ed but no corresponding fi le in the library 
so that you can track what voice clips are missing.

Selecting a Report Set

First in the dialogue report panel is a set of radio 
buttons so you can choose which segments of game 
dialogue to include in the output. Game dialogue is 
broken into fi ve sets. One or more of the fi ve sets must 
be selected to generate a report

Default Dialogue: All default dialogue statements from 
the Confi g Editor will be included in the report.

Inven Items: All dialogue specifi ed for items in the 
Inventory Items editor will be reported

Inven Reacts: All dialogue specifi ed for reactions in 
the Inventory Reaction editor will be reported

Sprite Inters: All dialogue assigned to room sprite 
interactions will be reported. All sprites in all rooms will 
be included in report.

Sprite Convers: All character conversation dialogue 
will be reported. All conversations for all sprites in all 
rooms will be included.

Select a Report Type
There are three methods of reporting the selected 
dialogue sets, each will detail your dialogue query to 
report a different result.

1) Number blanks: This method will sort through the 
selected dialogue sets, populating a voice member for 
all dialogue currently marked with “#none”, then will 
report only those updated statements.

2) Num blanks, rep all: “Number blanks, Report All”. 
This method will sort through the selected dialogue 
sets, populating a voice member for all statements cur-
rently marked with “#none”, then will output all state-
ments of the specifi ed sets in the report. In addition, 
statements that have a sound specifi ed but no match-
ing library member will be fl agged in the report.

3) Renumber all: this method should be used with 
extreme caution. Renumbering all will sort through the 

The Dialogue Reporter
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selected dialogue sets, specifying a voice member for 
every statement whether it has been previously speci-
fi ed or not. The report will include all statements and 
their new values.

Retrieving a Report
Once you have output a dialogue report, you will fi nd 
its text fi le has been saved into the “projects” folder 
located in the LASSIE application directory. Reports are 
named as follows:

“demo_diaReport_101002.txt” =
 project name +
 “diareport” + 
 fi ve included segments (each 1/0) + 
 report type (1-3)

So, the report “demo_diaReport_101002.txt” would be 
a type two report of the project “demo” that includes 
default dialogue and inventory item dialogue segments.

Reading a Dialogue Report

(v_defDia0) _char: “I don’t see anything special about that”

*!> (v_defDia1) _char: “That’s not worth a closer look”

*> (v_defDia6) _char: “I fi nd it completely uninteresting”

Each line of a dialogue report will tell a statement’s 
fi lename in parenthesis, then the delivering character 
and the dialogue statement. Notice also that some 
lines will start with fl ags:

*> An asterisks fl ags that the specifi ed line of dialogue 
is missing its library sound member.

*!> An asterisks with exclamation point fl ags that the 
line was found as “#none” so was updated this report 
sweep. As a newly populated statement, it is missing 
its library sound member.   �

The Dialogue Reporter



LASSIE ADVENTURE STUDIO

33

Section 3: TIM-e’s

Introducing TIM-e’s
TIM-e (pronounced “Timmy”, get it?), stands for
“Trigger Interactive Module Expression” 

TIM-e’s are single line script commands used to call 
the interactive modules that control LASSIE games. 
They represent the entire programming requirement of 
LASSIE.

TIM-e statements are simple in nature, each confi g-
ured to manipulate some behind-the-scenes data. 
TIM-e’s require only basic input of things like object 
ID’s or true/false values to instruct the application what 
to target while running the game function. These input 
values are known in the programming world as 
“arguments”. TIM-e arguments are fully explained 
within this dictionary.

TIM-e’s can be inserted and edited in game setup 
through the Action Editor interface which appears 
in the LASSIE editor wherever dialogue and interac-
tions can be specifi ed. See the Action Editor article for 
instructions on inserting and arranging TIM-e’s.   

TIM-e Dictionary
See the TIM-e Dictionary available on the LASSIE 
website for full, up-to-date documentation on 
TIM-e commands.     �

Section 3: TIM-e’s
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Section 4: Adding Flash

• Character Sprites
• Verb Disc
• Calling TIM-e’s From Within Flash

Section 4: Adding Flash





LASSIE ADVENTURE STUDIO

2

Getting Started

It would help to start by making separate timeline layers for 
actions and graphics. Having a separate layer to hold frame 
labels is also a good practice. Dividing elements onto time-
line layers helps keep the structure clear and organized.

