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Congratulations! You are now the proud owner of the Simpsons Cartoon Studio. a 

powerful animation tool kit with all the cartoon building blocks you heed to create your 

owh original Simpsons episodes. Pick a background. Choose your favorite characters. 

Then, add props, special effects and sounds. The Cartoon Studio makes it easy to put 

everything together and bring your cartoon creations to life. When you re done, 

you Cah even share your masterpieces with your friends, whether they have the Simpsons 

Cartoon Studio on their computers or not. Hey, your cartoons could become as 

popular as Itchy and Scratchy! What are you waiting for, man? Let’s get started! 
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Windows 95 

|. Insert the Simpsons 

INSTALLATION 

Windows 3.1 or 3.1! 

|. Insert the Simpsons 

Macintosh 

|. Insert Simpsons Cartoon Studio 
Cartoon Studio CD into 

your CD-ROM drive. 

2. Open My Computer. 

3. Click on the drive letter 
that represents your CD-ROM 
drive (usually the D: or 
E: drive). 

4. Double-click on the SETUPEXE 
file. The Installer will take 
you through the installation 
process step-by-step. After 
installation is complete a 
new program group will 
appear in you Start Menu. 

5. Double-click on the 
Simpsons icon and you're 
ready to start. 

For Improved Performance 

Cartoon Studio CD into 

your CD-ROM drive. 

. Open File Manager, 
(generally located in the 
Main Program Group). 

. Click on the drive letter 

that represents your CD-ROM 
drive (usually the D: or 
E: drive). 

. Double-click on the SETUPEXE 

file. The Installer will take you 
through the installation process 
step-by-step. After installation 
is complete a new program 
group will appear in the 
Program Manager. 

. Double-click on the Simpsons 
icon and you're ready to start. 

CD into your CD-ROM drive. 

. Double-click on the Cartoon 

Studio CD icon. 

. Double-click on the Simpsons 

Installer icon. The Cartoon 

Studio application and support 

files will be installed onto your 

hard drive. 

. Open the folder named, 

“Simpsons Cartoon Studio” 

inside the “Fox Interactive” 

folder on your hard drive. 

. Double-click on the Simpsons 

icon and you're ready to start. 

Installing the entire Simpsons Cartoon Studio onto your hard drive will generally improve performance. 
But remember, even though the program is on your hard drive, the Simpsons Cartoon Studio CD must 
still be in the CD-ROM drive to use the Cartoon Studio. Also, when launching the program, always 
double-click on the Cartoon Studio on your hard drive, not on the CD. 



SYSTEM REQUIREMENTS 

PC Macintosh 

SYSTEM PC 486SX 33 MHz processor or higher 68030 33 MHz processor or higher 
Windows 3.1 or Windows 95 System 7 or higher 

RAM 8 MB RAM 8 MB RAM 

HARD DISK SPACE 8 MB of hard disk space 7 MB of hard disk space 

MONITOR SVGA 640 x 480 display or higher, 640 x 480 display or higher, 
with 256 colors with 256 colors 

SOUND Sound board, plus speakers or 
headphones to hear audio 

CD-ROM 2X or faster CD-ROM 2X or faster CD-ROM 

Macintosh Type I! Errors a 9 

If you are running on a Performa Power Macintosh with |2MB or less RAM, you may encounter an 
occasional Type || Error when launching. If you are not using the Apple program At Ease, remove 
the At Ease items from you extensions folder (inside the System Folder) and System Folder. Restart. 
This should correct the problem. 

If you are using At Ease (or plan to), turn on Virtual Memory with the Memory Control Panel. Set 
Virtual Memory so that after restart the RAM will be at 14MB or higher. When running with Virtual 
Memory on you will have more memory available for making your cartoons, but the opening music 
may stutter a little. 

TECHNICAL SUPPORT 

Please check out our Web Site at http://www.foxinteractive.com if you experience technical 
difficulties or to access up-to-date technical information. You can also call us at (303) FOX-TECH 
(303-369-8324), or email us at gamehelp@fox.com available daily between the hours of 
| lam-8pm PST. 



OPEN 
SHORTCUT: PRESS ‘O’ SAVE 

NEW Opens existing SHORTCUT: PRESS ‘S’ QUIT 
SHORTCUT: PRESS ‘N’ cartoons/imports Saves new cartoon SAVE AS SHORTCUT: PRESS ‘Q’ 

Clears screen to start cartoons saved on disk or saves changes to Titles and saves new Exits the Cartoon 
new cartoon or from the Internet currently open cartoon cartoon Studio 

EDITING CONTROL PANEL 

Adds or deletes elements in cartoon 

LAYER MANAGER 

Displays and shuffles props . 
and characters to the ; Cur From | ee cur From front or back of the Stage | PAST FRAMES af ms FUTURE FRAMES 

HOLD IN ALL FRAMES 

CUT FROM ALL FRAMES 

VOLUME CONTROL 

Increases or decreases 
sound level 

RAM INDICATOR 

Warns you when 
running low on RAM 

EXPORT 

Allows saved cartoons to be 
exported and played by someone 

— with or without the 
Cartoon Studio 

LOOP FIRST FRAME BUTTON SOUND EFFECT Cur 
SHORTCUT: PRESS ‘L’ Rewinds to first frame SELECTION Deletes all frames from current frame on 

Plays cartoon continuously Displays sound 
CARTOON TITLE effect title FRAME-BY-FRAME ADVANCE 

PLAY BUTTON en some of cornen Advances and views frames 
SHORTCUT: PRESS ‘P’ currently open at the LAST FRAME one at a time 

Play cartoons, changes to Stop when playing bottom of the screen BUTTON 
(SHORTCUT: PRESS SHIFT KEY) Advances to last frame FRAME-BY-FRAME REWIND 

Rewinds and views frames SOUNDTRACK SELECTION FRAME SHUTTLE se at a time . ? 

Displays soundtrack title Displays current frame and moves from one frame to another 



WALLET 

CONTENT BUTTONS 

Add elements to cartoon 

HOMER SIMPSON BUTTON 

MARGE SIMPSON BUTTON 

BART SIMPSON BUTTON 

LISA SIMPSON BUTTON 

MAGGIE SIMPSON BUTTON 

CITIZENS OF SPRINGFIELD 

BUTTON 

PROP BUTTON 

SOUND BUTTON 

BACKGROUND BUTTON 

SPECIAL EFFECT BUTTON 

CARTOON STUDIO TOOLS 

PALETTE 

Shows selections in each category 

BOOKMARK 

Shows palette category selections 

SOUND Box 

Displays title of the sound 

PREVIEW SOUND 
BUTTON 

Hear a sound before placing in 
cartoon 

SCROLLING ARROW 

Scrolls through each group of 
selections 



A STEP-BY-STEP in this section, we'll take you through a step-by-step tutorial 
CARTOON TUTORIAL = designed to make learning how to use the Simpsons Cartoon 

Studio as easy as 1-2-3! Actually, it’s more like |-2-3-through- 

43. But don’t let that scare you! It’s so easy, you’ll be making 

your own cartoons in no time. 

Double-click on the SIMPSONS ICON. 

Click the mouse anywhere on the stage to begin. 

