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Use cardboard tiles to control the main character, Scottie, as well as other 
characters and in-game objects. Throughout his journeys, the little alien will meet 
animal guides. In exchange for some help, the animal friends will give you one of 
the ten new parts needed to fix Scottie's spaceship and fly back home. You are 
going to face almost a hundred quests at varying levels of difficulty.

While playing you will discover how to use different coding techniques including 
parameters, loops, conditions, variables and functions. 

Scottie Go! Edu is an educational game which will let you:

• improve your analytical and logical thinking,
• learn to solve complex problems and work in groups,
• develop your algorithmic intuition,
• learn to use technology for purposes other than entertainment.

EDUCATION VERSION

It’s the year 2030. The spaceship of a friendly alien called Scottie breaks 
down and lands on our planet. Even though Scottie gets out unharmed, 

he won’t be able to fix the spaceship without your assistance. Help Scottie 
obtain replacement parts for his spaceship. Become an expert in algorithm 

design and discover the key concepts in coding.

DISCOVER THE WORLD OF CODING
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NOTE
To use the game you need to download an application!

The education edition of Scottie Go! requires using a mobile device such as a tablet 
with a rear view camera. The game can also be run on a 2 in1 device or a Windows PC 

with a USB webcam.

DOWNLOADING THE FREE SCOTTIE GO! EDU APP

Option 1

Open the Google Play/App Store application on your device. Next, enter the name 
of the game, "Scottie Go! Edu", in the search field and find the application icon in the 
search results. Select the Install/Download option. If necessary enter the password which 
will allow you to download the game.

Option 2

If you have a QR code scanner application installed, you only need to scan the code 
presented below. The system will automatically redirect you to the store where you can 
download the game. Then, click Install/Download. If necessary, enter the password which 
will allow you to download the game.

Option 3

If your device is running on Windows, version 7 or later, download the application for 
Windows at www.scottiego.com.

Download for
Windows
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RUN THE APP AND PICK A QUEST 

USE THE TILES TO WRITE THE CODE 

TAKE A PHOTO OF THE CODE  
WITH YOUR DEVICE'S CAMERA

WATCH SCOTTIE MOVE

CHECK THE RESULT. MOVE ON TO 
THE NEXT QUEST

GAME OVERVIEW
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1. 179 cardboard tiles for assembling 

2. Device (not included with purchase) 
with the Scottie Go! Edu application 
installed 

3. Game board

GAME REQUIREMENTS
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There are 179 cardboard coding tiles in total (functions, instructions, loops, etc.). Punch the 
tiles out carefully and group them by placing them in the right tray slots.

1. Game preparation

Tiles: BEGIN and END

Tiles: STEP (6 pieces), TURN TO THE RIGHT (4), TURN TO THE LEFT (4), 
PICK UP (4), PLACE (3), ACTIVATE (4), DRAW (2), JUMP (3), VARIABLE (3)

Tiles: IF (4 pieces), REPEAT (3), REPEAT WHILE (3), ELSE (2), ELSE IF (2), 
END IF / REPEAT (6), BREAK (3)

ORGANIZE THE CODING TILES
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The Scottie Go! Edu application is an essential element of the game. The application runs 
on devices with Windows, Android and iOS operating systems. Download the application 
for free from the corresponding store or at www.scottiego.com and then install it.

More information on how to download the application can be found on page 2 
of this manual.

The board included in the box is your work surface for CODING. Use it for arranging tiles 
and assembling codes. 

Tiles: ONE (5 pieces), TWO (4), THREE (3), FOUR (3), FIVE (2), SIX (2), SEVEN (2), 
EIGHT (2), NINE (2), ZERO (2)

Tiles: X (6 pieces), Y (4), EQUALS (3), MINUS (3), PLUS (2), HERE (3), 
IN FRONT (3), ON THE RIGHT (2), ON THE LEFT (2), BEHIND (2), FOREVER (3) 

Tiles: EMPTY (3 pieces), OBSTACLE (3), ELEVATED SQUARE (3), 
MARK - SQUARE (3), MARK - CROSS (3), COLLECTABLE OBJECT (3), 
ACTION SQUARE (3)
 
Tiles: SWITCH TO (SCOTTIE) (3 pieces), SWITCH TO (RED BEAVER) (3), 
SWITCH TO (YELLOW BEAVER) (3), SWITCH TO (BLUE BEAVER) (2)

Tiles: DEFINE FUNCTION (3 pieces), END FUNCTION (3), BREAK FUNCTION (3), 
CALL FUNCTION (5), A (5), B (5), C (5)

DOWNLOAD AND RUN THE APPLICATION

PREPARE THE BOARD
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Launch the application and create your own user profile. You can create an unlimited 
number of player accounts.