Setting up Frame 1 Actions

1) Label root frame 1 as “default”. Place character’s ‘stand’ 
or default view on it. (This could be an animated movieclip 
if you want the character to rock on their heels or tap their 
foot while they stand waiting.)

2) Paste the following actions onto frame 1:

//--START FRAME1 ACTIONS
stop();
function promptLASSIE() {
 getURL(“event: resumeTIMes”);
}
function defaultView() {
 getURL(“event: defaultView”);
}
function callTIMe(t) {
 getURL(“event: callTIMe,”+t);
}

//--END FRAME1 ACTIONS

Setting up Directional Views in v1.0

New to LASSIE v1.0 is a heavily upgraded character 
view-angle system. Now in v1.0 *all* animations have the 
ability to be specifi ed in 8 views and animate based on the 
character’s current angle to the camera.

However, it is impractical to even consider making eight 
views for every sequence in a game, so LASSIE has a pro-
ceedural method of checking and defaulting to animations. 
This method can be used on any ‘set’ of animations.

1) Make a default frame for the set
An animation ‘set’ uses a common base word as the set 
name. Let’s use “talk” as an example. First make a default 
frame for the set labeled with the base name; in this case 
“talk”. If the default frame artwork is drawn at an angle, 
make the character/object facing right. If there is a problem 
while seeking a view angle within the animation set, this 
default frame will be reverted to. Based on the object’s view 
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angle, LASSIE will mirror the default frame animation to 
match the object’s last captured view setting.

2) Defi ne view angles
Now create frames for the individual view angle animations. 
These frames will be labeled with the set name followed by 
the values 1-8. For example: “talk1”, “talk2”, “talk3”. The 
fi rst animation (view 1) should refl ect the character/object’s 
back-view state, then be numbered sequentially in a clock-
wise manner. View angles are as follows:
 
 • 1: Back
 • 2: Back-quarter right
 • 3: Side right
 • 4: Front-quarter right
 • 5: Front
 • 6: Front-quarter left
 • 7: Side left
 • 8: back-quarter left

When creating a rotational view set, ONLY views 1-5 are 
required. If views 6, 7, or 8 (left-facing views) are requested 
and not found, then LASSIE will substitute the animation 
with its right facing counterpart (2, 3, or 4) then mirror the 
sprite to face left.

Creating Default (Stand) Views

First, create an absolute default state for the fl ash object. 
This should go on frame 1 of the root timeline. If all else 
fails while seeking an animation, LASSIE will default to the 
object’s fi rst frame and mirror to match last view angle 
(artwork should be drawn facing right, LASSIE will mirror 
to left). Additionally, a directional view set called “stand” 
should be created for LASSIE to use when pushing a char-
acter to it’s resting state. Stand frames as follows:

 • “stand”:  default stand view (works well as frame 1).
 • “stand1-5” : primary fi ve angles facing right
 • “stand6-8” : option three angles facing views

Walking Character Sprites

For walking character sprites, create and label new root 
keyframes–each with looping movieclips–as follows:
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 • “move”:  default move animation.
 • “move1-5” : required fi ve angles facing right
 • “move6-8” : option three angles facing left

Talking Character Sprites

For talking character sprites, create and label new root 
keyframes–each with looping movieclips–as follows:

 • “talk”:  default talk animation.
 • “talk1-5” : primary fi ve angles facing right
 • “move6-8” : option three angles facing left
 • “talkx..y..z”:  additional talk animations.
   (customized in eidtor)

Additional talk animations are optional, though are very 
handy if you’d like to include a few different facial expres-
sions of your character talking. These can be specifi ed for 
each dialogue line within the Adventure Studio Editor.

Custom Sprite Animations

For all additional animation needs (character reaching, 
ducking, throwing, etc), create and label new root key-
frames with custom labels and animations on each. Custom 
frame labels must be limited to one word using only alpha-
numeric characters and underscore. Custom animations 
can be called within LASSIE using the “playFlash” TIM-e. 
Custom animations can be composed as directional sets if 
you choose, and can be called as such with an arguement in 
the “playFlash” TIM-e.

