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2 GAMING / STUDIO VISUAL GUIDE
WArCC

A complete Studio, at a glance.

Explore the workspaces that turn rooms, tasks and rules into a learner experience.

WHAT ARC STUDIO DOES

Build the world.
Shape the learning.
Run the experience.

ARC Studio is the creator side of ARC Gaming: a
visual environment for assembling educational
room games, adding Python or Al tasks, and
connecting learner actions to visible outcomes.

This guide is a read-only product tour for educators,
partners and stakeholders. Screens show captured
project states—not a live account or current
operational report.

NO LOGIN DETAILS INCLUDED

Understand the creator workflow

Build rooms, media and characters

Create learning tasks and game logic

Configure, test, publish and protect

Teach, facilitate and understand play

Administration and developer tools

Demo route, evidence and source index

Basis: 24 supplied screenshots; current attached project documentation. Full source register: pages 39-40.
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One idea. Connected workspaces.

Each part has a clear job; the game becomes playable when those parts are connected.

01

Prepare the
building blocks

Asset library supplies
media. Items, Game
parts and Players define
reusable objects and
characters.

PAGES 07-10

02

Assemble the
rooms

Layout places objects,
defines walkable space
and connects rooms.
Missions gives each
room its brief.

PAGES 05-06, 11

03

Add learning and
reactions

Coding Tasks and Al

Tasks define challenges.

Actions and flows
decide what changes in
the world.

PAGES 12-19

04

Check and
release

Settings, Issues, Playtest
and Release Center
separate configuration,
observed play and
learner access.

PAGES 20-24

05

Deliver and learn
from play

Teaching setup and Live
groups launch activities;

Insights helps educators
review what happened.

PAGES 28-32

SAVE IS NOT THE SAME AS PUBLISH

Save layout commits room edits to the browser project. Sync to Arc updates the server draft. A release is a fixed learner-facing version. Backups protect content; they do
not make it live.

Sources: [S1] Shared shell, Layout, Coding Tasks, Actions, Flows; [S3] Creator workflow; [S4] Player runtime.
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Dashboard: know what to do next.

The current game, its editing state and the next useful action share one starting point.

Current workspace

PROJECT | The Hawkins Bate Protoes! - Stran w Sarvad in hirawaar - Syn requined Syne to Arc Import Full backup » Playtest Are Crumtar - Sign oul

Game Studio

Open the game editor, start a playtest, or

—— review a built-in template update for the game
The Hawkins Gate Protocol - Stranger Things " currently selected.
Ell;ht connected rooms where Python repairs machines, gm-‘:nts. and closes a supernatural ga|e.
Sync the current draft

Missions
¥our latest edits are safe in this browser but are not yet i the

Real next step

IRy | e The captured project has browser changes that

{} Coding tasks

Al tasks

PR it syne previy need syncing. The recommendation is to
s ' o sync—not to assume the existing live release
i ) e R contains those edits.

Players

Build progress

Live groups

m World, learning, behavior, testing and
publication are separate checks. A configured
task or room count is not proof of a successful

Teaching satup

Astions

Action flows BUILT-IN CIMEMATIC GAME
Stranger Things - The Hawkins Gate Protocol learner journey.
t a supernatural gate with a debugged compier.
Playtest Center
Be vomd O coding teaks 7 gate fragmants

Issues & readiness

Aelease Center

Build . oale
Lt PR i Use the project selector before editing. One
o oo o e o mem browser workspace holds the currently
Languages & rooms configured = 8 coding tasks 22 enabled rules Hat recorded Live release oxists
open game.

Game settings

Built-in undates

» Gulded playtast

SCREEN 01 - dashboard.png | [S1] Shared shell and dashboard; [S3] Creator workflow
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Layout editor: build the playable room.

Place the scene, inspect its boundaries and compose the spaces the learner can explore.

gd | ArcStudio Layout editor smoszor | TheHawkins DateProtscai - Stran
touasr am aureses Bl weary e sy i chag, o, grineping and s prsios

synctoare | import | Fulbackup m

]

{] Coding tasks a1, GiF1 2 visan @ ] m R
Bl 4wl o s ) Emm-n

Al tasks

Asset library

Live groups

wCasing

Teaching setup a
chalienges

Actions

¢ Action flows

Playtest Center
turnctive switch

Issues & readiness

Relsass Center

I Languages

Game ssttings

* Qulded playtast

Clear raom

Elements & kits Room canvas Selection inspector

Browse reusable objects and connected Python kits. Drag, resize, group and align the placed objects. Review the selected object or player entry point.

SCREEN 02 - layout_editor.png | [S1] Layout page; [S2] Rooms and item placements

ARC GAMING / VISUAL GUIDE CONTENTS
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Make a beautiful room work as a game.

A background provides the setting. Placements, blocking and state changes provide the interaction.

Draw the route

Draw no-pass areas over painted furniture, or paint and
erase irregular blocking. Preserve a walkable route to
the task, reward and exit.

Give objects meaningful states

A placed device can have states such as Off and On, or
Locked and Unlocked. States can change its visual,
visibility, collision, lock and content.

Save, then test

Layout has an explicit Save layout step. Saving updates
the browser project and rebuilds blocking; Sync to Arc is
the separate server-draft step.

ENLARGED DETAIL / EDITOR OVERLAYS

Red blocking overlays and interaction guides are authoring aids. They help a creator keep furniture
solid and make each usable device reachable.

States belong to one placed copy, not automatically
to every object using the same reusable template.

Sources: SCREEN 02 (enlarged details); [S1] Layout: explicit save model, detailed item drawer; [S4] Movement and collision.
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Asset library: one home for the media.

Reuse backgrounds, object art, animation, video and sound throughout the game.

Asset library

CURRENT OAME MEDIA

Asset library

Dashboard
Layout editor
Missions

{} Codingtasks

Al tasks

Upload madia files Add hosted URL

W Asset ibrary

Items

PROJECT | The HIWKIRS Oate Protocol - Stran w

5, sounds, and completion screens without

Syne to Full -

Arc backup Playtest

REUSABLE GAME MEDIA

Your media is ready to reuse
Search by name or tag, fiter by media type, then open any asset to
manage its file, details, usage, or terminal configuration.

Import Are Crustor - Sig...

Bring in media

Upload media files or add a hosted URL. Search
by name or tag and filter by media type to find
the asset you need.

Reuse the same source

Rooms, players, items, tasks and opening or

completion screens can reference the library
instead of duplicating configuration for each
use.

21 192 3 16
Manage and inspect
Browse assets Asset editing includes names, tags, media
Teaching setup Sear \mas and it . . .
replacement and usage links. Per-game built-in
= Search assets anditags copies can be customized and restored to their
Cosnfiun < Search assets and tags All media hd

Playtest Center

Issues & readiness

Aelzase Center

Learners & insights
¥  Languages

Game settings

¢ Built-in updates

Cyber laboratory Warehouse

SCREEN 03 - asset_lib.png | [S1] Assets page; [S2] Asset; [S5] Media

ARC GAMING / VISUAL GUIDE

Spaceship

Edit asant

Python terminal Security doar

CONTENTS

shipped media.

A reachable hosted URL and a complete
backup are different things. Review media
dependencies before sharing a package.
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Items: define reusable physical objects.

Create the object once, then place copies where the game needs them.

PROJECT

() ArcStudio Items

Dashboard REUSABLE DAME OBJECTS

Layout editor
ter
Missions
{} Codingtasks
Al tasks

Asset library

< items

Flayers

Live groups

.....................

