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by AHEAD DESIGNS 

FEATURES 

Create with GARFIELD! offers you: 

• your favor·ii te GARFIELD characte r s, plus colorful back
grounds and props for creating your o~n cartoons 

• easy-to-use word-processing capabil t lies for writing your own 
captions-03r use GARFIELD'S own ccc::>mic quotes 

• the ability o use your own backgr'C>i>unds and props for an 
unlimited variety of cartoon settings 

• an electron c comic feature, which displays your cartoons con
tinuously, froame after frame 

• the opportLB nity to print your creatio:ris as cartoons, posters, 
or labels and use them to personalize l.:::= tterheads, books, name 
tags, annou.Jncements-anything you 1- l<e! 

OBJECTIVES" 

The Create wit-Ji GARFIELD! program: 

• stimulates ~riling and artistic skills 

• encourages humorous and creative th 11king 

• gives practic::::e writing dialogue 

• helps devel c:>p a sense of design , b a ance, sequencing, and 
spatial relata ans. 
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INTRODUCTION 

Using Create with GARFIELD!, you become the cartoonist. 
Create comic situations with GARFIELD and his famous friends. 
Write humorous captions or use GARFIELD's own proven quotes. 
Colorful characters, backgrounds, and props included on the disk 
provide a variety of cartoon scenes. You can even use your own 
backgrounds and props to provide flexibility. When you are 
finished, you can print your pictures as posters, cartoons, or 
labels. 

Create with GARFIELD! includes exciting, detailed graphics 
designed to stimulate creativity. Familiar GARFIELD cartoon set
tings are included as backgrounds for your creations. Characters 
and props are colorful stick-ons which you can easily move on the 
screen and place in a desired location with a simple keystroke. 
Word-processing capabilities allow you to write your own captions.· 
The end result is an original GARFIELD creation. 

MEET GARFIELD AND HIS FRIENDS 

The GARFIELD characters are 
unique. Their individual personalities 
work together to create opportunities 
for humorous situations and dialogue. 

GARFIELD is a fat cat ... selfish, 
cynical, lazy, and generally endearing. 
He tolerates Jon, antagonizes Odie, 
loves Pooky, is pleasant to Arlene, and 
is extremely jealous of Nermal. His 
main motivation- is food and "he never 
met a lasagna he didn't like." 

Odie is a true dog ... a totally mind· 
less free spirit who loves everyone. He 
stares, slobbers, and utters the usual 
dog sounds. He reacts without thinking, 
but he sometimes manages to get the 
best of GARFIELD. 

GARFIELD Characters: Cl 1978, 1979, 1980 United Feature Syndicate , Inc. 
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clo0n is GARFIELD's ownB:!:r _ .. easy· 
goo ing, day-dreaming, and wi!S+ y -washy. 
I-:le !Provides shelter, love, c:=-<:>d, and 
a_ ention while GARFIELD -pr<>vides 
tlnE abuse. 

Arlene wants to be G~~FIELD's 
lo'Ue ... although GARHE:I__D is so 
nrnu.1c::lh in love with himself, t El ~re's pre

-cous little room for anyon~o 42 S•e . She 
e~ r:1jo0ys chasing mice a 1111 cl_ wishes 
GARFIELD were more of arr «::> imr:iantic. 

Nermal is the world's <:::~ est kit
t-en _ .. which provokes G~~ I ELD's 
je;al ousy. In spite of GARFJ:E:::I.___ID's feel
i 9iS for Nermal, Ner l'""mll ~ loves 
G ARFIELD and everyone el :s.~--

Pooky is GARFIELD's ~ tnl:Y con-
e- damt . . . since GARFIElL_.I:J is not 
t:hine;atened by the inanimate -e: clly bear. 
T te beloved Pooky is the e» s..r one to 
s;ee GARFIELD's softer side.. 

T his basic informat oC:ll ::ir-. about 
GAIRFIELD and his friends SJ- "'V'-es you a 
star ing point for hours ~ creative 
designing. Your imaginatioo 1C:11 !S).-ovides 
t::hie only limits to the humc:»oor <::J>IW..IS situa
t:::io11s you can create. 
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GETTING STARTED 

You will need an Apple* II+, lie, or lie computer with one disk 
drive and a monitor or TV. Because of the vivid colors used in the 
program, a color monitor or TV is recommended. To fully utilize 
all of the program's features, the following items are also strongly 
recommended: 

• a compatible dot matrix printer with graphics capabilities to 
print posters, cartoons, and labels. (See Hardware Specifica
tions, page 27 .) 