Custom animations will need to have some brief action 
script placed on the last frame of their timelines to instruct 
LASSIE and the fl ash sprite on how to proceed. Three 
commands apply, though no more that two will ever be 
needed at a time (a fl ash direction and -if needed- a LASSIE 
prompt).

1) If character should hold on the last frame of a custom 
animation, insert a stop action (“stop();”) onto the frame.

2) If character should revert to default stand poise at the 
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end of a custom animation, then place the following action 
on the animation’s last frame:

 _root.defaultView();

3) If LASSIE scripts were suspended so as to wait for a cus-
tom animation to play, then the animation will need to mes-
sage back to LASSIE to tell the engine to resume process-
ing. Suspending LASSIE scripts is specifi ed when calling the 
“playFlash” command. To resume LASSIE scripts, place the 
following action on the last frame of the custom animation:

 _root.promptLASSIE();

Calling TIM-e’s From Inside Flash

When an event in LASSIE needs to synch up with a Flash 
animation, you can simply call the TIM-e from the Flash 
timeline at the specifi ed point. Just insert the following 
actionscript command into your animation:

_root.callTIMe(“*insert TIM-e here*”);

The statement in asterisks is a place holder for a TIM-e, 
written just the way it would be inside the LASSIE editor. 
So for example, to add the inventory item “cup” from inside 
fl ash you would call:

_root.callTIMe(“addInvenItem(#cup)”);

Bringing It into LASSIE

1) Main Character
The above explains all requirements for assembling your 
game’s main character within fl ash. The main character 
should be compiled to SWF then imported into your LASSIE 
project and given the name “_char” (replacing the default 
one). When your character is imported, its registration point 
will -by default- be centered. For game play, the registration 
point should be placed between the feet. 

To update your character’s registration point, go to the 
Room Panel (“R”) in the Room Layout Editor. Your charac-
ter will appear -by default- at 100% size, with an orange 
crosshair handle positioned at its registration point. HOLD 
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DOWN SHIFT then click and drag the handle to between the 
character’s feet. Holding SHIFT will update the registration 
point (otherwise, it will scale the character onscreen). NOTE: 
if the character is not at 100% size when the registration 
point is set, the point may be miss-plotted.

2) NPC’s and Smart Flash Sprites
The above fl ash formatting described applies to all smart-
fl ash sprites used in LASSIE, however not all fl ash sprites 
need as much setup as the main character. 

 • Room objects with on-call fl ash animations will only 
need steps 1, 2, and 5 completed since they will only play 
custom animations (with a default state to revert to).

 • NPC’s (talking room objects) will require steps 1, 2, and 
4; plus they may utilize step 5 if needed. These sprites will 
simply be room objects that the character can exchange 
dialogue with and perhaps affect in such a way that a 
custom animation would play. A default state is needed to 
revert to. 

Talking characters must be defi ned fi rst in Character Menu 
of the Confi g Editor. Enter a character id, then choose a 
speech color. The character id will become an option when 
selecting dialogue targets in all general-exchange dialogue 
editors. When adding an NPC sprite to a room, the NPC 
sprite’s ID must match the character ID declared in the 
Confi g Editor.
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Creating a Flash Verb Disc

Introduction
The fl ash verb coin is surprisingly simple in its most 
basic form. It uses a few simple fl ash elements that 
can be easily customize for your own game. See the 
provided “_disc.fl a” for a working fl ash template dem-
onstrating the following instructions.

NOTE: These instruction DO NOT describe the “bubble” 
disc animation (the default disc included in new proj-
ects). The source template for that advanced version of 
the verb coin is available from the LASSIE website.

Creating a Verb Disc
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STEPS
1) Create two layers on the root timeline: one for script, 
one for graphics. Then create three labeled frames in 
the following order (enter names as frame labels):
  • frame 1: “idle”
  • frame 2: “open”
  • frame 3: “close”

NOTE: Timeline animation CAN be added between “idle” and “open” as 
well as after the “close” frames. These animations can introduce and exit 
the disc from screen. I would recommend building the disc without extra 
frames for starters, then add glitz once you get the base design working.

2) Paste the action script shown at right onto the script 
layer of frame 1 (script is already in fl ash template 
document).