Browse reusable items

..........................

The Hawkins Gate Protocol - Stran W Savndin Bramaee - Sync e

action, colllsion, etfects, and Inventory behavior across

nnnnnnnnnnn

Teaching setup Edit an ibem's defandts hare, than placa it from the Layowt aditor. Logic piecas bekoeg in Game parts

Astions

Search reusable items

Syne to Full Ld ———
Are Import packup Playtest e Crastor - Sig...

quirsd
BUILD OMCE, PLAGE ANTWHERE

Tim

Your reusable objects are ready
Gpen an item to rafine its defaults, or uss the layout editar ta pisce

copies without changing the reusable definition.

‘Open layout editor

Open Game parts

ot = LS .
St e ‘ Search names, types, or tags

Playtest Center I Mmmen( & .nauilqalu.o.r! .
ssues & readiness
Release Center
Learners & insights
Languages

Game settings lfm'.dlng.p.lan.hrm

Built-in updates

SCREEN 04 - items_lib.png | [S1] Item Templates; [S7] Specialized i

ARC GAMING / VISUAL GUIDE

tem behavior

CONTENTS

Reusable defaults

Define an item’s media, size, interaction,
collision and inventory behavior. A template is
the reusable definition—not the object’s live
state in a game.

Physical object library

The supplied page separates ordinary objects
and collectibles from the logic-oriented Game
parts library. Search narrows the current game’s
reusable items.

Copies in rooms

Layout adds placed copies with their own
position and selected overrides. Changing a
shared default can affect copies that still inherit
that setting.

A name is not a behavior: the documented
Moving platform kind does not move until
motion is explicitly authored.
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Game parts: the devices behind the puzzles.

Terminals, displays, switches and other logic pieces give actions something to operate on.

- @ Choose a useful part

Import e Erastor - 3ig..
AIC P a

Game parts
s g i thal make yous garrs backup Playtest

PecsEcT | The Hawkins Gate Protocal - Stran w

The pictured coding group includes a Python
terminal, build target, interactive switch, code
display and resource gauge.

Dashboard REUSABLE OAME LOGIC e LS UL T

Layout editor

rds, and checkpoints that make rooms react to L,
Your game logic pieces are ready

- T e Place and connect
QT e Edit reusable defaults here, then place the part
Asset arary e in Layout. Bind it to a task, an action or a flow
~ so the intended result reaches the exact device.
‘Game parts - PART DEFINITIONS USED 1N ROOMS START LOCKED SOLID PARTS
24 8 2 8

Separate appearance from logic

Players

A display can show a captured result; a door
iy S still needs an explicit unlock or transition rule. A
kit is a starting point, not a complete game loop.

Teaching setup

Ations

Search game parts

Qe
| Search names, types, or tags

24 mATOMING

¢ Action flows

Playtest Center @ .C(IJ.dIl:guif .chfll.erfge.s)
“Not placed” means a definition exists in the
e T library but is not currently used by a room.

Issues & readiness

Aelease Center

Learners & insights

I Languages

Game settings Python terminal Eulld grid target Interactive switch Code display Resource gauge

., Built-in updates Bythen ush.

SCREEN 05 - game_parts_lib.png | SCREEN evidence; [S1] System template behavior and challenge kits; [S4] Bound feedback
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Players: build the cast learners can choose.

Characters, outfits and movement settings are managed independently from the rooms.

et - Characters and outfits

Import A Crastor - Sig...

:.l.::l?'e.r..a;\:fl?arsu o prosEcT | The Hawking Gate Protocol - Stran ~ Saves i Brawaar - byns requiend backup Playtest

The supplied roster shows six available players

= and 36 outfits. Those are this project’s captured
Build a cast students remember. - counts, not limits on a custom game.
— 3, mavement, identity detadls, and a rellable collislon shape. Students P|ayer i ready

e e Visual and movement identity

}  Coding tasks

feview roster Configure pose media, size, speed, facing and

o = selection availability. Standing, moving, jumping

— and picking-up visuals support different

B e B G 36 B moments in play.

i . Preview the player journey

S Players and outfts Inspect the roster and preview player choice

. e ———————————— before testing the game. Set the game’s default
= G player and selection policy in Game settings.

Issues & readiness

Recheck character scale in the room, not
b ) only on a roster card. Room depth and floor
alignment affect the final appearance.

Aelease Center
Learners & insights

. Languages

BURLT-IH CHARASTER Vinusl rany DUILT-IK CHARADTIR Winsat raady BUILT-IH SHABASTER Wil ruay
Game settings Zahra Maya Raven

¢ Built-in updates

SCREEN 06 - players_lib.png | [S1] Players; [S2] Avatar and outfit; [S4] Movement
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Missions: give every room a clear purpose.

Review the opening brief, live objective and possible outcome routes in one place.

PROJECT | The Hawkins Gate Protocol - Stran W Savedin Brawasr - Sync raquirsd are

o . A room-by-room mission map

Missions
- import backup

Search missions or filter by room and status.
pr——— Each entry links to mission editing, the exact

Shape every player journey - room layout, a room run and its rules.

Dashboard

Layout editor Playtest misslons

ing, & live objective, and & trust

3 missions

Learner-facing direction

8 . . . .
Author a title, subtitle, opening instructions,
e ety one live objective, optional countdown, and
~ success or failure messages. Rules can update
B e 1 e N O SRS S e N S S the live objective.
Readiness with meaning

. Follow every objective from opening to outcome
The page traces possible exits and outcome
actions. “Ready to test” means required copy
and a potential route exist—not that the route

has been played.

Teaching setup - sTar
Search missions oo sTaTUS

i Al reoms V| Alstabses v
Astions

Action flows 8 of B ok shewn

BEADY TO TEST

Playtest Center o
00U ToOLS

Issues & readiness

LINE QUJECTIVE  fggiore powar and recover th frst Gata Fragmant.

uuuuuuuuuuuuuu

e e R The documented mission model has one
P live objective per room, not an independent
checklist of scored sub-objectives.

Aelease Center

Learners & insights

Languages

Game settings

SCREEN 07 - game_missions.png | [S1] Missions; [S4] Countdown and result behavior
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Coding Tasks: author once, place deliberately.

Keep the Python learning content reusable while making every terminal’s room effects explicit.

PROJECT | The Hawkins Gate Protocol - Stran W Savedin Brawasr - Sync raquirsd

Coding tasks

Sync to Full Crastor - Si

REUSABLE PYTHON LEARNING LIBRARY

Build challenges once, teach with them
anywhere

rner brief, starter code,

Dashboard

Task Bbrary Is strueturally raady

Create coding task

Layout editor

Missions
hecks here. Place the
INE FOOM Of

Coding tasks

Al tasks

Asset library

Items

Game parts

Reusable task definition Room-specific placement

4]

Players

Live groups.