• at least one data disk for storing creations for future use. 

• a graphics tablet or drawing program to create additional props 
and backgrounds. 

Loading 

1. Place the diskette in the disk drive (label up) and close the door 
on the disk drive. 

2. Turn on the computer and the monitor or TV. If your system 
has autostart, the program loads automatically. If it does not, 
type PR#6 and press RETURN. 

3. You will see the Title and Copyright screens. Press any key to 
view the instructions for making a cartoon. 

4. Read the instructions, then press C to view the Create! Menu. 

*Apple is the trademark of Apple Computer, lnc. 
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GARFIELD'S KEY CHART 

Create with GARFIELD! is fun and ea~ 
keystroke!!> will guide you through the entir~ 

..o use. These simple 
ogram. 

I SPACEBA..R I moves the asterisk (*) tc:> c::::::>options .on program 
r=i EJ l'il lfl menus, displays various s c:::=- -ons and erase out
t.=J -- LL.J L!_J lines included on the disk. 

I selects an option on a p. ~ram menu, selects 
.___ _____ _.. stick-ons and places sticb<:_ -=> s on your cartoon 

RETURN 

background, selects an ~ ~e outline and per-
forms the erase function_ 

I CONTROL n-~ returns you to the previo 
CONTROL-C anytime 
program. 

moves a stick-on up. 

~ ~rogram screen. Use 
c::::::> back through the 

moves a stick-on to the left-

~ [[] . moves a stick-on down. 

5 
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USING THE CREATE! MENU 

The Create! Menu is the main menu which guides you to all 
the various capabilities of this program. Select a particular activity, 
and sub-menus guide you step-by·step to the completion of that 
activity. 

There are three easy steps to create a cartoon. 
1. Always select a background first. 

2. Select stick-ons (characters, props, or captions) one at a time 
and place them on the background. 

3. Save your cartoon to an initialized data disk and/or print a 
cartoon, poster, or label. 

CREATE WITH GARFIELD! 

* See Picture 
Get Background 
Get Stick-ons 
Erase Stick-ons 

SPACE BAR - move * 

Special Artwork 
Data Disk 
Cartoon Printer 
See Instructions 

RETURN - choose 

Press the spacebar to move the asterisk (*) to the menu 
IC>ption you want, then press RETURN. 

See Picture 

Choose this option to view the progress you have made on 
!lJOur cartoon. The Create! Menu disappears revealing your car

oon on the full screen. If you have not yet selected a background, 
he screen will appear blank (white). 

Note: After selecting this option, press C to return to the 
Create! Menu. 
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Get Background 

This option allows you to vie and select the backgr01..1Lnds 
i.mc::=luded on this disk. To select ab~-= lcground, press the space.bar 

o move the asterisk (*) to the i ~:r.n of your choice, then p ess 
EE'ifll.JRN. 

• T lie first seven menu optic:> :s list specific backgroLinchs 
;available for your use. In addit <=>ilrl to a plain white backgro1L.Jnd, 
1hiey are: 

r 
-

Rooom Tabl e Line 

lrree Fenc e Label Outline 

' 

' 

• Choose the Label Outline optie> 
yout cartoon as· a label. De sigz: 
located on the lower (white) lia 
in g into the upper (blue) area 

ii you want to create and ]print 
yrour label so all stick-ons ar-e 

c:::if the screen. Anything ex end
not be printed on your la IJeL 

The lower half of the screelllL i.s designed to fit a starL dard 
4- x 17/i6H fanfold label. If you a. ~112 using a smaller label, you wi II 
need to plan your cartoon to fi e smaller space. 

- The Create! Menu option retui:- s you to the main menu. 

GARF IE'.LD: c 1978 United Feature Syndicate, Inc_ 
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Get Stkk-ons 

S.tick-ons are pieces of artwork that you can move around on 
your screen. This disk contains stick-ans for all your favorite 

· GARFIELD characters, props, and captions. You can also write 
your own captions in a stick-on caption bubble, then place it any
where on the screen. 

GET STICK-ONS 

* GARFIELD Props 
Odie Quotes 
Jon Write Captions 
Friends Create! Menu 

SPACE BAR - move * RETURN - choose 

Identifying the Stick-ons Categories 

• The principle GARFIELD characters are listed on the menu by 
name. Select GARFIELD, Odie, or Jon to view various stick
e>ns of each of those characters. 