Note on the RAM Indicator: While creating this tutorial, you may run low on memory. When 

this happens, you'll notice that the RAM Indicator (the brain), located in the lower left side of 
the screen fills up. If the indicator gets completely full, you're out of memory and your cartoon 
will begin to stutter or run slowly. You'll need to SAVE your cartoon and increase memory. (For 
more details on how to increase memory, see the RAM INDICATOR section in this manual.) 

The first time you play a cartoon it may appear slow or jerky. After it plays, click on the FIRST 

FRAME BUTTON and play it again to see it play at normal speed. 

OPEN “BART’S EXPERIMENT” 

The first step of our tutorial is to watch an existing cartoon. 

Then, you'll learn how to make the same cartoon yourself. 

Click on OPEN. 

Click on the CARTOON PREVIEW of the cartoon called 

“Bart’s Experiment.” 

CLICK ON PLAY 

Click on the PLAY button to watch the entire cartoon. 



CREATE YOUR OWN CARTOON 

After you’ve watched the cartoon, click on NEW so you 

can learn how to make the same cartoon. 

CHOOSE A BACKGROUND 

First choose a background by clicking on the 

BACKGROUND button. 

ADD THE KITCHEN BACKGROUND 

Choose the KITCHEN background by clicking on it once. 

POSITION THE BACKGROUND 

The background will now appear on stage. Move the mouse 

up or down to position the background on the stage and click 

the mouse once to ‘anchor’ it. 



CHOOSE A PROP 

Click on the PROP button. The Prop palette will appear with 
bookmarks above it. 

ADD THE CHAIR 

Select the first prop on the left, the BLUE CHAIR, by clicking 
on it once. 

POSITION THE BLUE CHAIR 

The chair will appear on the stage. Move the CHAIR to 

the middle of the tile floor and click once to anchor it on 

the stage. 

ADD ANOTHER PROP 

Click on the PROP button. Use the right arrow above the 

Prop palette to scroll to the BLUE TABLE and click on it once. 



POSITION THE BLUE TABLE 

The table will appear on the stage. Move the TABLE in front 

of the chair and click once to anchor it on the stage. 

ADD ANOTHER PROP 

Click on the PROP button again. Click on the MACHINE book- 

mark. You are now in the Devices section of the Prop palette. 

Select the CHEMISTRY SET. 

POSITION THE CHEMISTRY SET 

The chemistry set will appear on the stage. Move the 

CHEMISTRY SET near the back of the table and click 

once to anchor it on the stage. 

“SELECT” THE CHAIR 

“Selecting” is when you click on an object or character and a 

box surrounds it.After selecting, The Editing buttons appear. 

This panel allows you to place or delete content (characters, 

objects, etc.) in each frame of the cartoon. Select the CHAIR. 



HOLD THE CHAIR To ALL FRAMES 

When the Editing buttons appear, click on the top CENTER 

edit button. This adds, or holds, the chair in the same position 

in every frame of your cartoon. 

SELECT AND HOLD THE TABLE To ALL FRAMES 

Select the TABLE to see the Editing buttons. When the Editing 

buttons appear, click on the top CENTER edit button to hold 

the table in every frame of your cartoon. 

SELECT AND HOLD CHEMISTRY SET To ALL FRAMES 

Select the CHEMISTRY SET to see the Editing buttons. 

When the Editing buttons appear, click on the top CENTER 

edit button to hold the chemistry set in every frame of 

your cartoon. 

ADD AN ANIMATED PROP 

Click on the PROP button. Click on the TOASTER bookmark. 
Select the BLENDER by clicking on it once. 



POSITION THE BLENDER 

The blender will appear on the stage. Move the BLENDER to 

the left of the CHEMISTRY SET. Click on the BLENDER to 

anchor it. The BLENDER will automatically animate, advancing 

your cartoon a few frames. 

SELECT AND HOLD THE BLENDER To ALL FRAMES 

Select the BLENDER to see the Editing buttons. When the 

Editing buttons appear, click on the top CENTER edit button 

to hold the blender in every frame of your cartoon. 

REWIND YOUR CARTOON A FEW FRAMES 

Click the Frame-by-Frame REWIND Button to the right 

of the Frame Shuttle. Continue to click until you see the 

BLENDER animation overflowing. 

ADD ANOTHER ANIMATED PROP 

Click on the PROP button. Click on the THREE EYED FISH 

bookmark. Use the right arrow above the Prop Palette 

to scroll through two palettes of props. Select the 

GREEN MONSTER. 



POSITION THE GREEN MONSTER 

The Green Monster will appear on the stage. Move the 

GREEN MONSTER next to the blender (as if it oozed out 

of the blender when it overflowed). Click on the Green 

Monster to anchor it. It will automatically animate, 

advancing your cartoon a few frames. 

SELECT AND HOLD GREEN MONSTER To ALL FRAMES 

Select the GREEN MONSTER to see the Editing buttons. 

When the Editing buttons appear, click on the top CENTER 

edit button to hold the Green Monster in every frame of 

your cartoon. 

START FROM THE BEGINNING 

Now, let's start from the beginning of the cartoon. Click on 

the FRAME SHUTTLE and drag it to the left until it stops. 
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CLICK ON THE FIRST FRAME BUTTON 

A quicker way to go to the first frame of the cartoon is to 

click on the small FIRST FRAME button, which is located to 

the left of the Frame Shuttle. 



BRING IN BART 

Click on the BART SIMPSON button. The Bart palette will 

appear, showing various animation sequences of Bart. 

CLICK ON ‘SURPRISED’ BART 

Use the right arrow above the Bart palette to scroll through 

three palettes of Bart animations. Select the animation of 

Bart looking surprised by clicking on it once. 

POSITION BART ON THE STAGE 

Bart will appear on the stage. Position him on top of the chair. 

Then click to place him in the cartoon. He will automatically 

animate, advancing your cartoon a few frames. 

WHAT HAVE I DONE SO FAR? 

Go to the first frame of your cartoon by clicking on the 

FIRST FRAME button. 



34. 

YOU’VE JUST MADE A CARTOON! 

Click on the PLAY button. 

OK, it’s a small cartoon — but, you’ve just learned to animate! 

Congratulations! Now, let’s add to it! 

REWIND YOUR CARTOON 6 FRAMES 

Click the Frame-by-Frame REWIND Button and rewind your 

cartoon six frames. 

LET’S SEE BART REACT 

Click on the BART button. Scroll to the animation of Bart 

running towards the left looking scared. (Make sure he isn’t smil- 

ing because he is supposed to be scared of the “Blender Monster!”’) 

Advanced Tip: Press the CONTROL key on your keyboard four times 

to get to the part of the clip where Bart is scared and running away. 

MAKE BART RUN AWAY 

Position Bart over the see-through Bart. (The see-through 
feature is called “onion-skinning” and helps to smoothly 
connect two clips.) 

Click and hold the mouse button to start your new animation 

cycle. Drag Bart across the stage towards the left to make him 
run away, releasing the mouse when he is off stage. 



REWIND YOUR CARTOON 

Go to the first frame of your cartoon by clicking on the 

FIRST FRAME button. 

ADD SOME BACKGROUND Music! 

Click on the SOUND button. 

Click on the MUSIC LOOP bookmark. 