LEARMNING TASK LIBRARY

Find, review, and place Python challenges 9
Teaching satup ! ' P g sHawn

varch reuss ing content, chack s room health, or opan the €xact part you want te change

Actions

Search coding tasks TAsETERE sramus
Astion flows Saach s, Instructions, or Pythom pattan All tak types W Alstatses W

et
Playtest Center

SEUSADLE FYTHON TASK
; _ READY I BOOM -
[ & readi e " "
senes & reacinass w The Four Signal Machines
Release Center
Contack | | Whot prog ' . . ! F—
Learners & insights
AOOM PLACEMENTS
Languages & Tha Four Signal Machines - The Fouw Signal Machises
- ! e The! RAEASYTOTEST | Costguepucemant | Datua

Game settings

SCREEN 08 - coding_tasks.png | [S1] Coding Tasks; [S2] Coding task and challenge placement

ARC GAMING / VISUAL GUIDE CONTENTS

The reusable definition

Manage learner instructions, starter code,
instructor solution, progressive hints and the
success check. Editing the definition updates
linked learning content.

The room placement

A placed terminal owns its enabled or required
state, connected objects, and success or
incorrect-result actions. One definition may be
used more than once.

Find and maintain tasks

Search and filter the pool. Edit code and checks,
place in a room, duplicate a definition or delete
an unused task through the task’s own tools.

Nine tasks and nine ready placements are
shown in this game. “Ready” is a structural
check, not a recorded Python playtest.
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Choose what learners write—and what changes.

Guided patterns provide a starting point; Custom Python gives the creator control over the check.

ECUSADLE FRTHOM TASK

E The Four Signal Machines

Each maching transfonms one value. Complate the missing operations, Then submit the four msudlts in A<B<C«D ardar. Edit enda & ehacks

Cede lack ‘Whals gragram Bl visl bds wiarier-coda line i protecied Bras i grogmeas e hicta S ne mit 1 reoom placemant Cods . checkn

ECADY I B0 TASK TOOLS

Placs in a ream

ROOM PLACEMENTS 1 conracted termins Duplicat task

B Tha Four Skgral Machines . The Fowr Signal Machirs
= wirerirs | pe READY TO TLST Configurs plscsmant Play »

acticra paan mrectuenl chsck Dalute
FIVE TASK PATTERNS VISIBLE CODE MODES
Build a grid Fill the configured rows and columns; render captured blocks on a bound Whole program
target. Show the entire editable answer.

Calculate a code Submit the expected code; show it on the connected display. Function content only
Keep the function wrapper out of the learner editor.

Activate a sequence Capture the required switch names in the exact authored order. Focused answer region
Expose only the intended lines.

Balance resources Match the creator’s named resource targets and update their gauges.

Custom Python Use exact or partial printed output, or creator-written Python assertions.

FORMATIVE PRACTICE

Python runs in the learner’s browser. Hidden editor
fields are not a secure exam boundary.

Sources: SCREEN 08 (enlarged card); [S1] Coding Tasks; [S4] Python challenges and bound feedback.

ARC GAMING / VISUAL GUIDE CONTENTS 13
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Al Tasks: make instructions change the world.

A guided wizard starts with the learner experience, not with provider keys or technical field names.

Create an Al world task

Five quided steps. Technical keys and maode| details stay hidden

Learner and safety preview
Edit safely A cuncisn vy of the aeperance bang cratad
Hathing s this wirdaw changuas the prajct enlil you prescs Craats Al sk

1 1- Choose the experience
ek st £ ai st baarmat isbaractan, Eviry salbng ramaiss atblabia

Al Eonvaria tian Gaul Eantrol & Mac hirs ‘

Build Somathing

Command a abet Dabig | Begaic a Syatam

Build a Diagram | Procass

Craate » Tust + imerave

& Previewing saved values cancel

Greats Al task

¥i

SCREEN 09 - ai_tasks.png | [S1] Al Tasks and provider setup; [S2] Al task; [S8] Al checkpoint

ARC GAMING / VISUAL GUIDE CONTENTS

Choose the interaction

Select a guided experience such as
conversation, machine control, construction,
robot control or create-test-improve.

See the learner surface

The right-hand preview shows the task brief
and conversation area. The screenshot is a
creation preview, not evidence of a live
provider turn.

Configure before creating

The wizard labels changes as temporary until
Create Al task. The documented editor adds
bindings, permissions, zones, resources and
success rules.

Al Tasks are separate from Python tasks. A
learner can use natural language while the
authored runtime controls the permitted
effects.
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Nine ways to begin an Al experience.

Nine guided presets cover focused conversations, controlled world changes and iterative challenges. Each remains configurable.

01 Al Conversation Goal

Hold a focused conversation with an Al character.

FOCUSED DIALOGUE

04 Build Something

Construct in a slot grid using approved pieces.

SLOT-BASED BUILDING

07 Manage Resources / Simulation

Change a system while bounded resources
evolve.

EVOLVING RESOURCES

02  Control a Machine

Tell an operator how to change allowed machine
settings.

MACHINE SETTINGS

05 Command a Robot

Direct an agent to move, carry and interact.

MOVEMENT + CARRYING

08  Build a Diagram / Process

Connect allowed nodes into a readable process.

NODES + CONNECTIONS

Sources: SCREEN 09; [S1] Al Tasks; [S2] Al task modes, zones, agents and evaluation; [S8] Al checkpoint.

ARC GAMING / VISUAL GUIDE

CONTENTS

03 / LEARNING & LOGIC

03  Arrange / Organize Objects

Move permitted objects into named destinations.

OBJECT ARRANGEMENT

06 Debug / Repair a System

Repair a configuration, test it and improve it.

REPAIR + RETEST

09 Create = Test = Improve

Design a solution and revise it after a failed test.

ITERATIVE DESIGN

15
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Two Al roles: guide the learner, change the world.

ARC documents two distinct Al roles: helping the learner and performing bounded world tasks.

HELP THE LEARNER CONTROL ALLOWED WORLD CHANGES

Al guide / in-room help Al world task / permitted actions

Configure a persona, tone, greeting and object hints. The guide can use Choose the objects, states, zones and actions the task may use. The provider

live room, inventory and terminal context to help a learner who is stuck. proposes structured commands; the runtime checks the whole batch before
applying it.

This is a help conversation. It is not automatically authorized to rebuild
the room or complete a task. Construction, agents, resources and design tests feed explicit success criteria.

Learner request Allowed commands Safety preflight Visible world result

Organization = Al & Models controls the provider credential, approved Al world-task usage records exclude prompt and response prose. That is not a
models, quotas, token and timeout bounds, enable switch and connection test. claim that no text reaches a provider: the guide can send bounded learner code
Credentials do not travel in game packages. and error context. Real-provider quality still needs qualification.

Sources: [S1] Al Tasks and provider setup; [S4] Al guide and Al task lifecycle; [S6] Configuration and privacy; [S8] Qualification limits.

ARC GAMING / VISUAL GUIDE CONTENTS



"" GAMING / STUDIO VISUAL GUIDE
SYEArC 4

Actions: turn player intent into a reaction.

Manage input controls and reusable sequences without writing the game engine.
Actions and controls

UEMAVIGR WORKSMOP - BLAYER EXPERIEHOE RECOMMEMDED MEXT STEP

Turn player intent into game reactions. o1

Mag clear controls, buile , and reuse them thraughaut your roams, cading tasks, and visual flaws.

.__ Start with one clear player input

Dashboard

Layout editer

Missions CURRENT SESSION 1an control - 0 ras
Man the ey first, then cannect a reusable recipe when the cutcome needs
several steps.