1. Press Select player on the start screen.

2. Create an account by pressing New Player. 

3. Each time you open the app, choose the player you want to play with.

4. User accounts can be deleted at any time by pressing "-”. Deleted accounts cannot be 
restored.
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USER PROFILE

2. Running the game for the first time
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1. Current module – this button will open your current module. The ring around the button 
shows your progress.

2. Completed module – the gold colour means that all quests in this module were 
completed correctly and the maximum number of stars was scored in each of them.         
You can access quests in a completed module and repeat them.

3. Completed module in which a better result can be achieved – the blue colour means 
that some of the quests in this module can be completed more efficiently and therefore be 
awarded more stars.

4. Locked modules – modules of the game which will be unlocked only after you have 
completed the quests in the previous modules.

5. Pop-up menu – where you can change a player, exit the game and change preferences.

6. Preview of Scottie's spaceship repair progress.
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SELECTING A MODULE

Scottie visits each continent around the world in search of replacement parts for his 
spaceship. Each of these continents features a range of quests to complete. Once you have 
completed the quests in the first module, the next one will be unlocked.
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INTRODUCTION TO THE MODULE

Select a module and you will meet an animal guide who will provide a replacement part for 
the spaceship in exchange for Scottie's help. The quests ahead include acquiring feathers 
in order to make an Indian plume, lighting up a lighthouse to warn against icebergs, 
collecting snails and many more. 

You will also gain access to information about the tiles necessary to complete all the quests 
given to Scottie. You can then move on and select a quest.
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SELECTING A QUEST

After selecting a module, you will see a mini-map with the quests. Once you have 
completed a quest, another, more difficult one, will be unlocked. You can return to the 
completed quests at any time and complete it again. 

1. Quests marked with blue colour – the quest that could be completed more efficiently.

2. Current quest – click on this button to begin a new quest.

3. Perfect-score quest – the gold colour means that the quest was completed correctly and 
awarded the maximum number of stars.

4. Locked quest – you will get access to this quest only after completing the previous one.
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TUTORIALS

To complete the quests you need some basic knowledge of programming and skillful use 
of the tiles. Whenever new tiles or objects appear in the module, a tutorial explaining their 
meaning will pop up. The tutorial will explain how to use loops, conditional statements, 
variables, and all the coding skills necessary to complete the game.

1. Tutorial screen.

2. Navigation buttons – buttons for navigating through tutorial screens. Once the tutorial is 
completed, the quest screen opens.

3. Close tutorial – you may leave your tutorial at any time. If you leave it by chance, you can 
return to it by clicking on the animal guide icon in the top right corner of the quest screen.
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TUTORIAL MANUAL

You can access all of the tutorials at any stage by clicking on the yellow book icon.  

The tutorials are listed in the order of the modules that they first occured in.

1. Choose a module you are most interested in.

2. Select a tutorial you wish to view.

3. Once you have read the tutorial, return to the previous screen.
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INTERFACE

On this screen you will see a problem Scottie needs to solve. Keeping in mind the 
objectives of the quest, use the cardboard tiles to code a solution to the problem. Code 
Scottie to jump, bypass an obstacle, pick up and activate the right objects.

1. Scottie – the main character you control in the game. 

2. Animal guide – the quest master who tells you what you need to do. Click on the icon to 
display a tutorial that will help you to complete the quest.

3. Toolbox – here you will see the objects you need to complete the quest.

4. Camera – click on this icon to scan the code you have assembled.

5. Saved functions information – introduced in later modules.

6. Pop-up menu – return to the module mini-map or access settings.

7. Tutorial Manual – anthology of all tutorials in the game. 

3. Quest screen
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SCANNING A PROGRAM

Once you have pressed the “Camera” button, you can scan the code you put together. In 
video mode, begin scanning your program from the BEGIN and move your device steadily 
down your code. 

Make sure that the only tiles in your camera's field of vision are the ones in your program. 
Scanning additional tiles by accident may influence Scottie's movements.

  

1. Press the green video camera button to stop scanning.

2. If the scanning was unsuccessful, press the "Repeat" button. 

3. Once you are happy with the scan, press the "Play" button. 
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PHOTO MODE

There are two scanning modes available: video mode (the default) and photo mode. You 
can opt to scan your program in photo mode by using the icons in the corner of the screen. 

While in photo mode, make sure that the only tiles in your camera's field of vision are 
the ones in your program. Scanning additional tiles by accident may influence Scottie's 
movements.