CLICK ON “MAD SCIENTIST” 

Use the arrows above the palette to scroll to the right until 

you see “Mad Scientist.” 

Click on the EAR to preview the music. 

Click on “Mad Scientist” and the music will automatically loop 

throughout your cartoon. 

ADD A SOUND EFFECT 

Click on the FIRST FRAME button. 

Click on the SOUND button. Click on the ACTIONS book- 

mark above the palette. Scroll to the right until you see the 

“Slurp” sound effect (for a disgusting “blender monster” 

noise). Click on it once. 



MAKE BART SAY SOMETHING 

First, drag the FRAME SHUTTLE until you see the frame 

where Bart starts to run away. 

Click the SOUND button again. Click the VOICE CLIP book- 

mark above the palette. Scroll to the right until you see 

“Ay Carumba!” Click on it once. 

THE FINAL TOUCH 

To finish off your cartoon, add an animated ending. 

Click on the LAST FRAME button to go to the last frame 

of the cartoon. 

ADD A SPECIAL EFFECT ENDING SCREEN 

Click on the SPECIAL EFFECT button. 

Click on the THE END bookmark above the palette. 

THE END 

Click on the purple “The End”. 

It will appear on the stage.Click anywhere on the stage 

to make the ending automatically animate, advancing your 

cartoon a few frames. 



YOUR FIRST CARTOON 

Click on SAVE, located above the stage, on the left. The Save 

Dialog box will appear along with a preview of the cartoon 

and a credits field. 

Enter the name of your cartoon in the dialog box. 

GIVE YOURSELF SOME CREDIT 

DEDICATED TO | To add credits, click in the CREDITS field to the right of 
SIDESHOW B0B li your cartoon preview. 

Delete the text currently displayed in the credits field by 

highlighting it and then typing in your own credits. 

SAVE AGAIN 

Click on SAVE when you're done. 

Congratulations! You just made a cartoon! Rewind your 

cartoon by clicking on the First Frame button. 

Click on the PLAY button to watch your cartoon. 

(Hold down the SHIFT key while pressing PLAY and watch your 

credits scroll up the screen first!) 
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STARTING. 

w Double-click on the SIMPSONS ICON. 

Ww To skip the opening animation — click on the screen to begin loading the 
Cartoon Studio. When loading is complete you can begin to make your cartoon. 

Helpful Tips Before Starting 

w Before selecting the Backgrounds, Props, Characters, Special Effects or Sound palettes, 
be sure you're at the appropriate frame in your cartoon. To do this, drag the Frame 
Shuttle left or right until you locate the desired frame. 

Ww To de-select a palette choice or an object on the stage, click outside the stage area. The stage is 
your working area, it is where you put together your masterpiece, and where you watch it. 
Surrounding the stage are all the buttons and controls you need to make your cartoons. 

Sw The first time you play a cartoon it may appear slow or jerky. Rewind the cartoon and 
play it again to see it play at normal speed. 

BACKCROUNDS 
Backgrounds are the visual settings or scenes where the cartoon takes place. From the Nuclear 
Power Plant to the Simpsons’ own living room, picturesque Springfield is at your fingertips — 
experiment with various backgrounds to give your cartoons a different look and feel. 

As long as there is enough memory available, you can use as many backgrounds as you 
want in your cartoon. Put backgrounds in your cartoon at any time, in any frame. BUT, 
if you place or change a background in an earlier frame, it will replace all backgrounds that 
have been placed in later frames. 

Adding a Background 

w Click on the BACKGROUND BUTTON located to the right of the stage. 

* A palette of backgrounds will appear — there are over 40 backgrounds to choose 
from. The BOOKMARKS along the top of the palette show you the two categories of 
backgrounds: REALISTIC and COLOR FIELDS. These bookmarks make it easier to find 
the right background for your cartoon. 



w Click on the SCROLLING ARROWS above the background palette to see all of the 
available background selections. 

Ww Click on the BACKGROUND you want to have appear on the stage. 

3 Move your mouse up or down to adjust the position of the background on the stage. 

Ww Click the mouse to anchor the background on the stage. 

* Some backgrounds come with portions of the background cut off. These parts are 
found as props. These props can be used to make characters walk out doors, etc. 

Where would Bart Simpson be without his skateboard? Could Homer survive without 

his couch and TV? Lucky for them, the Simpsons Cartoon Studio comes with plenty of 
props you can put on the stage to create your stories and make them more interesting. 

Some props are animated and move — Blinky the three-eyed fish, for example. Others, 
like the headstone of Mr. Banana, are motionless.As you place your props on the stage, 

you'll notice that they also appear as icons in the Layer Manager to the left of the stage. 

Note that the same prop cannot be placed in a cartoon frame more than once. 

Adding a Prop 

Ww Click on the PROP BUTTON located to the right of the stage. 

¢ A palette of props will appear — there are over 200 props to choose from. 
The BOOKMARKS above the prop palette represent the eight categories of props: 
FURNITURE, APPLIANCES, FOOD, PLANTS, ANIMALS, DEVICES, MISCELLANEOUS, and 

PARTS. The bookmarks make it easier to find the right prop for your cartoon. 

¢ Some props are portions of backgrounds — found under the PARTS Bookmark. 
These props can be used to make characters walk out doors, etc. i.e. having a char- 
acter enter from behind a “Parts” prop. (See Animating later in manual to 
learn how to animate props.) 



w Click on the BOOKMARKS or SCROLLING ARROWS above the prop palette to view 
all of the available prop selections. 

sw Click on your desired PROP to have it appear on the stage. 

sw Move your mouse to position the prop anywhere on the stage. To position a prop 
partially on or off stage, hold down the SHIFT KEY while positioning the prop. 

ww Click the mouse once to anchor the prop in that frame. 

Sw To place a prop throughout the entire cartoon or just part of it, see the section titled 
Editing later in this manual. 

Sw To reposition an Anchored Prop hold down the SHIFT KEY, then click and 
drag the PROP to a new area. Click the mouse once to anchor the prop to the new 
frame. When the Editing Panel appears, choose the appropriate editing button (See Editing, 
described later in this manual). 

SPECIAL EFFECTS 

Special Effects are spectacular events, such as splattering tomatoes or frenzied abstract screens. 
They're a good way to introduce or eliminate elements from your cartoon.When you place special 
effects on stage, they automatically animate, advancing your cartoon a few frames. Note that you can 
only put one special effect in a cartoon frame and once it has been anchored, it can’t be repositioned. 

Adding a Special Effect 

w Click on the SPECIAL EFFECT BUTTON located to the right of the stage. 

* A palette of special effects will appear — there are over 30 special effects you can choose 
from. The BOOKMARKS above the palette represent the four categories of special effects: 
FOREGROUND SPECIAL EFFECTS, FULL SCREEN TRANSITION EFFECTS, ENDINGS and FULL 

SCREEN BLACK & WHITE BACKGROUND EFFECTS. These bookmarks make it easier to find 
the right special effect for your cartoon. 

sw Click on the BOOKMARKS or SCROLLING ARROWS above the Special Effect palette 
to view all of the available special effects. 

w Click on your desired SPECIAL EFFECT to have it appear on the stage. 