Caoding tasks

m F——

Al tasks

Asset library

Items

pEoJEET | The Hawkins Gate Protocol - Stran ~ Sarvad i brawsar - Syne raquirad Sync 1o Are Import Full backup » Playtest Are Crastor - Sigm oul

Game parts

uuuuuuuuuuuuuuu USABLE REGIP RECIPE STERS neEe: a
Players
Live groups LIVE PLAYER FROFILE

Control coverage Test controls

Teaching setup

Actions
OPENING INSTRUCTIONS

KEVEOARD MABFING 4 controls shown to players
Mo key conflicts

HEVBOARD

Astion flows

wea || o t
Mo Ui nuscky sbiucts
S FHOME AND TABLET
Touch ready
[r— . 2 cxmborn ki A t spnce
Issues & readiness
Tpaninwnt tory Jump

Aelease Center

Control coverage is visible in the supplied screen; action and recipe editors are described in the handbook.

SCREEN 10 - game_actions.png | [S1] Actions; [S2] Actions and inputs; [S4] Controls

ARC GAMING / VISUAL GUIDE CONTENTS

Map clear controls

Create an input action for a keyboard key and
its behavior. The coverage section shows the
movement, interaction, inventory and custom
controls players receive.

Build reusable recipes

A recipe is an ordered sequence of configured
actions. Reuse it from an input, task outcome or
flow instead of recreating the same reaction.

Check control coverage

Conflicting keys are rejected. The current
runtime documents touch routes for supported
actions; the actual learner device still needs
testing.

The pictured game has one enabled control
and no recipes. That describes this game’s
setup—not a missing recipe feature.
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Action flows: connect events to consequences.

A visual graph expresses when something happens, what condition matters and what the game should do.

PROJECT | The Hawkins Date Pratocol - Stran v Sawudt in bramsar - Syrc raquirad Import Are Cruator - $ig...

backup Playtest

sye w0 Trigger

Visual action flows

Start from an event: a room begins, an item is
used, a task succeeds or a state changes. The
Visual action flows pictured flow starts with use of the Spare Fuse.

Dashboard

Layout editor

rinecting the events that start a flow, the conditions that & a route, and the
uperlence.

S Fuse powers the signal desk
e This graph has a valid structure. Continue refining the paths or

Condition and action

i oy . .
T Conditions select a route. Actions change the

world: consume an item, power a device,
o update an objective, reveal a reward or open a

Low svstems wones counecTions ensnLen route
Game parts .

22 151 129 22

Caoding tasks

Al tasks

Assat library

Manage the graph

TRIGGER - DECIDE - RESPOND

Live groups

Visual logic workspace auTa-savEn

ot e st o e o oot e Set room scope, priority and run-once behavior.
Connect nodes by ports or labeled outputs,
then validate references and test the intended

Teaching setup

Actions Trigger Condition Action
o rireee | @] (@) S = @ ..

Action flows

N o [+ | Flow satings branch.

Puska pawrurs tha signal dusk

Playtest Center [' 3o -1 i o Flow name

g S gt aseatas ... Fuse powers tha sigral dusk

o
issues & readinass .
Suscriptian

o Sheos Pragment sctivatus
Aslsase Center .

Drawn branches execute in sequence, not

S . % simultaneously. A valid graph still needs a
‘ e S v real playthrough.
. Insart the Signel Fragment o —

SCREEN 11 - actions_flow.png | [S1] Flows; [S4] Flow engine; [S2] Library reference

ARC GAMING / VISUAL GUIDE CONTENTS
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Design the whole loop—not only the answer.

[llustrative authoring pattern using the documented inventory, states, task outcomes and flow system.

01 02 03

Explore & collect Use on a device Activate the task

Place a collectible item on a reachable route. Match inventory use to the exact socket or Switch the device on and enable the console.
control.

ITEMS + LAYOUT ACTION FLOW ITEM STATE + ACTION

04 05 06

Solve & react Recover the reward Open the next route

Evaluate the answer and show a visible Reveal an item, then let the learner collect it. Author the door unlock and next-room
response. destination.

CODING / Al TASK OUTCOME + INVENTORY FLOW + EXIT

THE CREATOR CHOOSES THE PROGRESSION

A correct code value does not automatically grant a physical reward or unlock the next door. Those consequences must be connected to the task, object states or a flow.

Sources: [S1] Coding Tasks, item states, Actions and Flows; [S4] Inventory, Python feedback, doors and completion. Diagram is illustrative.

ARC GAMING / VISUAL GUIDE CONTENTS 19
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Game settings: define the shared experience.

Manage the game’s rooms, beginning, controls, presentation and learner-facing screens.

f.“'.";'“fe.m“?.s » sRosEer | The Hawking Gate Protaced - Stran; o Sarwnd in brawsar - Syne raguived 5""?“ Impert baF::Lp :lwmt Are Greanor . Sign _
Asset library
The Hawkins Gate Protocol - Stranger Things 8
The Gate Fragment Compiler
room, including players, movement, visual alre-:tl-:n. sound, In-fent-:r)- and Seven recovered fragments surrcund the gate. Insert every

fragment, then repair the five remaining compiler bugs
Players

Live groups

Teaching setup

Astions

Astion flows
rOOMSE VISUAL THEME PLAYER CHOICE PUBLIC ARCADE

8 Flicker Basement Flexible Listed
Playtest Center

Issues & readiness
ROOM CROER AND ENTAY POINT

Rooms in this game

Release Center

el -~ |

Learners & insights

1 The Four Signal Machines

e e [ | x g | TheCamtsinment Spmbol Printee starthers || & || %
Game settings

3 The dentty Scamer crthers || & || = 4 TheHawkins Sorting Chamber ctartharn || & || %
Buitt-in updates . : .
Backups & files

§ | The Upside Down orid Sensrator srarthera || % || x g Crostues Number Analysis ctarthars || % || x
Organization
Are Raadusy 7 | The Syncheanized Memary Tapes starthern || % || x g | ThoGate Fragment Complier starthars || w || x

My acgount

SCREEN 12 - game_settings.png | [S1] Settings; [S2] Global game settings; [S7] Room duplication
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Rooms and entry point

Add, edit, duplicate or remove rooms. Start
here selects the room a new learner run begins
in; editing a later room does not change the
beginning.

Game-wide choices

Set player choice, inventory, touch behavior
and presentation. Rooms can inherit visual
settings or use their own overrides.

Public-facing identity

Configure the game card and arcade listing,
then the opening and completion experience.
Listing and private lesson access are different
delivery choices.

Duplicating a room is not a complete
behavior clone. Recheck flow targets,
bindings and exits before treating it as
independent.
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Style, sound and story—from start to finish.

The documented Settings editors control how the authored game feels, not just which room opens first.

LOOK

Visual direction

Choose a theme, projection and atmosphere.
Tune horizon, near/far scale, shadows, glow
and motion. Rooms may inherit the game
direction or override it.

STORY

Opening and completion

Set titles, messages, labels and optional image

or video. The full-game ending is separate from

each room’s mission messages.

ARC GAMING / VISUAL GUIDE

SPACE

Scale and floor alighment

Calibrate the reference player height. Relative
object sizing and player depth scaling help
furniture, characters and perspective work
together.

CONTROL

Keyboard and touch

Configure interaction, inventory, movement
scheme and portrait handling. The runtime
supports up to three touch-exposed authored
input actions.

Sources: [S1] Settings and editor previews; [S2] Visual direction, game sounds, opening and completion screens; [S4] Controls and screens.

CONTENTS

SOUND

Music and response sounds

Use background music with room overrides,
plus sounds for interaction, collection, item
use, doors, reveals and task results.