1. The tiles that were successfully scanned will be marked with a green tick.  

2. Press the green photo camera button to scan the tiles.

3. If the scan is not correct and does not agree to the code you have written, press the 
"Repeat" button. 

4. Once you are happy with the scan, press the "Play" button.
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4. Tiles

In order to help Scottie complete the quests, arrange the cardboard tiles to write a code. 
Each code should be assembled as follows:

1. Start every program with the BEGIN tile.

2. Place the action tiles, one by one, underneath the BEGIN tile.

3. End each program with the END tile. 

4. Some tiles require additional parameter tiles. For instance, with the STEP tile, you will 
need to add a digit tile specifying how many steps you would like the character to take. 
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EXAMPLES

EXAMPLE 1

Scottie has to step on a square with a cross. 
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EXAMPLE 2

Scottie has to pick the feather up.
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EXAMPLE 3

Scottie has to pick the feathers up. 
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STARS
You will be awarded stars for every completed quest. The shorter the code, the more stars 
you will receive.

Some quests will require you to use certain tiles in order to get more than one 
star, for instance the use of the REPEAT tile in later quests is needed. 
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Scottie Go! Edu allows you to create your own functions. In order to make a custom 
function, combine the tiles as shown in the picture below. As soon as the tiles are scanned, 
the application saves your function for future use. You will see a cog wheel appear on the 
left side of the screen. 

1. Start with a special DEFINE FUNCTION tile.

2. Use the parameter A, B or C tile to name your function.

3. Use the tiles to compose your custom function.

4. End the function with the END FUNCTION tile. 

USING CUSTOM FUNCTIONS

Once you have created your own function, you can use it at any time by placing the 
CALL FUNCTION tile together with the name for your custom function (the A, B or C tile) 
between the BEGIN and END tile.

5. Custom functions
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In order to complete the game you must help Scottie obtain all ten spare parts he needs  
to repair his spaceship. When you have completed all of the quests in a module, you will 
get one spare part. 

You can check how many replacement parts you have collected by pressing the button in 
the bottom-left-hand corner of the screen.

6. Aim of the game
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7. Glossary

INTERACTIVE IN-GAME ELEMENTS
There is a number of interactive elements to be found in the game. 

SQUARES THAT NEED TO BE VISITED

Squares marked with a cross are control points or bases. In order to complete a quest 
you need to walk through all the bases or stand on them. Remember that you do not 
have to stop on a base. After you visit a base, it will be marked with a green tick.

COLLECTABLE OBJECTS 

These squares contain objects that need to be picked up.

OBJECTS FOR LATER USE

Objects marked with a white outline can be picked up and then placed somewhere else. 
For instance, a log can be picked up and used as a footbridge to cross a river.
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OBJECTS TO ACTIVATE

Some objects need to be turned on or activated. When you stand on a square next to 
such an object, use the ACTIVATE tile. This will light up a lighthouse or turn on a lever. 
 

FLOES

You can use the JUMP tile to jump over this square easily. Scottie will bounce off the floe 
square and land on the next one.

BEAVER

Beavers are your allies and are ready to assist you whenever you need help. You may step 
on them to use them as a bridge or control them and use them as a boat. 

MARKS

Squares marked this way will help you orientate yourself. Your code may direct Scottie to 
perform the same actions at the same marks. 
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ACTION SQUARES

These are the squares indicating a place where an action associated with a quest is to be 
performed.

ELEVATED SQUARES

Scottie is able to overcome small elevations by jumping onto them. Coming down does 
not require jumping - a regular step is enough. 

OBSTACLES

Some objects on the map will prevent Scottie from accessing a square. The only solution 
is to move around them.
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LIST OF TILES

ACTION TILES

END - a tile ending each code.

BEGIN - a tile starting each code.

STEP - specify how many steps a character is to take.

TURN TO THE RIGHT - turn the character in the game 
to the right (90°).

TURN TO THE LEFT - turn the character in the game 
to the left  (90°).

JUMP - jump onto an elevated square or jump 
over some obstacles.

PICK UP - pick objects up from the square you are 
standing on.

PLACE - tell the character where to put objects from 
the backpack by adding one of the tiles such as 
HERE, IN FRONT, etc.

STEP

TURN TO
THE RIGHT

TURN TO 
THE LEFT

JUMP

PICK UP

PLACE
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IF - conditional statement. Requires, among others, 
the END IF / REPEAT tile.

ELSE IF - extend the IF conditional statement with 
an additional condition.

ELSE - extend the IF conditional statement.

ACTIVATE - turn on, turn off or activate various 
appliances in the game.

VARIABLE - name a variable (X or Y) and assign 
a value to it.