Sv Move your mouse to position the special effect anywhere on the stage. (Full Screen effects 
cannot be positioned.) 

sv Click the mouse once to anchor the special effect on the stage. REMEMBER, the special effect 
will animate, advancing your cartoon a few frames. 

CHARACTERS 

From the greedy Monty Burns to the lovely Marge Simpson. From Krusty the Clown to baby 
Maggie there are over 350 character animations to choose from in the Cartoon Studio. These 
are the actors in your cartoon. Each character has a selection of poses and pre-set animation 
clips that will advance your cartoon a few frames. As you place characters on the stage, they 

also appear as icons in the Layer Manager to the left of the stage. 

To Add a Character 

w Click on one of the CHARACTER BUTTONS located to the right of the stage. 

w Click on the ARROWS above the character palette to view all the animated poses. MEEM 
(Most animated poses come in left and right facing). 

w Click on your desired CHARACTER POSE to have it appear on the stage. 

Ww Move the mouse to position the character anywhere on the stage. 

sw Click the mouse to anchor the character on the stage. Remember, characters will animate, 
advancing your cartoon a few frames. 

* To create a full sequence of animated motion, see the Animating section. 

To Reposition a Placed Character 

Ww Hold down the SHIFT KEY, then click and drag the CHARACTER to a new area. 
lf you want to position a character partially on or off stage, hold down the SHIFT KEY while 
positioning the character. 

ww Click the mouse once to anchor the character to the new frame.When the Editing Control 
Panel appears, choose the appropriate editing button (see Editing, described later 
in this manual). Click again if you don’t want to use the Editing Panel. 



Need a Voice Clip for your favorite character? The Cartoon Studio gives you plenty, 

like Homer’s, “D’Oh!” Bart’s, “Aye Caramba!” And everybody else’s, “BART!” There are 

also Sound Effects, like cars screeching and footsteps.And Soundtracks that let you add 
accompanying music or ambient background sound to your cartoon adventures. Unlimited 
Voice Clips, Sound Effects and Soundtracks can be added throughout your cartoon. 

However, only one Soundtrack and Voice Clip or Sound Effect can play at a given time. 

As you choose Soundtracks (music loops and ambient loops), you will notice that 

they are displayed in the Soundtrack Selection box to the lower left of the stage. 

Sound Effects are displayed in the Sound Effects box to the lower right of the stage. 

To Add Sound 

Ww Click on the SOUND BUTTON located in the lower right corner of the stage. 

¢ A two-tiered palette of sounds will appear — there are over 270 sounds to choose 
from. The BOOKMARKS along the top of the palette represent the eight categories 
of sounds: MUSIC LOOPS, AMBIENT LOOPS, CHARACTER VOICES, ACTION NOISES, 

NATURE SOUNDS, APPLIANCE NOISES, ALIEN SHIPS and OTHER VEHICLE SOUNDS, and 

MISCELLANEOUS SOUNDS. These bookmarks make it easier to find the appropriate 
Soundtrack or Sound Effect. 

w Click on the BOOKMARKS or SCROLLING ARROWS above the sound palette 
to view all of the available sound selections. 

Sw Click on Apu’s Ear inside a Sound Box to hear a preview. 

Ww Click in the SOUND BOX containing the name of the sound to play it in 
your cartoon. 



VOLUME 

The Volume Control increases or decreases the level of sound in your cartoon. 

Controlling Volume 

Sw Click on the VOLUME ICON (Speaker) located in the lower left corner of the stage. 

* AVolume Control Panel will appear. Slide the “slider” up to increase volume, down to 
decrease it. 

Special “At Work” Volume Feature 

w Press the keys | to 7 to lower or raise the volume the second the music starts at 
the beginning of the program. 

ANIMATING 

Here's where you make the Simpsons come alive! In a cartoon way, we mean. You see, 

animating is the process of moving a stationary image in a way that creates an illusion of 

movement. Every cartoon you see on TV or in a movie theater is really just a sequence 

of frames that are shown very quickly, one after the other. In fact, the frames are shown 

so quickly that your eyes don’t even notice them anymore — what you see is an illusion 

of movement. When you click and drag a CHARACTER or PROP across the Cartoon 
Studio stage, you are adding a series of still poses to a sequence of frames. Play those 
frames back and the still poses look as if they’re moving. 

Animating a Prop or Character 

w Click on the CHARACTER BUTTON or PROP BUTTON. 

Ww Click on the desired CHARACTER pose or PROP from the palette and position it 
on the stage where you want to begin animating. 



Ww Click on the mouse and continue to hold the mouse button down as you 
move the CHARACTER or PROP around the stage. Holding the mouse button 
down records the movement and animates the character or prop. 

Ww Release the mouse button to stop animating. Character and animated props 
will continue animating after you release the mouse button, advancing the cartoon 
a few frames. 

¢ Each character animation has three parts—a beginning, a middle and an end. When 
you select a character and first begin recording your animation, the clip will go 
through a beginning animation, leading into its middle section—the main action. This 
part of the animation will repeat itself as long as you continue to hold down the 
mouse button. When you let go of the mouse button the animation will continue for 
a few more frames, this is the end section. 

Adding to Existing Animation Sequences 

Ww Click on the CHARACTER BUTTON or PROP BUTTON to access the same 
character or prop in the animation sequence. 

Ww Click on another CHARACTER pose or on the same PROP used originally. 
You will see a ghosted “onion skin” image of the previous animation. This allows you to 
place the new sequence directly over the previous one for a smooth transition. Place 
the selection over the previous image. 

sv? Click and continue to hold the mouse button down and move the 

CHARACTER or PROP around the stage. 

w Release the mouse button to stop animating. 

Beginning an Animation from Off Stage 

Ww Select an animation clip. 

3 Hold down the SHIFT key while moving the character from off stage to on stage. 
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Beginning Animation from Within a Pre-set Animation Clip 

Ww Select an animation clip. 
Ww Press the CONTROL Key to scroll through the frames and determine where to 

begin your animation. 

THE FRAME SHUTTLE 

The Frame Shuttle allows you to access all the frames in your cartoon by sliding it 

forward or backward. The number displayed in the Frame Shuttle represents the 

cartoon frame that is currently displayed. If you have enough memory, a cartoon may 

contain up to 1,200 frames. 

Ww To advance the cartoon, click and drag the FRAME SHUTTLE TO THE RIGHT. 

W To rewind the cartoon, click and drag the FRAME SHUTTLE TO THE LEFT. 

The Frame-by-Frame Buttons P27 | 

The Frame-by-Frame buttons located to the right of the Frame Shuttle allow you to 

move through your cartoon one frame at a time.As you click either button, notice that 

the number displayed in the Frame Shuttle changes. (Shortcut: Use the corresponding 
arrow keys on your keyboard.) 

w Click on the RIGHT FRAME-BY-FRAME BUTTON to advance to cartoon one frame. 

w Click on the LEFT FRAME-BY-FRAME BUTTON to rewind the cartoon one frame. 

First Frame and Last Frame Buttons 

The red First and Last Frame buttons access the first and last frame of a cartoon. These 

buttons are located to the right and left sides of the Frame Shuttle. 

w Click on the FIRST FRAME BUTTON to rewind the cartoon to the first frame. 
(Shortcut: Press the ‘R’ key) 

w Click on the LAST FRAME BUTTON to advance the cartoon to the last frame. 