DELIVERY

Player-safe navigation

Launched learner sessions use contextual
return or end-session actions. Creator-preview
navigation is not a promise about classroom
exit buttons.
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Issues & Readiness: separate facts from confidence.

A clean configuration, a synced draft and a tested learner journey are not the same result.

] - _ Automatic checks

lssues&Readiness ST A | Py | —— MEO pory | R R e

Review structural or provider blockers and
warnings. Filter the result list and follow repair
links to the relevant editor area.

Dashboard

READIMESS DESH | CURMEMT BROWSER DRAFT L]

Know exactly what stands between thisdraftand  [EEEE—_—_G_G—"
release.

Layout editor

Missians Document checks are clear
The document is structurally ready. A learner-path playtest is stil

rates aul ks from learner-path evidence, ¥ warning has a clear meaning and requined. Evid ence cha i n

air has a direct

{} coding tasks

e orameot Srme ] Read document checks, server-draft state,
T N Recheck draft . .
human playtest and live-release evidence
TR separately. An existing release does not
BLOCKING 155UTS (] WARRINGS (] WUNAM PLATTEST (] LEARNER RELEASE . q

o o Not recorded Live releass exists validate changed browser work.
Players .
_ Know what is not proven

o :\::t::;;c document results WO STRUCTHRAL 155UTS ;:I:;;;“t;\;idenoe . .
Tasching satup y blocher and warrin reuenad by e actha document valdtor T —— The screenshot is structurally clear while
Aetons playtest evidence is not recorded for this draft.

Reviewer approval is shown as unavailable.

i ARTOMATIC VALIDATION
e Mo structural blockers or warnings
‘Start guided playtest

Issues & reaginess

RAelease Center

Use Recheck after a repair, then test. A
validator cannot judge whether a clue is
clear or the whole route is enjoyable.

SCREEN 13 - issues_and_rediness.png | [S1] Issues & Readiness; [S3] Readiness; [S7] Preview limits
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Playtest Center: test the learner journey.

Run the actual player, observe what happened and record the human checks automation cannot make.

VETESTLAS | CHAMOE:AWARE EVIDENCE L]

Test the leamer joumey, not just the screen.

tarting point, observe real runtime evidence, and Ready to test

Al Fun The Hawkins Gate Protocol - Stranger Things fro

record the human ch it see. Autamatic checks are clear. Start a guided learner run.

}  Coding tasks
Al tasks
Asset library

Items

= Gameparts

° premignt 5:  Mun gy Review
Players
Live groups.
AUTONATIC GATE RETEST 00k
. o1 Preflight aray To Aum What changed
Teaching setup N . ,
“Packs AT CaN COMEHGLS L4TGNG & BArEr 0peNs Thd game. What cranged since the Iast il pags and
Actions
DACUMENT STRUETURE o Tasas EviBEucE scaRe
Astion flows P Passed WP nNotused Arc revislon 68 - unsynced

changes

Playtest Center

lssues & readiness. RELEASE CONFIDENOE
BEVICE FROOF Publish evidence
Viewport simulation What this gama can Rorastly

Learners & insights

Languages

Game settings

. OUIDIE RUNTINE
¢ Built-in updates - .

SCREEN 14 - play_test_center.png | [S1] Playtest Center; [S4] Test recording; source difference: p38
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Playtest Center sync 1o Full .
" “The Hawkins 0. P ol = 5 1 w Sarend in brawser - Syne regsine re Grater - Sign
st I8 MAkCt e dsparIES M LD SVRIANSE SpANitE WEm AU reser @ Hambias Qs Pratacsl - Stan i s ree Arc Import backup e Gt Sl

Preflight

Inspect the draft and choose a starting point or
viewport. The captured screen identifies
changes affecting all eight rooms and requests
a full run.

Run and review

A full-path test starts from the configured
beginning. After completion, the documented
review covers controls, objective clarity, task
applicability and completion feedback.

Retest changed work

A room-only run is useful targeted evidence,
not proof of the complete route. Selected-room
tests can supply earlier collectible items for
creator testing.

Viewport simulation is not a physical-device
test. The sources disagree on record
sharing; see the edition notes on page 38.
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Release Center: keep drafts and live games separate.

Publishing creates a fixed learner version; later editing does not rewrite that release.

Rmms.“‘::‘!“mr puetivas i usabis leumes reladsas, | The Huwrklns Guta Fruissd- Bian| W Sarved In irawesar - Syn ragsirad SYnC to Are Import Full backup Are Crantor - Siga aut ReVieW the Ca ndidate
Check the synced server draft, document
o checks and learner-path evidence before
- The Hawkins Gate Protocol - Stranger Things R e release. This captured candidate still needs sync
Draft revision 68 Is open in this browser. w are immutable snapshats; later edits never aiter them. e S an d ren eWed testi ng
} Coding tasks
Operate the live release

Asset ibrary

Open a real test-learner launch, pause new

e launches, or review learner use. Pausing new
o Lverelease entry preserves existing saved progress and
s active work.

p— 0 5 ]
Needs syne Sync naw o
T Understand version impact
Teaching setup
~— Q.. e - History keeps fixed releases. Reactivating an
- J— " earlier release does not rewrite progress or
Hot passed ‘Open Playtest Center

automatically move assignments from their
pinned release.

LEARMER ACOESS

Distribution now

Release Center B Draft versus live version 10 Third-party lassons

Ogan 4

Learmers & insights . " .
8 n € 1 22 Creator [earmer test . °
B s ok e o e e S The screen shows manual publication
s pmepar confirmation; the audit describes a stricter
playtest gate. Confirm the deployment

Built-in updates Schaduledpublishing e

policy before release.

* Gulded playtast

SCREEN 15 - release_center.png | [S1] Dashboard and publication; [S3] Releases; source difference: p38
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Backups & files: keep a way back.

Create recovery points before major changes and review exactly what the package contains.

Syne to Full -
PROJECT The Hawkins Gate Protoesd - Stran; Saved in browser - Sync reguired
W opnc rag Import wekup Playtest

Backups & files
P Are

OAME SAFETY CENTER

The Hawkins Gate Protocol - Stranger Things

ore @ major edit, return to an earfier varsion, or pull selected updates without lesing

Game protected

Teaching setup

Astions

Astion flows

Playtest Center RECOMMENDED PROTECTION A BIMPLE SAFETY ROUTINE
Create a safe point Make bold changes w ray
Issues & readiness Capture the entire game 3= i is row. Arc keeps buikding it evan if you laave this page back.
Release Center 1 Create a safe point
Makio & full Dackup bafore
8 6 55 9 22 616
Learners & insights . —e amani T Actian Tl Madka

Languages 5| Festore only if needed
@ Evervihing nesdud to reapen the game s included R 4 5

wary media fla traval AFE £ruat0s oo MOre chackpoind irst, S0 0ven 3 reston c
b

Built-in updates Customize this backup

Backups & files

Grganization

YOUR REGOVERY POINTS
Backup history

ewest first. Dawnload impartant milestanes before their 30-day Are storage expines

10

Arc Academy naCKURS

My scoount

Behind the scanes

Unda that ir

Test runiog

Developer docs
1jo8j2026, 22:67:23

Unda that import

SCREEN 16 - backups.png | [S1] Backups; [S5] Package profiles; [S7] Portability
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Are Graatee - Sign _.

Create a full backup

A bound game is backed up by the server, so
the job can continue after leaving the page. The
screen shows the latest safe point and
background activity.