• The Friends option includes stick-ans of Arlene, Nermal, and 
Pooky. 

• The Props option contains various pictures (lasagna, refrigera
tvr, TV, etc.) and cartoon words (CRASH, BARK, WHAM, 
etc.) to be used as props. 

• The Quotes option contains several of GARFIELD's most 
popular statements, already written and ready to use. To give 
YJOU twice as many choices, there are two Quotes sections. 
You might want to view them all before making a selection. 

Note: If you do not choose a quote, press CONTROL-C to 
return to the Get Stick-ans menu. 

• The Write Captions option allows you to write your own state· 
ments in stick-on caption bubbles. (See Writing Your Own 
Captions, page 10.) 

• The Create! Menu option returns you to the main menu. 
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Selecting ar-;a..d Placing Stick-ans 

' \ 

I. Press t he spacebar to move the asteirisk (*) to the option of · 
yoLJr c::noice, then press RETURN. 

2. Press 1he spacebar to view the avatilab e stick-ans in that 
optior:._ 

3. Press EETURN to select the stick-on e>f yc:::>i r choice. 

4. Press he I, J, K, or M key. Your stic..k-o will appear on the 
uppec- l eft CIO rner of your cartoon. 

5. Usie t e I, J,. K, and M keys to move your- stick-on around the 
backS31 cound_ 

6. Whe~ the stick-on is in the desired locati c::=- n, press RETURN. 
Stic k-ems can be placed over other stiick ~ns to give depth to 
your c=a rtoon. 

7. The c:; oet Sfick-ons menu appears. 

8. Re1Pec=iil steps to select as many stick-oa s as;;- desired. 

'2. ~o· , ~tick-ons cannot be picke.d U/!D" 
RETURN is pressed. Use:: th~ Erase Stick·ons 
option from the Create! fvflen lLJCl to remoue stick
ons once they haue been p/ac~d. 

GARFIELD: c 19''"'.7"'3 Unitedl Feature Syndicate, Inc. · 
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Writing Your Own Captions 

1. Select the Write Captions option on the Get Stick-ans menu. 

2. Press the spacebar to view the available sizes of caption 
bubbles. 

3. Press RETURN to select a caption bubble. 

4. A blinking cursor appears in the caption bubble. Type your 
caption. 

To make a change, use the left arrow key to delete letters 
to the left of the cursor. 

To center a caption, press the spacebar to add spaces 
within the text. 

Note: To capitalize letters with the Apple II+, press ESC once 
to capitalize one letter. Press ESC twice to capitalize 
several letters, then press ESC again to return to 
lowercase letters. 

5. Press RETURN when you are finished typing. 

6. The screen prompts "Is this correct (Y/N)?" If your caption is 
correct, press Y. If not, press N. 

7. Press the I, J, K, or M key. Your caption stick-on appears 
on the upper left corner of your cartoon. 

8. Use the I, J, K, and M keys to move your caption around the 
background. 

9. When the caption is in the desired location, press RETURN. 

IO. The Get Stick-ans menu appears. 

GARFIELD: o 1978 United Feature Syndicate, Inc. 
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Erase Sticlk-ons 

This option alle>J>ws Y'<>U to erase stick-ans from ~ oc:=>lI r c.artoon. 
Use this c:1ption to 4!2lirni1n~te characters, props, and c=-~p t i cn11s after 
they have_ been pl < e:d CD Rl your background. There ~e l"'»o ways 
to erase a stick-on. 

• If the stick-on s;;;ta!llc:Ls alone, select an outline l ai r~~ e: ough to 
enclos,e the ent :ire st ick-on_ 

Note: Any pom::-tion of any other stick-on exte n 
outline U!llOIJill al:sc::> be erased. 

n g into the 

• If the stick-on i near '°ther stick-ons, select a sma...]] ~ LJJtline and 
erase conly part <:>f ihe stick-on. Repeat the erase po x- c::>c edlure. 

Erasing a Stiick-on 

1. Read the Erase [ ..Jisiructions on the screen. Press C::: io continue_ 

2. Press the spac~l>ar t o view the available outline :s~ ~..s _ 

3. Press RETUR to soe ect the outline of your choic ~. 

4. Press t:he I, J, , or r.1 key. Your outline appears 111 t oe upper 
left corner of yo ;&!If ca r oon. 

Note: If your Cc::3rtoc:1n has a black background, tt!-ll,~ b ack erase 
outline ill not: show. For ease of use, mo _ C2 the outline 
until visit::.le. 