PLAYING YOUR CARTOON 

Clicking on the PLAY button lets you view a cartoon from the frame currently displayed 

to the end of the cartoon. To watch a cartoon from the beginning, be sure to click on the 

FIRST FRAME BUTTON before you click on the PLAY button. 

or) Ww Click on the PLAY BUTTON, located to the left of the Frame Shuttle, 
to start playing your cartoon. The Play button will turn into a Stop button. 
(Shortcut: Press the ‘P’ key) 

Ww Click on the STOP BUTTON at any time to stop playing the cartoon. 
(Shortcut: Press the SHIFT key) 

The Loop Button 

The Loop Button allows you to play, or loop, a cartoon continuously. When looping, your 

cartoon will repeat itself until you click on the Stop button. 

Looping a Cartoon 

=| 52 Click on the LOOP BUTTON located above the Frame Shuttle. The loop button will 
turn into the LOOP symbol. (Shortcut: Press the ‘L’ key) 

Ww Click on the PLAY BUTTON to begin looping. 

€P_ sw’ Click on the STOP BUTTON and then the LOOP BUTTON to stop looping. 



EDITING 

Let’s just say in your cartoon, you want Homer to make a pile of donuts disappear... 

or you want to make Homer disappear, for that matter. Here’s where you do it. 

The Editing Control Panel lets you to add or delete elements in a cartoon. It controls 
the point in time and the length of time an object will appear in the cartoon. 

Ww The editing palette is in two colors: 

* Yellow strips add, or HOLD, a current selection to frames in the cartoon. 

* Green strips delete, or CUT, a current selection from frames in the cartoon. 

Ww The editing palette is divided into three columns: 

* Left column of buttons HOLD or CUT a selected element to 
or from all PREVIOUS frames (frame | to the current frame). 

¢ Center column of buttons HOLD or CUT a selected element to 

or from ALL frames. 

* Right column of buttons HOLD or CUT a selected element to 
or from FUTURE frames (current frame to the end of the cartoon). 

Editing Characters and Props 

Ww “Select” a CHARACTER or PROP on the stage by clicking on it. An element is 
“selected” when a box surrounds it. The Editing Control Panel will appear. 

* You can also select a CHARACTER or PROP for editing from the Layer Manager. 
Click on the icon which represents the CHARACTER or PROP you wish to select in 
the Layer Manager. 

w Click on the appropriate EDITING BUTTON. Remember, the buttons on the 
upper YELLOW strip will hold a selected element in a cartoon. The buttons on the 
lower GREEN strip will cut a selected element from a cartoon. 



Editing Special Effects 

Once a special effect is placed, it can only be cut from the cartoon, not moved. 

w “Select” a SPECIAL EFFECT on the stage. An element is “selected” when a box 
surrounds it. The Editing Control Panel will appear. 

Ww Click on the CENTER GREEN EDITING BUTTON (The Trash Can) to cut the 
special effect animation. 

Editing Sounds 

Soundtracks (music and ambient loops) can be looped through a cartoon or deleted. 

Sound effects (voices, movement and action noises, magical and nature sounds) can 

only be deleted. 

Looping Music or Ambient Loops 

Pry w Click on the TITLE of the sound in the Soundtrack Selection box located 

below the stage. 

Ww Click on the appropriate EDITING BUTTON. Remember, YELLOW buttons 
will hold a selected sound in a cartoon, and GREEN buttons will cut a selected 

sound from a cartoon. 

Editing Sound Effects 

Ww Click on the title of your desired sound effect in the Sound Effects Selection box 
located at the bottom of the stage on the right side. 

w Click on the CENTER GREEN EDITING BUTTON (The Trash Can). This will elimi- 
nate the sound effect. 



Fac LaLa 
AY. F, 

Cutting Frames 

A series of frames can be eliminated, or cut, from your cartoon at one time. 

However, you can only cut from a chosen frame to the end of the cartoon. 

3 Go to the frame from which you want to begin cutting. 

Ww Click on the CUT BUTTON located below the stage to the right side.A dialog 
box will appear. 

Ww Click YES to cut the frames from your cartoon. 

THE LAYER MANACER 

The Layer Manager shows you which characters and props are placed in a cartoon. More 

importantly, it’s a tool that you can use to shuffle characters and props in the palette, 

which in turn layers them either in front of or behind other elements on the stage. 

The Layer Manager is located to the left of the stage. All characters and props in a 
cartoon will appear as icons in the palette. You are limited to |2 characters and/or 

props for the entire cartoon. 

Using the Layer Manager 

w Click and drag the item’s ICON above or below another icon in the Layer 
Manager. The icon you move will snap into its new position and will reorder the 
other icons in the palette. This will place items in a new position on the stage. 

* Once you've arranged icons in the Layer Manager, they will stay in those positions 
for the length of your cartoon. 



SAVING YOUR CARTOON 

Like most computer programs, you need to Save from time to time while you're using the 
Cartoon Studio. 

Save As 

Ww Click on SAVE AS. A Save Dialog box will appear. 

ww Enter the TITLE of your cartoon in the Save Dialog box. 

ge wv Click on SAVE. 

ExXa 
Save 

Saal 4 Click on SAVE. This will save any changes made to your cartoon. 

CREATING CREDITS 

What good is it being a creative genius if you can’t shamelessly remind others of the fact? 
1 32 | (See Credits section of this manual for proof.) The Simpsons Cartoon Studio has a special 

place where you can add credits to your cartoon, thus assuring that you will be able to take 
your place among the greatest artists of the 20th century. 

ge Ww Click on SAVE, SAVE AS or OPEN to access the Cartoon Preview and Credits Dialog box. 

w Click in the CREDIT FIELD to the right of the Cartoon Preview picture. 

w Highlight the text in the field and start typing your information in the Credit 
Field. This will delete the current text and replace it with your typed information. You can 
change your credits or storyline at any time. 

Sw In the SAVE or SAVE AS dialog box, click on the SAVE BUTTON located below the 
credit field when you are finished. 

ww In the OPEN dialog box, click on the preview to save your credit change.A cartoon 
preview is a miniature picture of a saved cartoon. 

Playing credits before a cartoon 

Sw Hold down the SHIFT key while clicking the PLAY button. 



OPENING A CARTOON 
w Click on the OPEN button. A menu of previously saved cartoons will appear. 

Use the arrow keys to scroll through all of the saved cartoon previews and titles. 

Ww Click on the CARTOON PREVIEW of the cartoon you want to view on the 
Cartoon Studio stage.A CARTOON PREVIEW is a miniature picture of a saved cartoon. It 
shows you which characters star in your cartoon and what Background is used in 
Frame One.A green outline will surround the cartoon you are opening. Only one 
cartoon can be opened at a time. 

THE RAM INDICATOR 

The RAM Indicator lets you know when your computer is running low on RAM, or 

Random Access Memory — the space your computer uses to store information while 

it is working. This space, or memory, is measured in “megabytes” (which are not related to 
the megabytes used by your hard drive). FREE RAM is the amount of RAM available to the se | 

program after the computer’s operating system starts. When the Cartoon Studio 
runs out of RAM, it can no longer perform efficiently. 