3) Compose your disc on the graphics layer of frame 2 
and 
extend its duration onto frame 3. The disc can be laid 
out any way you like as long as it includes three named 
movieclip instances as specifi ed here:
  • movieclip: “bttn1” (“look” button)
  • movieclip: “bttn2” (“talk” button)
  • movieclip: “bttn3” (“use” button)

NOTE: these instances MUST be movieclips, not Flash buttons. Flash will 
not perform hit tests on button instances (for whatever reason). To make 
a rollover state for the movieclips, layout frame 2 of each movieclip 
button as its highlighted state.

4) Add the following script to the actions layer of frame 2
  enableButtons();

5) Add the following script to the actions layer of frame 3
  testHit();

6) Publish the disc as a “.swf” and import it into the 
LASSIE Adventure Studio. Name it “_disc” in the 
library.    �

NOTE: if you try to view the SWF fi le of your disc by its self you should 
get a blank, unresponsive fl ash window that will probably automatically 
launch your web browser. Don’t panic, these are all expected results. 
The disc SWF will be completely dysfunctional until incorporated into the 
LASSIE architecture where native application code will put it to use. 

//--START FRAME1 ACTIONS
stop();
getURL(“event: mPutAway”);
//--VERB DISC ACTIONS
//--for use with the LASSIE Adventure Studio
//--composed by Greg MacWilliam
function enableButtons() {
 stop();
 gmousex = 0;
 gmousey = 0;
 //attach button actions
 for (j=1; j<=3; j++) {
  var b = this[“bttn”+j];
  b.pNum = j;
  b.gotoAndStop(1);
  b.onRollOver = function() {
   this.gotoAndStop(2);
   callLassie(this.pNum, 1);
  };
  b.onRollOut = function() {
   this.gotoAndStop(1);
   callLassie(this.pNum, 2);
  };
 }
}
function callLassie(a, o) {
   getURL(“event: mButRollover,\””+a+”\”, \””+o+”\””);
}
function testHit() {
 //set mouse coords given by lingo
 var x = Number(gmousex);
 var y = Number(gmousey);
 //test all buttons for hit
 for (j=1; j<=3; j++) {
  var b = this[“bttn”+j];
  if (b.hitTest(x, y, 1)) {
   var hit = j;
   break;
  }
 }
 if (hit != undefi ned) {
     getURL(“event: mCallInter,\””+hit+”\””);
 }
}
//--END FRAME1 ACTIONS

Creating a Verb Disc
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Calling TIM-e’s 
From Within Flash
When an event in LASSIE needs to sync up with a Flash 
animation, you can simply call the TIM-e from the 
Flash timeline at the specifi ed point. For example, play 
the LASSIE demo game up to the part where the door 
gets smashed down with an axe. Watch the animation 
closely.

You’ll notice that the character swings the axe, shards 
of wood fl y off, and the door switches to its broken 
phase. The axe and wood shards are both done within 
fl ash, however the door states are LASSIE elements 
contained in Director. The reason the door phase 
change matches up with the axe animation is because 
the door switch was called from the Flash timeline. On 
a related note, the crunch sound that plays was also 
called within LASSIE using the “playSoundFX” TIM-e.

Adding the Keystone
Start by adding the following action script to frame 1 of 
the fl ash media’s root timeline:

//--START FRAME1 TIM-e CALL ACTIONS

function callTIMe(t) {
 getURL(“event: callTIMe,”+t);
}

//--END FRAME1 TIM-e CALL ACTIONS

NOTE: if you are using one of the provided Flash tem-
plates and this script (“callTIMe” function) is already in 
place, you do not need to add it again.

Calling a TIM-e
Now just insert the following action script command 
anywhere you need a TIM-e called: 

_root.callTIMe(“*insert TIM-e here*”);

The statement in asterisks is a place holder for a 
TIM-e, written just the way it would be inside the 
LASSIE editor. This script can be called from any time-
line, anywhere in the Flash document.