5. Use the I, J, I-<, a111cl M keys to move the out_ 
stick-an you wa t io ~rase . 

6. Press RETUR 

7. Repeal steps if r;:-;aecess;ary. 

8. When erasing i~ co plete, press CONTROL-C:: 
the maain menu. 

11 
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Special Artwork 

Before you proceed, you must first use a graphics tablet or 
drawing program to create new artwork and save it on a separate 
disk. 

This option allows you to use your own original backgrounds 
and props in your GARFIELD cartoons. Draw your backgrounds . 
or props using a graphics tablet or drawing program, then use the 
Special Artwork menu to load them into the Create with GAR
FIELD! program. 

You can save your special artwork on the same initialized data 
disk you used to save your cartoons. However, using the same 
disk for both functions may cause the program to display a "Disk 
Full" message even though the menu appears to have room. 
Therefore, it is strongly recommended that you use two separate 
initialized data disks, one for saving cartoons and another for 
saving special artwork. 

SPECIAL ARTWORK 

* See Instructions 
Load a Special Background 
Capture a Special Stick-on 
Load a Special Stick-on 
Delete a Special Stick-on 
Create! Menu 

SPACE BAR - move * RETURN - choose 

Press the spacebar to move the asterisk (*) to the menu 
option you want, then press RETURN . 

. 12 ' 



See lnSU"t ·rwctions 

Soe ect this option to view genieral directions for using the 
Sp~.c i.al Artwork features. 

Load a:' Special Background 

1. Draw your special background 1Us:ins a graphics tablet or d!J'aw
i:um g program. Save your backgr0>u.mnd on an initialized disk. 

2. SeOsect Load a Special Backgre»un d from the Create with 
GARFIELD! Special Artwork m er:au_ 

3. h e screen will prompt you to il'b!Se:rt the disk containing s.rour 
s;-p~ cial backgrounds. Follow scre~n directions. 

4. A:fitser pressing C, a list of the pict r.e.s you have saved appears. 

5. Pre ss the spacebar to move the .-::'iS t erisk (*) to the picture tit le 
!.Jl'Oll.D want, then press RETURN. 

6. 11rhe chosen background appea s on the screen. Then the 
Special Artwork menu appears. 

Captiur-e CJ Special Stick-on 

Si nee stick-ons are moveable pi ..ec:ees of artwork, they must be 
d.-a."IQ.V'ni on a white background and c:::a.iptured. "Capture" involves 
rep aic:ing your picture's white ba 1< ground with a black biacl<· 
g.-o -...nnod. This enables the computer OJ recognize it as a moveabile 
stic.k--on. 

"YC>iu only have to capture each special stick-on once. After you 
caµ. tTL1re a stick-on and save it on a data disk, you can u:se it 
re~a.t!edly . 

. -. ,· ,: . '\ ·~ .. · 
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Steps to create and capture original stick-ons 

1. Draw your stick-on on a white background using a graphics 
tablet. Save your slick-on on an initialized disk. 

2. From the Create with GARFIELD! Special Artwork menu, 
select Capture a Special Stick-on. 

3. The screen will prompt you to insert the disk containing your 
special stick-ons. Follow screen directions. 

4. After pressing C, a list of the pictures you have saved appears. 
Press the space bar to move the asterisk(*) to the picture title 
you want, then press RETURN. If you select a picture that is 
too large to be a stick-on, the computer prompts you to select 
another picture. 

5. Your picture appears on a white background, then it moves to 
the upper left corner of the screen . The computer automatically 
fills most of the background with black. Your stick-on casts a 
white shadow across the screen. 

H - see help instructions 
I, J, K, M - move cursor T - trace 
RETURN - color black C - continue 

6. Read the directions on the screen, then press C to continue. 

7. Locate the tiny flashing dot in the upper left corner of the 
screen. Use the I, J, K, and M keys to move the dot into the 
remaining white background. 

14 



8. Press RETURN and ti-. e computer fills the rest o f thoe... white 
background with blac k If any unwanted white ib ack!9rUO itmd 
remains, repeat Steps 7 c::ind 8. 

J:ake ..sur-e the flashing dot is outsicle yo ILL r 
stick-o n. [f any portion of your stick-on i.s fil/E?..d 
with b>lt0c , that portion will be erased. 