When running low on memory the RAM Indicator (The Brain), located in the lower left 

of the stage gets filled up. When this happens, your cartoon may play slower, even stutter. 

Save your cartoon and increase memory (see below).As you use RAM, The Brain will fill up. 
The fuller it gets, the slower it functions. 

Increasing Memory 

w Click on the RAM Indicator while holding down the OPTION or ALT KEY. 
This will give you a small memory increase. Your cartoon will run slow.at first but 
should return to normal speed. 

w Delete one or more objects from the entire cartoon, such as a prop or special effect. 

Ww Turn OFF all other programs running on your computer. 



TO QUIT OTHER PROGRAMS ON THE MACINTOSH 

* Quit Simpsons Cartoon Studio (this will return you to the Finder). From the Finder 
you can see if you are running any other applications. Go to the small Mac icon in 
the upper right hand corner of the screen (next to the balloon help question mark), 
click and hold down the mouse button. If only the Finder is listed, then you are not 
running any other applications. If another program is listed, go down to the list and 
highlight it—this puts you in the program. From within the program choose Quit 
from the File menu or press Command Q. Repeat this until only the Finder is listed. 
Now you can be sure that you are only running the Simpsons Cartoon Studio, when 
you start it again. 

TO QUIT OTHER PROGRAMS ON WINDOWS 3.1 AND 3.11 

* Press Alt Tab to scroll through all Open programs. Each time you press Alt Tab 
another Open program will appear. If only Program Manager and Simpsons Cartoon 
Studio appear, then you are not running any other applications. If additional 
programs come up as you press Alt Tab then let go of the keys when the name of 
the program appears. You will now be in the other program. Choose Exit or Quit 
from that program’s File menu, or press Control Q. Repeat this until only 
the Program Manager and Simpsons Cartoon Studio appear. Press Alt Tab until 
Simpsons Cartoon Studio’s name appears, then let go of the keys. Now you can 
be sure that you are only running the Simpsons Cartoon Studio. 

TO QUIT OTHER PROGRAMS ON WINDOWS 95 

* Press Alt Tab to bring up a list of programs running. This list will also include any 
open directories, hard drives, and your computer. If no other programs are listed, 
then highlight Simpsons Cartoon Studio to return to the program by pressing Alt 
Tab. That program will come up. Choose Exit or Quit from that program’s File 
menu, or press Control Q. Repeat this until only your computer, any open hard 
drives and folders, and Simpsons Cartoon Studio are listed. Press Alt Tab until 
Simpsons Cartoon Studio is highlighted and let go of the keys. Now you can be sure 
that you are only running the Simpsons Cartoon Studio. 



MACINTOSH USERS 

Ww Increase the Cartoon Studio’s preferred size in the Get Info window from the 
Finder. (See Macintosh system manuals for more detailed information.) 

Ww Turn on VIRTUAL MEMORY (found in the Memory Control Panel) to make longer 
cartoons while running on a Macintosh with less than 5MB Free RAM. When Virtual 
Memory is on, you may experience jerky animations or stuttering sound. 

WINDOWS 3.1 AND 3.11 USERS 

W Turn on VIRTUAL MEMORY, located in the 386 Enhanced mode Control Panel. 

w Decrease the size of SMARTDRV. See your Windows manual for more details. 

WINDOWS 95 USERS 

Ww Turn on VIRTUAL MEMORY, located in the 386 Enhanced mode Control Panel 

* To make sure you are running Virtual Memory in Windows 95. 

Open the Control Panel folder and double-click on the System icon. The System 
control panel will contain four tabs. Click on the fourth tab labeled “performance”. 
There will now be three buttons on the bottom, click on the right most button 
labeled “Virtual Memory”. The control panel will now list the Virtual Memory 
options, choose the option of letting the system set your Virtual Memory. 

w Decrease the size of SMARTDRV. See your computer manual for more details. 

QUITTING 

w Click on the QUIT BUTTON to exit the program. 

* If cartoon hasn't been saved the following options will appear: SAVE, DON’T SAVE 
and CANCEL. 

* If cartoon has been saved the following options will appear: QUIT, CANCEL 
and CREDITS. 



THE EXPORT BUTTON 

The Export Button lets you save your cartoon so that it can be played on someone 

else’s computer, whether they have the Simpsons Cartoon Studio or not. That way 

you'll be able to play your cartoon for your family, at a friend’s house or even at school! 

Of course, if you get caught, you’re on your own, man. 

You may notice that a cartoon you export for the Cartoon Player will use a lot of disk 

space. That’s because it needs a lot of space for all its sounds and art. However, if the 

person you're sharing your episode with also has the Cartoon Studio, you can save disk 

space by using Export (see standard Export section later in this manual). 

Exporting Cartoons for The Cartoon Player 

Ww Click on SAVE or SAVE AS to save your cartoon. 

sv Click on the EXPORT button located below the Layer Manager.A Dialog box will 
lay! appear displaying a cartoon preview, credits, title and approximate size of all saved cartoons. 

3 Click on the SCROLLING ARROWS to access other saved cartoons. 

* Remember that a 3.5 inch diskette only holds |.44MB. Make sure your cartoon is 
smaller than that! Otherwise, delete some of the elements (props, characters, 
sounds, etc.) in your cartoon, or use one of the compression software programs 
available at a computer retail store. 

* If you are exporting a cartoon that you want to send to a friend via your email soft- 
ware you do not have to worry about keeping the cartoon smaller than |.44MB, as 
you will be sending it directly from your hard disk. However, please be aware that 
an uncompressed cartoon of about |.44MB (the same size as a diskette) can take 
approximately 8 minutes to transmit if you are using a 28.8 modem (V34 or VFAST), 
or around |5 minutes if you have a 14.4 modem (V32BIS). 

ge w Click MAKE CARTOON FOR PLAYER to continue exporting. 

* To reduce waiting time while exporting your cartoon, turn off all running applica- 
tions. It may take several minutes to export your cartoon. 



Sw Find the EXPORTED CARTOON on your computer. Macintosh users will find the 
exported cartoon in the Export folder inside the Simpsons Cartoon Studio folder. 
Windows users will find the exported cartoon in the Export directory on their hard drive. 

SAVING EXPORTED CARTOONS TO A DISK 

MACINTOSH USERS PLAYING ON MACINTOSH 

Ww Click on QUIT. 

w Insert a blank formatted DISKETTE into your computer. 

sw Drag the EXPORTED CARTOON from Export folder to the blank diskette. 

w Insert a second DISKETTE once copying is complete. If there is room for the Cartoon 
Player on the first diskette, ignore this step and continue to the next. 

sw Drag the icon named “MAC SIMPSONS CARTOON PLAYER” onto the diskette. 
MAC SIMPSONS CARTOON PLAYER is located in the Cartoon Studio folder. <A 

MACINTOSH USERS PLAYING ON WINDOWS 

w Click on QUIT. 

w Rename the EXPORTED CARTOON in the Finder with a name no more than 
8 characters long, followed by “.TMR”. 

w Insert a blank DISKETTE formatted for the PC into your computer. Ensure your 
Macintosh can mount Windows/DOS diskettes. System 7.5 contains a control panel 
that mounts Windows/DOS diskettes. Third-party software that lets your Macintosh 
accept Windows/DOS diskettes is available at retail software stores. 

sw Drag the EXPORTED CARTOON from Export folder to the blank diskette. 

w Insert a second DISKETTE formatted for the PC once copying is complete. If there is 
room for the Cartoon Player on the first diskette, ignore this step and continue to the next. 

w Drag “SPLAYER.EXE” and “FILEIO.DLL” onto the diskette. These files are located 
in the Windows Player folder on the CD-ROM. 