Protect and restore

Backup history offers download and restore.
Destructive restore or import workflows create
a recovery point so the change can be undone.

Choose the right package

Full backups can carry content, used media,
translations and retained versions.
Configuration-only and portable profiles have
different media dependencies.

The pictured page states a 30-day Arc
availability window. Download important
milestones rather than treating that window
as permanent storage.
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Move a whole game—or only the parts you need.

Import analysis is a review step. It is separate from applying changes to a draft.

Create a new game Replace a current draft Merge selected domains

Bring the package into a separate, unpublished Replace selected game content through the Choose areas such as layouts, items, assets,
game. New identifiers are reconciled with destructive-import workflow, with a recovery players, coding tasks, Al tasks, actions or flows.
imported references. point before the change. Review the dependencies brought along.

Select package Analyze contents Review dependencies Confirm changes Recheck & playtest

Al task definitions and allowed world behavior are part of package 2.1. The Read media-completeness warnings and selective-merge decisions. Instructor
receiving organization must configure its own provider and approved model. No solutions can be present in creator backups, so treat these packages as creator
Al provider secret belongs in the game ZIP. material.

Sources: [S1] Backups & import; [S5] Package format and import; [S7] Portability; [S2] Game package format.
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Built-in Updates: improve a starter without starting over.

This is built-in game-template maintenance—not a general server-software updater.

Game parts

Players

Live groups

Taaching setup

Astions

Astion flows

Playtest Center

ssues & readiness

Aelzase Center

Learners & insights

Languages

Game settings

Buitt-in updates

Backups & files

Qrganization

The attachment is named server_updates.png; the actual workspace title is Built-in Updates.

Built-in Updates

Your browser has edits me s

OFFICIAL ARC TEMPLATE MAINTENANCE

Hawkins Gate Protocol

its fram the bullt-In game while keeping the raams, visuals, media, players, and custom work you choase

Sync your ¢ draft first

ed yet. Sync them befone reviewing  built-in update sa nathing can be cverwritten accidentally.

Return to Dashboard

SCREEN 17 - server_updates.png | [S1] Settings: Built-in updates; SCREEN 01 sync preview

ARC GAMING / VISUAL GUIDE

PROJECT | ThE HIWKINS Date Protecol - Stran v Sawesin Brawaes - Sync raquire

Choose what to update

Pull improvements from the built-in game while
preserving the areas you choose to keep, such
as rooms, media and custom visuals.

Review before applying

The workflow shows Choose areas, Review
changes, Apply safely and Complete. The
documented update uses the package importer
and a recovery point.

Resolve the save state first

The captured screen stops at Sync your current
draft first. Later merge controls and the
completed result are not shown in this
screenshot.

The Dashboard preview distinguishes areas
that will update from areas that will keep
the current game’s work.
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Teaching setup: choose how learners enter.

Organize classes, lessons and assignments, then connect them to the appropriate launch route.

w3 A simple link-based activity

Are Crastor - Sig...
Arc Import 0

peosccT | The Hawkins Gate Protacal - Stran . PR —
v “ backup Playtest

Teaching setup

The page directs creators who only need
learner links toward Live groups and temporary

Dashboard TEACHING WORKSPACE RECOMMEMDED MEXT STEP
: Tum a published game into a clear learner joumey. oK private links. Creating a class does not create a
S ans, asslgnments, and optional school-platform connections without needing to understand Teaching setupis ready pu blIC ClaSS page‘

¥our teaching records are organized. Manage assignments below ar
caen Live Groups far private leamer links.

A connected school platform
P

ding tazks

Al tasks

Choose how learners enter Create learner links

PR A school portal can request a secure learner

— launch through a backend integration. This
LLLLLL . route requires developer setup; it is not just an
3_ 4 ) 1 embed pasted anywhere.

Phayers |

e @ How will learners open the game? TeaChIng records and pOIICy

'llmlll!] satup Chaoda the senience that best describes your situation. The tee 5 are differant and oo ROt requine the same setup.

Manage classes, rosters, lessons and

_ assignments. Each assignment uses an exact
. lonly need to give learners a link My school has its own portal or learning platform pub”Shed release and can set time, attempt and
R R eroup policies.
i [ jive the doveloper?

=
Create temporary learner links Open developer setup
Release Center

Learners & insights

Raiguartant:  Criiling o €lad, Ladkbors, o gk s i ity vt o el I & et plabiar i i sk ik bt Mo f ki A class, Iesson or assign ment IS not
automatically a reusable share link. The
supplied screen makes that distinction
explicit.

Languages

SCREEN 18 - teaching_setup.png | [S1] Teaching setup; [S3] Teaching workflow; [S9] Launch context
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Support the learner without erasing the history.

Documented assignment and participant tools extend the teaching overview shown on the previous page.

ASSIGN GROUP SUPPORT

Set the learning context Place learners deliberately Handle an individual exception

Choose the published release, optional class Fixed groups need an explicit placement Grant extra attempts or a later existing

and lesson, availability window, attempt before launch. Dynamic entry can place deadline. Remove an exception to return to

allowance and play mode. learners in the least-filled configured eligible base policy. Reset the latest eligible attempt
group. without deleting its history.

Fixed and dynamic group modes require a class
roster. Moves preserve earlier evidence but revoke
access to the old group context.

WHAT THE ATTEMPT HISTORY EXPLAINS

. .. ) PRIVACY BOUNDARY
Recorded context. Attempt number, status, times, progress revision, group, checkpoint and

resume counts, and reasoned lifecycle operations. The educator history is bounded metadata—not a V|eYver
for learner source code, full saved world state or session

. .. . . . . tokens. It is not a checkpoint-restore interface.
Launch behavior. Eligible unfinished work can resume. A new attempt remains subject to

the assignment’s policy. An ordinary wrong code result is not automatically a failed mission.

Sources: [S1] Teaching setup; [S3] Learner workflow; [S9] Assignment, placement and attempt lifecycle; [S7] Administration limits.

ARC GAMING / VISUAL GUIDE CONTENTS 29
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Live groups: facilitate an activity in progress.

Create a release-pinned session, issue learner access and manage participation.

Syne 1o Funl [

Live groups souEcT | The Hawkins Gate Pratocol - Stran e Savesin Bremaue - Syne riquisd e

backup Playtest

:::::::::::::::::::

LIVE LEARNING ROOMS

Bring every leamer into the same experience. o

p from a published game, share learner links, and manage participation without exposing

Dashboard

Layout editor

Choose a published game

Croate anamed graup bekow, then generate a private link for sach

Missions

CURRENT ACTWITY | { opan groues and 0 laamars connectad now |earner who shauld jain.

Create a llve group Open teaching setup STart group setup

ding tashs

Al tasks

Asset library

Items.
From published game to learner link
L Follow thasa four steps. & ) REARY WHER YU A5
puBLiSH cneare it raciiTaTE
L 1 game ready Hama the live group Create a private link View learners lve
€ Live groups
Teaching setup
Axtions L Link validity iz saily the joining windaw I e

¢ Action flows

® LIVE SESSI0N CONTROL

Run the room with confidence

Playtest Center

Issues & readiness

OPEM GROUPS COMNECTED NOW EMDED GROUPS

0 0 0

Aelease Center

Learners & inzights

T Languages

SCREEN 19 - live_groups.png | [S1] Groups; [S9] Realtime multiplayer; source difference: p38
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Import Are Crustor - Sig...

