Family Feud w/ Fast Money Round

Congrats on getting a copy of Family Feud version 2 below is all you need to know to edit, save and run the game.

EDITING GAME FILES:

To edit the FastMoney.fla file, you’ll need a flash editor. This version was edited in Adobe Flash CS3.
Unless you’re confident in your coding abilities, the extent of editing should be limited to colors and fonts. 

Be advised that if you want to change the default font (digit_01), you’ll need to change all the fonts in each text field. The same rule applies for colors, except for the background.
For your convenience, the freeware digit_01 font has been included in the WinZip archive named “01_Digit.zip”. Use WinZip to extract the .ttf file and install it in your Windows/Fonts directory. Unless you add text fields, you should not need to install this font just to run the game.
The only values you may wish to edit are the total score and the times for answering questions.

Countdown times are assigned to the “count” variable in the following functions:

(Approximately line 81)

function twentyCnt(e:Event):void
(Approximately line 88)

function twentyfiveCnt(e:Event):void
You’ll find the total score value (200) inside the following function:

(Approximately line 226)
function increaseRoundPts(e:TimerEvent):void
At approximately line 231, you’ll see “>=200”. Change it to whatever score you want to play to.
EDITING QUESTIONS & ANSWERS

The bonusquestions.xml file is the answer key for the fast money round. Just change the questions, answers and point values beneath the first question titled “Contestant Answers”.
The bonusquestions.xml file has a slightly different format than the standard questions.xml file in the regular game. You’ll notice that the first question reads “Contestant Answers” and that there are ten blank rows of “answers”. This is where you’ll copy/paste or type in the answers and points from each of the five questions.
RUNNING THE GAME
Contestants automatically win with a score of 200 points and the win theme music will play automatically.
In addition to your two contestants, you’ll need someone act as the host.
Ultimately, you'd be best off to have someone help you during this phase of the game as running the board, recording answers, checking for duplicates and buzzing is quite difficult to do with any degree of accuracy and speed. Try to find a reliable assistant to act as a judge and to help record the scores.
Included, you'll find the FastMoneyAnswers.xls (excel spreadsheet) answer key, which you can edit, print and use to record the first and second contestant's answers during actual game play. You might also want to print the FastMoneyAnswerCards.xls file for your host.

Since you’ll need to record the contestant’s answer, (whether in the survey results or not), you’ll find two fields titled “Contestant 1” and “Contestant 2” in the spreadsheet which you can use to do this. Answers that are not listed in the survey results should receive “0” points. (For duplicate answers, don’t forget to enter a “0” or you won’t see anything onscreen.)
Click the first question (Contestant Answers) to load the blank answers and to set up the screen for play.  Actual game questions start at #2 through #6 but are not clickable.
You can mouse over the questions to read them or make up question cards for your game host to use. Then all you have to do is follow along with your printed copy of the answer key.
To launch the game, run the FastMoney.exe or FastMoney.swf file.

Click question Number 1 to set up the screen (They're all blank answers and all will be covered at this point.)

With two players selected, send one out of the room or give them a set of headphones and have them sit facing a wall while listening to music.


* 1st Round *

1. Have the contestant stand with their back the screen.
2. Click the "20" button to put 20 seconds on the clock. 
3. Explain that they'll have 20 seconds to answer 5 questions and that the clock will start after you've finished reading the first question.
4. Have the host ask question #2, (it's really the first question). Click the play button to start the clock and have your helper write down each of the contestant's answers.
5. 5) The buzzer sounds automatically if they run out of time.


* End of 1st round *

1. Exit the game file.
2. Open the bonusquestions.xml file and edit the first 5 answers under the "Contestant Answers" section. (a shortcut on your desktop which opens the file is a real time saver here.) Save the edited file.
3. Re-launch the game, click on question #1 to load the first five answers. (They'll be covered at this point).

4. Have the first contestant stand facing the screen to view their scores. 

* Reading Scores *

Each answer is mapped sequentially to the corresponding keyboard number key, and the score to the alpha character key directly beneath it. 


1+q, 2+w, 3+e, 4+r, 5+t, 6+y, 7+u. 8+i, 9+o, 0+p
Press the number key to reveal the answer, and then press the letter key to reveal the score.

*For example*

"Name a great birthday gift for a kid that wants to be a cowboy."

"You said" (Press the "1" key to reveal the first answer)

"Survey said?" (Press the "Q" key to reveal the score for the first answer.)

"Name a sandwich you can get in a deli"

"You said" (press the "2" key to reveal the second answer.)
"The survey said?" (press the "W" key to reveal the score for the second answer.) Individual answer scores will be added to the running total as scores are revealed.
1. Have the host read the first five questions one at a time.
2. After each question, click the sequential number key to reveal the contestant's answer, then click the assigned alpha key to reveal their score for each answer.
3. If they have not received 200 points, you'll need to cover their answers by pressing the "" (Left arrow key) , then the second contestant can be brought in to play. (With the answers covered, the score remains on the screen, just as it does in the real game.)
4. Stand the second contestant with their back facing the screen.
5. Have the host explain that the contestant will have 25 seconds to answer the same 5 questions as their partner and that a duplicate answer causes the double buzzer to sound and displays the "X" onscreen. "If you provide a duplicate answer, you'll hear this sound..." press the "X" key to activate the double buzzer.
6. Click the "25" button to put 25 seconds on the clock.
7. Press the "" (Right arrow key) to reveal the first contestant's answers. (The Host should remind you.)
8. After the Host has finished reading the first question, press the ““ (play) button to start the countdown clock.
9. Have your helper write down the contestant's answers and check for duplicates. (Don't forget to double buzz if required.)
10. The buzzer will sound if the contestant runs out of time.


* Round Two Complete *
1. Open the bonusquestions.xml file and edit the next 5 answers under the "Contestant Answers" section. Save the file.

2. Double click "FastMoney.exe" to re-launch the game and load the new answers.
3. Press the following keys to reveal the first 5 answers: 1q, 2w, 3e, 4r, 5t.
4. Have the host read through the questions list and reveal the answer/score as you did for the first five answers.
5. Reveal answers and scores 6 through 10 by pressing the following keys (from left to right): 6y, 7u, 8I, 9o, 0p
KEY ASSIGNMENTS

To reveal answers:

Answer #1: Press “1” then “Q” or “q”
Answer #2: Press “2” then “W” or “w”

Answer #3: Press “3” then “E” or “e”

Answer #4: Press “4” then “R” or “r”

Answer #5: Press “5” then “T” or “t”

Answer #6: Press “6” then “Y” or “y”

Answer #7: Press “7” then “U” or “u”

Answer #8: Press “8” then “I” or “i”

Answer #9: Press “9” then “O” or “o”

Answer #10: Press “0” then “P” or “p”

To hide the first 5 answers and scores:
(After they’ve been revealed and before the second contestant enters the room)
Press the  (Left Arrow) key

To reveal the first 5 answers and scores again:
(When the second contestant is facing away from the screen)

Press the  (Right arrow) key

Double-Buzzing
(For duplicate Answers)

Press the “X” key

ONSCREEN BUTTONS
“20” Put 20 seconds on the countdown clock.

“25” Put 25 seconds on the countdown clock.

“” Start the timer

“” Stop/Pause the timer