For Example...
To add the inventory item “cup” from inside Flash you 
would place the following action on a Flash timeline 
keyframe at the point in the animation that the cup 
should be added:

_root.callTIMe(“addInvenItem(#cup)”);

That’s all there is to it.    �

Calling TIM-e’s From Within Flash
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Section 5: Customizing 
System Graphics

• Introduction
• Character Movie
• Verb Disc Movie
• Cursor Graphics
• Drawer Panel
• Directional Arrows
• Inventory and Conversation Arrows

Section 5: Customizing System Graphics
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Introduction
System graphics make up the LASSIE system 
interface, including graphics for the drawer, the direc-
tional arrows, the inventory scroll arrows, etc. These 
graphics are denoted by their library member name 
starting with an underscore, ie: “_disc”, or 
“_conarrow”. A good point to keep in mind is if 
something is denoted by a leading underscore, it is 
important to the LASSIE engine.

When you start a new project, you will fi nd a complete 
set of system graphics already included in your new 
project fi le. To customize the LASSIE system you need 
only to replace these library graphics with your own 
artwork, making sure that the new artwork’s library 
member names match the expected values. Feel free 
to delete the default system assets from your library 
once you have their replacements.

As a safety net, a complete set of the default system 
assets has been embedded in the player application. If 
LASSIE should not fi nd or fail to initialize a system 
asset from your project fi le, it will default to the 
embedded asset within the player. 

The following are the expected names and media 
specifi cations for all LASSIE system graphics.

Character Movie
member name: “_char”
This is the character Flash movie that will be animated 
around your game. This requires the most detail of any 
system asset, and is fully documented in the “Adding 
Flash: Character” section. Better yet, download the 
character Flash template off the LASSIE website.

Verb Disc
member name: “_disc”
This fl ash movie will serve as the verb disc that pops 
open after clicking and holding on an active room 
object. This requires some light script setup within the 
Flash movie its self, and is documented in full detail in 
the “Adding Flash: Disc” section. Flash templates for 
two styles of the verb disc are available on the LASSIE 
website.

Cursor Graphics
member names: “_cursor1”, “_cursor2”
These graphics will be set as the default system cur-
sor, where cursor1 is the normal state and cursor2 is 
the active/over state on hotspots. Unfortunately, these 
graphics are restricted by the limitations of Director’s 
control over OS system graphics. They cannot be more 
than 16x16 pixels in size (annoying, I know). 
Additionally, color depth is also a factor. It has been 
confi rmed that 8-bit graphics will NOT initalize. That 
means that imported GIF fi les cannot be used as 
cursor. Instead, save and import cursor graphics as 
BMP fi les. On the topic, that is a good practice for ALL 
bitmap graphics used in LASSIE with the exception of 
animated GIFs.

Drawer Panel
member name: “_drawer”
This graphic will be placed at the bottom of the screen 
and act as the panel that slides open for the inventory 
and conversation menus. No major restrictions apply. 
Any size graphic can be used, and will be stretched 
horizontally to fi ll the width of the game window (you’ll 
notice that the default graphic is only 1 pixel wide). 
Graphics that are pre-sized to the width of the window 
will not be stretched. No vertical stretching will be 
applied. The height of the drawer graphic will be the 
height that the drawer animates up to when opened.

Directional Arrows
required members: “_dirarrow1”, “_dirarrow2”
optional members: “_dirarrow3..4...8”
These arrow graphics will become the cursor when the 
player rolls over a room exit. Up to eight custom 
graphics can be specifi ed, represented by 
“_dirarrow1” as the up-arrow, and each additional 
arrow numbered consecutively (2, 3, 4...) and shown 
rotated at 45-degree intervals in a clockwise manner. 
Only arrows 1 and 2 are required (up and up-right). If 
arrows 3-8 are not specifi ed, arrows 1 and 2 will be 
fl ipped and rotated and used in their place.

Inventory and Conversation Arrows
Inven member names: “_invarrow1”, “_invarrow2”
Conv member  names: “_conarrow1”, “_conarrow2”

Customizing System Graphics
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These graphics will display as the inventory and 
conversation scroll arrows (respectively). The two 
states represented in each set are 1: scrolling inactive 
(no more items to show), and 2: scrolling active. 
Inventory arrows should be drawn pointing right, 
Conversation arrows drawn pointing up. The engine 
will fl ip for left and down-pointing arrows.     �

Customizing System Graphics