Start from a published game

Name a group, choose its mode and capacity,
and use the configured fixed game version. The
screenshot shows the setup state with no open
groups.

Private learner links

Create a link for an individual learner. Link
validity controls the first joining window—not
the length of play after joining.

Facilitator controls

The documented management view supports
pause, resume, end and participant removal,
with reasons and retained operational history.

This is not full shared-world replication.
Ordinary avatar movement, items and
mission actions are not documented as
synchronized across players.
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Learners & Insights: see progress in context.

Confirmed attempts and observed play signals answer different questions.

() ArcStudic
£OUCATIORAL GANE B

Dashboard

Layout sditor

Missions

{} Coding tasks

Al tasks

Asset ibrary

Items

Game parts

Players

Live groups

Tuaching setup

Actions

Astion flows

Playtest Center

Issues & readiness

§  Learners & insights

Languages

Game settings

Buitt-in updates

* Gulded playtost

Learners & Insights

LEARNER EVIDENCE WORKSPACE

EVIDENCE SCOPE

FROJEOT

Lant J0duys

Choose what you want to understand

sanE

The Hawkins Gate Pratocol - Strangar Th W

ACTIVE EvIBENCE SO
All game launches

CONFIRMED LEARNERS

7

INTERACTIONS

319
Learner evidence

Learner

The Hawiins Gate Protecsl - Stran v

TEACHING SCORT

Al aunches Tor this game v

ATTEMPTS

12

MOVEMENT SEQMENTS

178

91 completed

SCREEN 20 - player_insights_and_stats.png | [S1] Insights; [S9] Telemetry and analytics
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0ROUR SODPE

Impart

ouestians,

THAL WINDOW

Last 30 days

OBSERVED PARTICIPANTS

12

OTHER KEY PRESSES

78

CONTENTS

Full
backup

HOW 7O READ THIS PAGE

ard interaction are suppoeting sinals

CURRENT SCOPE
All game Liunches

Start with confirmed progress

Attempts and completion are authari

MpvEmEn:, prasimity,
Ip you ask better

LAST 30 BAYS

ENPOAT CURRENT EVIDINCE

v

REVIEW SUBGESTED

Downdoad learner CEV

2702026, 12:46-46

Choose the evidence scope

Filter by game, assignment, exact assignment
group and time window. Exported learner CSV
follows the currently loaded scope.

Start with confirmed progress

Review learners, attempts and completion or
failure status. Keep these records distinct from
interactions, movement and other observed
activity.

Use signals to guide review

The documented page includes learner
evidence, room exploration, element exposure
and aggregate movement maps. Signals help
identify what to inspect or discuss.

Interaction counts and movement are not
grades or proof of understanding. The
pictured totals are captured example data,
not live analytics.
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Languages: separate availability from translation.

Enable a language, add it to the game and prepare the wording that will ship.

Lnguagesatnsation s v —— TR | Platform language directory
The administration area defines language code,

A — LocALIZATION WoRKSPREE . NI womkrLow names, reading direction and fallback.

e Make every learmer feel at home. A Availability at platform level is distinct from a

— Manage the languages available across Arc, then decide exactly which approve anslations will ship with each game. = platfm to publish ga m e u S i n g th at |a n gu a ge X
] Coding tasks ) = translatons. . : B

et~ @ e Game-specific text

Asset library ° Add 1 12 &g,

Creators enable the game’s target languages

. 0 and edit its keyed translations. Publication
captures the corresponding version’s language
bundle.

Players

1 1 0 . .

et i g T e Review the learner experience
Teaching satup
setons The screenshot’s workflow says to approve the
| e e e AT o e et st e e text. This does not establish a complete
multi-person translation or
Add another language . .
T e T T I T e T T T reviewer-assignment system.
— |
Hebrew Ny Lefttoright %  No backup language v Add language
el = st st i An unfinished form is not a recommended
comeseines [ sencomscnen e locale configuration. Check direction and
o - on fallback before publishing a right-to-left
language.

* Gulsed playtast

SCREEN 21 - language.png | [S1] Languages; [S2] Localization; [S9] Version bundles
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Organization: control defaults and team access.

Owner-level settings govern the organization rather than one room or game.

syneta Full >

rPROJTCT Are Import backup

The Hawiing Gate Protocsl - Stran W Saved bn bevunn: - Sync requind

Organization

e L OROANIZATION WORKSPACE ey

Arc Local Development 2

Playars our school relies on and control who can create games, facilitat 5, review wark, or manage the

Ownership is covered

Mara than ane act

awmer can safely manage crganization

Live groups

defaults and >

Teaching setup

Revlew school detaults Manage team access

Astions

Agtion flows

AGTIVE TEAM MEMBERS ORGANIZATION OWNERS DEFAULT LANGUAGE

[IR——— 3 2 English
Issues & readiness .
Release Center
SEHOOL-WIDE CONFIGURATION
Learners & insights School and organization defaults REvIsIaN 1
Languages
ame ssttings Organization nams PR— [ r——
Arc Local Development English - English w urc w
Built-in updates
Backups & files
Russon for this chings
Organization
For example: School-wide locale update
Arc Academy
A
[ p—
Testrun log
Developer docs
PROTECTED DRCANIZATION CONFIGURATION
Al & Models ot rEsT
* Oulded playtest
SCREEN 22 - organization_conf.png | [S1] Organization and Al setup; [S6] Configuration
ARC GAMING / VISUAL GUIDE CONTENTS

Shared defaults

Manage the organization name, default active
language and time zone. Changes carry a
revision and a human reason.

Existing staff access

Owners can manage already-provisioned staff
names, roles and active or suspended status.
Safeguards protect the last active owner and
prevent self-suspension.

Al & Models

The page includes protected provider
configuration. The runbook documents masked
credentials, approved models, quotas,
enablement and a connection test.

This is not a staff invitation system. Identity
creation and invitation acceptance are not
implemented in the supplied audit.
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Arc Academy: inspect the school-platform connection.

The supplied page separates the game-launch secret from access to the Arc Portal directory.

Arc Academy

Arc Portal - Gaming Center games

crat Arc P

Saved client secret
Gaming Center has a saved secret

Live groups cenfirm the sivad sl thsidin cmally match, look for “Concucsd” onthe dre | | sasssasaases
Teaching setup

Actions
‘Gaming Center - Arc Portal directory
Action flows Live authanticated chack of aach Arc Portal d

Playtest Center

issues & readiness
e Local AB KDY MISENG Froduction APIREY MESSING

.......................

Learners & insights

http:ffhost.dockerinternal: 8080 https:fjarcacademy.co

Languages Diruetary AP key Dirstary AP1 key

Paste the key from Arc Portal Admin Paste the key from Arc Portal Admin

Gam o

Buitt-in updates

Backups & filas

Grganization

Arc Acadeny

My account
Behind the scenes
Test run ing Daveisgmant % aliachosts W A e

156 learner(s) match this filter.

Doveloper decs

SCREEN 23 - arc_school_system_connection.png | SCREEN evidence only; dedicated contract not supplied
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PRoJEeT | The Hawking GateProtoced - Stran v Swvad in brcarmar - Sync raguined
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The top section shows a saved, masked client
secret used by Arc Portal to open games. A
saved secret alone is not proof that both
systems agree.

Gaming Center = Portal

Separate Local, Production and Development
cards show directory connection status, portal
URL and key controls. The captured
Development check is connected.