WINDOWS USERS PLAYING ON WINDOWS 3.1 OR WINDOWS 3.11 

yw Click on QUIT 

Sw Copy your EXPORTED CARTOON onto the first diskette from File Manager. 
The exported cartoon is located at C:\FOX\SIMPSONS\EXPORT\“YOUR CARTOON 
NAME?” (C: represents your hard drive, but the install path may be changed). Your cartoon 
name will consist of the first eight characters of the original cartoon title. 

Ww Insert a second DISKETTE once copying is complete. If there is room for the 
Cartoon Player on the first diskette, ignore this step and continue to the next. 

Ww Drag “SPLAYER.EXE” and “FILEIO.DLL” onto the diskette. 

The Cartoon Player and FILEIO.DLL are located on the Hard Drive, example: 
C:\FOX\SIMPSONS\SPLAYER.EXE and C:\FOX\SIMPSONSI\FILEIO.DLL. 

WINDOWS USERS PLAYING ON WINDOWS 95 

SW To copy a cartoon made for player to disk using Windows 95. 

Go to My Computer and open up the drive to which you installed the Simpsons 
Cartoon Studio (usually this is the C: drive). Now go to the directory you chose 
to install Simpsons Cartoon Studio (the default for this would have been FOX\SIMPSONS). 
Inside this directory you will find the SPLAYER.EXE, FILEIO.DLL, and MSFILE.DLL files 
which are needed to play the Exported cartoon on a Windows machine that does 
not have the Simpsons Cartoon Studio. Drag these files to the A: or B: icon inside 
My Computer (whichever one represents your diskette to copy your cartoon). Go to 
the Export directory inside the FOX\SIMPSONS directory to find your exported cartoon. 
It will feature the first eight characters of you cartoon’s name and, if your system is 
set to show extensions, will be followed by “.TMR”. Drag the exported cartoon for 
player cartoon to your A: or B: drive. 

SW To copy an exported cartoon using Windows 95. 

Go to My Computer and open up the drive to which you installed the Simpsons 
Cartoon Studio (usually this is the C: drive). Now go to the directory you chose to install 
Simpsons Cartoon Studio, (the default for this would have been FOX). Inside the FOX 
directory you will find another directory named SIMPSONS. Inside this directory you will 



find the Export Directory, and in here you will find your exported cartoon. The cartoon 
will feature the first eight characters of your cartoons name and, if your system is 
set to show extensions, will be followed by “.CTD”. Drag this file to the 
A: or B: icon inside My Computer (whichever one represents you diskette drive). 

SENDING EXPORTED CARTOONS VIA EMAIL 

If the friend you are sending a cartoon to doesn’t already have a copy of the Cartoon 

Player, you can give it to them on a diskette (see Saving Exported Cartoons To A Disk), 

send it to them as an email file attachment, or they can download it from Fox 
Interactive’s Web site at http://www.foxinteractive.com 

Different email software handles File Attachments in different ways. You may have to 

refer to the documentation from your email software if you are unfamiliar with sending 
file attachments via email. 

MACINTOSH USERS PLAYING ON MACINTOSH 

w Click on QUIT. 

Sv Launch your email application software. 

Sw Create an email message to your friend. 

sw Attach the EXPORTED CARTOON (from the Export folder) to the message. 

Sw If you are also sending the Cartoon Player, attach the file named MAC SIMPSONS 
CARTOON PLAYER, which is located in the Cartoon Studio folder. 

ww Send your email message in the normal way. 

MACINTOSH USERS PLAYING ON WINDOWS 

w Click on QUIT. 

w Rename the EXPORTED CARTOON with a name no more than eight characters 
long, followed by “.TMR”. 



Sw Launch your email message to your friend. 

w Attach the EXPORTED CARTOON (from the Export folder) to the message. 
lf your email software has a “save for PC” or “send as PC file” option, select it. 

Ww If you are sending the Cartoon Player as well, attach the files named SPLAYER.EXE 
and FILEIO.DLL, which are located in the Windows Player folder on the CD-ROM. 

Ww Send your email message in the normal way. 

WINDOWS USERS PLAYING ON WINDOWS 

w Click on QUIT. 

Sw Launch your email application software. 

Ww Create an email message to your friend. 

w Attach the EXPORTED CARTOON from the Export directory (usually 
C:\FOX\SIMPSONS\EXPORT\” YOUR CARTOON NAME”), with the first eight characters of 

the original cartoon title as the file name to the message. 

w If you are also sending the Cartoon Player, attach the files named SPLAYER.EXE 
and FILEIO.DLL, which are located on the Hard Drive in the SIMPSONS directory 
(usually C:\FOX\SIMPSONS\SPLAYER.EXE and C:\FOX\SIMPSONS\FILEIO.DLL). 

Ww Send your email message in the normal way. 

PLAYING EXPORTED CARTOONS 
MACINTOSH 

Ww If you're playing cartoons from a diskette, drag the contents of the two diskettes 
into ONE FOLDER on the computer. 

If you’re playing cartoons from an email attachment, save the cartoon file and 
Cartoon Player from within your email software to ONE DIRECTORY on the 
computer. If you already have the Cartoon Player, save the cartoon file to the same 
folder as the Cartoon Player. 



Ww Double-click on the SIMPSONS CARTOON PLAYER. A dialog box will appear. 

¥ Double-click on the CARTOON NAME you want to play. 

WINDOWS 3.1 AND WINDOWS 3.11 

Ww If you're playing a cartoon from a diskette, locate FILE MANAGER. 

If you're playing the cartoons from an email attachment, save the cartoon file and 
Cartoon Player from within your email software to ONE DIRECTORY on the 
computer. If you already have the Cartoon Player, save the cartoon file to the same 
directory as the Cartoon Player. 

Ww Copy the contents of the two diskettes into the SAME DIRECTORY 
on the computer. 

3 Double-click on “SPLAYER.EXE”. A dialog box will appear. 

3 Double-click on the CARTOON NAME you want to play. 

WINDOWS 95 

Ww If you're playing a cartoon from a diskette, locate MY COMPUTER. 

If you're playing the cartoons from an email attachment, save the cartoon file and 
Cartoon Player from within your email software to ONE DIRECTORY on the 
computer. If you already have the Cartoon Player, save the cartoon file to the same 
directory as the Cartoon Player. 

ww Copy the contents of the two diskettes into the SAME DIRECTORY 
on the computer. 

3 Double-click on “SPLAYER.EXE”. A dialog box will appear. 

3 Double-click on the CARTOON NAME you want to play. 



STANDARD EXPORT 

If the person you're sharing your episode with also has the Simpsons Cartoon Studio 
on their computer, you can save disk space or email transmission time by using the 
Standard Export. Remember, the person receiving your cartoon MUST have the Simpsons 
Cartoon Studio CD-ROM to watch your cartoons exported with the Standard Export. 