DRAW - activate/deactivate drawing mode.

REPEAT - repeat a fragment of a code multiple times. 
Requires stating the number of repetitions. Requires, 
amongst others, the END IF / REPEAT tile.

REPEAT WHILE - repeat a fragment of a code as long 
as a certain condition is fulfilled. Requires, amongst 
others, the END IF / REPEAT tile.

BREAK - step out of a loop or conditional statement.

LOOPS AND CONDITIONAL STATEMENTS

ACTIVATE

VARIABLE

DRAW

REPEAT

REPEAT

IF

ELSE IF

ELSE

BREAK
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END IF / REPEAT - end a repeat loop or conditional 
statement.

HERE - describe position relative to the character.

IN FRONT - describe position relative to the character.

ON THE RIGHT - describe position relative to 
the character.

BEHIND - describe position relative to the character.

ON THE LEFT - describe position relative to 
the character.

FOREVER - use in a loop to keep it running 
continuously.

Y - name of a variable.

X - name of a variable.

LOGIC

END
IF / REPEAT

HERE

IN FRONT

ON
THE RIGHT

BEHIND

ON
THE LEFT

FOREVER
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EQUALS - assign a value to a variable.

PLUS - add.

MINUS - change sign or subtract.

SWITCH TO (BLUE BEAVER) - switch to the chosen 
character on the screen.

SWITCH TO (YELLOW BEAVER) - switch to the chosen 
character on the screen.

SWITCH TO (SCOTTIE) - switch to the chosen character 
on the screen.

SWITCH TO (RED BEAVER) - switch to the chosen 
character on the screen.

CALL FUNCTION - run a function. Provide its name (A, B 
or C).

DEFINE FUNCTION - create a function and assign it 
a name (A, B or C).

SWITCHING CHARACTERS

FUNCTIONS

CALL
FUNCTION
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END FUNCTION - end a function.

BREAK FUNCTION - step out of a function.

A - name a function. 

B - name a function.

C - name a function.

OBSTACLE - use while creating conditional statements.

ELEVATED SQUARE - use while creating conditional 
statements.

OBJECTS ON THE SCREEN

MARK - CROSS  - use while creating conditional 
statements.

MARK - SQUARE - use while creating conditional 
statements.
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COLLECTABLE OBJECT - use while creating conditional 
statements.

ACTION SQUARE - use while creating conditional 
statements.

EMPTY SQUARE - use while creating conditional 
statements.

DIGITS

Digit tiles can be connected to create numbers. For instance, place two tiles with digit 
"1" next to each other to get number 11. You can also add or subtract numbers to get a 
different number. You need the PLUS or MINUS tiles to do so.

PUSTOEMPTY
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THIS GAME WAS PRODUCED BY BECREO TECHNOLOGIES SP. Z O. O.
The technological partner of the solution is Poznań Supercomputing and Networking Center (PSNC). 
Apple Store®, iPad®, iPad Air® and iPhone® are trademarks of Apple Inc., registered in the United States and/or other countries. App 
Store is a service mark of Apple Inc. Android™, Google Play™  is a trademark of Google Inc. Windows® is a trademark or registered 
trademark of Microsoft Corporation in the United States and/or other countries. 

SYSTEM REQUIREMENTS

MINIMUM REQUIREMENTS FOR Windows PC:
Windows 7/8/10 (32/64 bit), 2 GB RAM, dual-core 1.33GHz processor, USB webcam 2Mpix 
with autofocus.

MINIMUM REQUIREMENTS FOR iOS: 
iOS 8 or later, iPhone 5s or later, 4th generation iPad or later.

MINIMUM REQUIREMENTS FOR ANDROID:
Android 4.1.2 or later, dual-core 1.2 GHz processor, rear camera 2Mpix.

8. Additional information

Additional information and teaching materials are available at 
www.scottiego.com/education. The product key included in the box is required to gain 
access to the additional resources. The product key should be kept in a safe place. 

Scottie Go! Edu is being continuously developed. We recommend that you update the 
application regularly. If any update includes improvements in the game interface, the new 
user manual will be available to download at www.scottiego.com/education

While taking photos make sure that only the tiles that you want to use in the code are 
in the camera's field of vision. Scanning other tiles by mistake may influence Scottie's 
movements.

We do our best to make sure that no technical issues get in the way of your 
enjoyment of Scottie Go! Edu. However, if you have any questions or 

concerns please visit FAQ at www.scottiego.com/faq 
or write to us at: help@scottiego.com

https://facebook.com/ScottieCode

https://twitter.com/scottiecode

http://scottiego.com