School-oriented scope

The visible filter selects environment, school,
class and period. The page explicitly limits this
area to Arc Academy learners, excluding arcade
players.

This overview follows the visible screenshot
only. The supplied Markdown does not
define this page’s full backend or reporting
contract.
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Developer docs: a reference that travels with the product.

Inspect the game document or give an integrator the two files needed to construct an Arc package.
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SCREEN 24 - developer_docs.png | [S1] Developer page; [S2] Library reference; [S5] Import Guide
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Read the current document

Copy or download the normalized game JSON
and inspect the schema. JSON describes
content; it is not a media-complete backup.

Explore the libraries

The pictured reference lists schema sections,
triggers, conditions, actions, element kinds, task
templates, sounds and visual themes.

Share both documents

The Developer Handbook explains what goes
inside a game. The Game Import Guide explains
packaging, media, hashes and import checks.
They solve different halves of the handoff.

The supplied reference shows schema 11
and 39 actions, 28 triggers and 18
conditions. Older narrative counts in the
docs differ.
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Supporting tools beyond the creator workspaces.

Additional entries are visible in navigation; the supplied documents define the local operator tools.

Learmers & insights

Lamguages

Game settimgs

Buili-in updates

Basckups & files

Organd zation

Aurc Academy

My sooount

Behind the scenes

Test rum log

Developer docs

DOCUMENTED / LOCAL ONLY

Behind the scenes

An owner-only, explicitly enabled local-workstation
page explains the backing services in plain language.
The documentation describes reachability checks and a
request console for labeled APl questions.

This is an operator aid, not a learner workspace or a
general public administration console.

DOCUMENTED / LOCAL ONLY

Test run log

The documented local acceptance log records each
automated run’s result, duration and temporary games,
including cleanup or archival outcomes.

It explains automated acceptance activity. It is separate
from a creator’s learner-path Playtest Center run.

My account is visible in the screenshots, but no full page or detailed behavior contract was supplied. This guide does not invent

account-profile, password, MFA or recovery controls.

SUPPLIED NAVIGATION DETAIL

Sources: navigation in SCREENS 16, 22-24; [S3] Product surfaces; [S8] Behind the scenes; [S10] Entry ownership.

ARC GAMING / VISUAL GUIDE CONTENTS
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A guided tour without sharing a login.

Use these stops to explain the platform in a presentation or stakeholder review.

01 Start with the result

Show the room editor, then explain how a learner moves, interacts and changes the scene.

02 Show reusable learning

Compare a Python definition with its terminal placement; then introduce the Al wizard.

03 Make the connections visible

Use the flow screen and complete interaction loop to explain why the game is more than a quiz.

O 4 Show control over change

Explain save versus sync, testing versus validation, fixed releases, backups and template updates.

O 5 Close with teaching and evidence

Show how learners enter, how sessions are facilitated and how educators inspect progress.

This is a suggested presentation order, not an application workflow requirement. All page links refer to this guide.

ARC GAMING / VISUAL GUIDE CONTENTS

07 / DEMONSTRATION

05-06

12-16

17-19

20-27

28-34

37
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What this edition shows—and what it does not prove.

The screenshots and written audit are useful evidence, but they are not a single live deployment test.

READ THE SOURCES AT THEIR OWN LEVEL

Screenshots establish visible controls, labels and captured states. Documentation describes behavior and recorded verification. lllustrations explain how
capabilities connect; they are not additional product screens. No Studio login or fresh live test was used to make this guide.

Playtest record location The screenshot says records are kept on Arc and visible across signed-in computers. The audit says browser-local only. This guide does
not resolve storage or sharing without deployment evidence.

Publication approval The Release Center screenshot exposes manual confirmation that can allow publication without a full playtest. The audit describes an
exact-draft pass gate. A playtest is recommended here, not asserted as the only enforced route.

Learner-link validity The Live groups screen describes a chosen joining window; the written audit describes a 15-minute private link. This guide leaves the
duration unspecified and retains the distinction between joining and playing time.

Versions and snapshot counts The generated schema-11 reference and Al checkpoint report 39 actions, 28 triggers and 18 conditions; older chapters retain smaller
counts. Game, room, asset and learner totals in screens are project snapshots, not platform limits.

Qualification boundary: the supplied August 14 record reports local acceptance, including deterministic Al tests and emulated mobile journeys. It does not certify a live Al provider, physical devices,
production scale, security or accessibility.
Sources: SCREENS 14, 15, 19, 24; [S1] Playtest, publication and groups; [S2] Libraries; [S7] Limits; [S8] Verification.

ARC GAMING / VISUAL GUIDE CONTENTS 38
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Every supplied view has a place in this guide.

All 24 screenshots are included. Page numbers below link directly to their main treatment.

VIEW / ORIGINAL FILENAME PAGE

Dashboard
dashboard.png

Layout editor
layout_editor.png

Asset library
asset_lib.png

Items
items_lib.png

Game parts
game_parts_lib.png

Players
players_lib.png

Missions
game_missions.png

Coding Tasks
coding_tasks.png

Al task wizard
ai_tasks.png

Actions
game_actions.png

Action flows
actions_flow.png

Game settings
game_settings.png

Source asset: arc_studio_img.zip. Filenames are preserved below so the illustrated pages can be traced to the original capture.
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Issues & Readiness
issues_and_rediness.png

Playtest Center
play_test_center.png

Release Center
release_center.png

Backups & files
backups.png

Built-in Updates

server_updates.png

Teaching setup
teaching_setup.png

Live groups
live_groups.png

Learners & Insights
player_insights_and_stats.png

Languages
language.png

Organization
organization_conf.png

Arc Academy

arc_school_system_connection.png

Developer docs
developer_docs.png
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The reference behind the visual guide.

Product descriptions are grounded in the attached material; the guide does not add an independent implementation audit.

s1 STUDIO_BEHAVIOR.md s6 Al_WORLD_TASKS_RUNBOOK.md

Creator-page behavior, save model, editing, testing and release workflows. Owner provider configuration, bounded Al operation and usage privacy.
2 ARC_DEVELOPER_HANDBOOK.md s7 KNOWN_LIMITATIONS.md

Schema 11, library reference, task modes, configuration and embedded Behavioral boundaries, trust limits and unqualified capabilities.

documentation.

s3 CURRENT_STATE.md s8 VERIFICATION.md
Capability overview, product surfaces and creator/learner workflows. Recorded local acceptance and explicit qualification limits.

sa GAME_RUNTIME.md 9 ARCHITECTURE_AND_DATA.md
Gameplay, Python feedback, Al guide, progress, controls and world-task Assignment, attempt, release, analytics and session semantics.
behavior.

ss  GAME_IMPORT_GUIDE.md s10  FILE_INVENTORY.md

Package 2.1, media, import analysis, domain structure and portability. Page ownership and supporting local operator surfaces.

File identity. References use the documents’ own titles. For repeated attachments, the newly supplied (1) copies
are the working sources. README provides the documentation map. The Hawkins implementation brief is treated ‘ A '
as game-design context, not proof that every requested step shipped. DESIGN TH E ORLD'

MAKE LEARNING HAPPEN.

Visual identity. ARC'’s logo and navy, orange and light-page design continue the supplied Hawkins demo guide.

Screenshots are real captures; detail crops and numbered markers were added only for explanation. ARC GAMING STUDIO

Edition: September 2026. Written checkpoint: 14 August 2026, with retained older narrative. Screenshot dates vary. No credentials are included.
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