Saving a Cartoon as a Standard Export 
MACINTOSH 

ge w Click on SAVE or SAVE AS to save your cartoon. 

w Click on the EXPORT button located below the Layer Manager.A Dialog box 
will appear displaying a cartoon preview, credits, title and approximate size of 
saved cartoons. 

w Select the CARTOON you want to export. 

w Click on the EXPORT button. This cartoon is now in the Export folder inside 
the Simpsons Cartoon Studio folder. 

w Either copy the cartoon from the Export folder to a diskette, or send it as 
an email file attachment as described in the section SENDING EXPORTED 
CARTOONS VIA EMAIL. 

SAVING MACINTOSH CARTOONS TO PLAY ON WINDOWS 

w Rename the Cartoon with a name no more than eight characters long, followed 
by “.CTD”. 

yw Transfer the cartoon to a diskette formatted for the PC, or send it as 
an email file attachment as described in the section SENDING EXPORTED 

CARTOONS VIA EMAIL. 



WINDOWS 

ge w Click on the EXPORT button located below the Layer Manager.A Dialog box will appear 
displaying a cartoon preview, credits, title and approximate size of all saved cartoons. 

Ww Select the CARTOON you want to export. 

Sw Click on the EXPORT button. The exported cartoon is now in the Simpsons Directory. The 
name will consist of the first eight characters of the original cartoon title, followed by “.CTD”. 

Sw If transferring the cartoon to a DISKETTE and you want to give your cartoon to a friend 
who has a Macintosh computer, make sure their machine can mount a diskette formatted 
for the PC. Then, import the cartoon (see below). 

Ww If you wish to send the cartoon as an email file attachment see the section SENDING 
EXPORTED CARTOONS VIA EMAIL. 

importing a Cartoon 

MACINTOSH 

Ww Place the cartoon in the Simpsons Cartoon Studio folder. 43 | 

y Launch the Cartoon Studio and click on the OPEN button. A Dialog box will appear. 

Ww Click on the IMPORT button. 

yw Select the CARTOON you want to import. 

W The cartoon is now in the Cartoon Studio. To play it, click on the cartoon’s PREVIEW. 

WINDOWS 

Sw Place the cartoon in the Simpsons Directory. 

jw Launch the Cartoon Studio and click on the OPEN button. A Dialog box will appear. 

w Click on the IMPORT button. Select the CARTOON you want to import. 

Ge W The cartoon is now in the Cartoon Studio. To play it, click on the cartoon’s PREVIEW. 
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copyrighted and all rights are reserved by 

Twentieth Century Fox Film Corporation. 

No part of this product manual may be 

copied, reproduced or translated in any 

form or medium without the prior written 

consent of Fox. 

Fox warrants to the original purchaser 

of this software product that the medium 

on which the computer program Is 

recorded is free from defects in material 

and workmanship for a period of ninety 

(90) days from the date of purchase. If 

a defect covered by this warranty occurs 

during the 90-day warranty period, 

simply return the product in its original 

packaging to the retailer from which you 
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EXCLUDED. THIS WARRANTY IS LIMITED 
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The provisions of this warranty are valid 
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tial or incidental damages, so the above 
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to you. This warranty gives you specific 

legal rights, and you may also have other 

rights which may vary from location 
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regarding this Fox software product to: 

Fox Interactive, Inc. Warranty Department 
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REPAIRS AFTER EXPIRATION OF 

WARRANTY: |f your Fox software prod- 

uct develops problems after the 90-day 

warranty period, you may contact Fox 

at (303) 369-8324. If the Fox customer 

service technician is unable to solve the 

problem by phone, you will be instructed 

to return your defective software product 

to Fox. Return the defective software 

product, freight prepaid, to Fox at the 

address above, “Attention: Customer 

Service’. Enclose a check or money order 

for [$20.00] payable to “Twentieth 

Century Fox Home Entertainment”. 
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tions above, repair the software or replace 
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FOX INTERACTIVE 

PRODUCED BY: 

QUALITY ASSURANCE: 

SCRIPT EDITOR: 

VOICE DIRECTOR: 

STARRING: 

FEATURING: 

SIMPSONS THEME BY: 

MUSIC COMPOSED BY: 

CREATIVE CONSULTANTS: 

Paul Provenzano & Gary Sheinwald 

Seth Roth, Mike Schneider, Michael Dunn & Chris Miller 

Neil Alsip 

Bonita Pietila 

Dan Castellaneta, Julie Kavner, Nancy Cartwright. 
Yeardley Smith, Hank Azaria & Harry Shearer 

Pamela Hayden & Russi Taylor 

Danny Elfman 

Alf Clausen 

Mili Smythe & Matt Groening 

BIG TOP PRODUCTIONS 

EXECUTIVE PRODUCERS: 

PRODUCER: 

ASSOCIATE PRODUCER: 

CHARACTER ANIMATION DIRECTOR: 

TECHNICAL DIRECTOR/PROGRAMMING: 

BACKGROUND/SPECIAL FX DESIGN: 

INTERFACE DESIGN: 

PROP DESIGN: 

ANIMATED PALETTES: 

BATCH PROCESSING ASSISTANCE: 

DIGITAL INK AND PAINT: 

ANIMATION POST PRODUCTION: 

ORIGINAL MUSIC: 

CHARACTER ANIMATION LIAISON: 

ORIGINAL TOOLBOX DESIGN: 

Jake Myrick & Jim Myrick 

Rob Pratt 

Jami Stewart 

Luis Liwanag 

Carl Higashionna 

Arnel Torres 

Arnel Torres 

Christy DeHoog, Liz Craig & Nathan Gammil 
Gary Manfredi & Carl Higashionna 

Gary Manfredi, Linton Hale & Neil McAllister 

Noriko Kamei, Sonny Sta. Maria, Craig McGillivray, 
Nathan Gammil, Liz Craig, Jami Stewart & Josie Porter 

Luis Liwanag, Nathan Gammil, Craig McGillivray & Liz Craig 
Jeff Essex 
John Kivimaki 
Marc Blanchard & David Wallington 

VERY SPECIAL 
THANKS TO: 

MATT GROENING AND HIS 

WONDERFUL CAST OF CHARACTERS 

SPECIAL 
THANKS TO: 

LUKE LETIZIA, MIKE ARKIN, 

SCOTT MARCUS, ERIC SAMULSKI, 

AMY MOON, ANDY SEIDEN, 

BOB DELLAS, CHRISTINE NAGLE, 

ERICA EUSEBIO, CLAIRE JOHNSON, 

DEANNA GRAMS, EMILY HASTINGS, 

GUS ALCANTAR, HANNAH KLEIN, 

IAN BIGELOW, JAMIE JOHNSON, 

JOAN DAVIS, JONATHAN SCHWARTZ, 

JOE VELLA, KATE UNTERBERG, 

LANCE LOGAN, LORI LUDINGTON, 

ROB BACTAD, NEIL MCALLISTER, 

MICHAEL SMETHURST, TER! GREEN, 

THAD WOOD, SKIP KNIERIM, 

TIM MANNY, WARREN PFAHL, 

YAN RESNIK, RICHARD REINHARDT, 

AMANDA ELY, ZION WU-YIP AND 

SEAN BACA. 
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