9. Make sure all of the wl'-ii te background is filled in ,.,.,,ith b J.ack. If 
your stick-on cont aiin!:3 an area where you want yol.'.llic- bo .ack
ground to show t r ot.1.. ~ h, move the flashing dot to th..c:l<t <area 
and press RETUR 

10. To double-check t e <:> tline of your stick-on, p rress, a . The 
computer flashes a whni e square behind your sti c.k-or.lk _ l\.-1ake 
sure the white tracing: Dashes through all areas you ~Odin the 
background to sho"W.1. I i t doesn't, repeat Steps 7 and & 

11. When you are sure" yoC'......I have captured your stick-on, px::-tes:..s C. 

12. You will see the Sa v e .:3 :Special Stick-on screen. Y<>u C:-<:3.n .save 
up to 10 special sticke> 111s on your disk. 

A. Type a numera_ (1-::::10) and press RETURN ]fa s;-tlic:..k-on 
already exists a th«==lt number, it will be erased a nd r«== pl .aced 
by the new one_. 

B. Type a name (L4 c ~racters or less) for your stick - coni and 
press RETURN . 

C. A red flashing li ne. ndicates where your stick-orr-. w-ill be 
saved. The cocnpLJ1Ler prompts "Are you sure (Y--,,,,I )?" If 
the information iis C:::())rrect, press Y. If not, press N_ 

D. The Special ArEuvo k menu appears. 

GARFIELD: c 1978 United Feature Sy-rudic;ao.te , Inc. 
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Load a Special Stick-on 

You must first capture and save your stick-on before you can 
use it in a GARFIELD cartoon. (See Capture a Special Stick-on, 
page 13.) 

Steps to load a special stick-on 

I. Select Load a Special Stick-on from the Special Artwork menu. 

2. The screen will prompt you to insert the disk containing your 
special stick-ons. Follow the screen directions. 

3. After pressing C, the Load a Special Stick-on screen displays 
the names of all the stick-ons you have captured and saved on 
the disk. 

4. Type the number of the special stick-on you want to load, then 
press RETURN. 

5. A red flashing line indicates the chosen stick-on and the com
puter prompts "Are you sure (Y/N)?" If your selection is cor
rect, press Y. If not, press N . 

6. Press I, J, K, or M. Use these keys to move your special 
stick-on around the background, then press RETURN. 

7. The Get Stick-ons menu appears. 

16 



Del ete amc::J Special Stick-on 

I. lect Delete a Special Stic~~oon from the Special ArtworJ,...;; 
enu. 

2. r--he screen will prompt you to 
s ecial stick-ons. Follow scITee 

rn.sert the -disk containing you 
diirections. 

3. fter pressing C, the Delete a 5 JPtecial Stick-on screen displa.,,~ 
· t e names of all the stick-o ns !Y<=ll ll have captured and saved o r:::-:t 
tE-ie disk. 

4. ~ pe the number of the special s; - e lk-on you want to delete, the r1l 

i>- ess RETURN. 

5. red flashing line indicates th~ ch1osen stick-on and the corn~r 
µa.. ter prompts "Are you su re C I )?" If your selection is cor-
r.-ect, press Y. If not, press lN. 

6. -r:::-he Special Artwork menu app112:;ai:rs. 

Create Menu 

Sel~ct this option to return to the nxm.ai.n menu. 

17 



Data Disk 

The Data Disk features allow you to see the current cartoon, 
load, save, or delete a cartoon, and initialize a data disk . The initial· 
ize feature also enables you to create an electronic comic which 
displays your cartoons automatically in succession. (See Creating 
an Electronic Comic, page 25.) 

You need a separate, initialized data disk to save your crea
tions. You cannot save cartoons or special artwork on the Create 
with GARFIELD! disk. 

DATA DISK 

* See Instructions 
See the Current Cartoon 
Load a Cartoon 
Save the Current Cartoon 
Delete a Cartoon 
Initialize a Data Disk 
Create! Menu 

SPACE BAR - move * RETURN - choose 

Press the spacebar to move the asterisk (*) to the menu 
option you want, then press RETURN. 

See Instructions 

Select this option to view general directions for using the Data 
Disk features. 

See the Current Cartoon 

This option displays the cartoon on which you are currently 
working. Press C to return to the Data Disk menu screen. 

18 



Load a Cartoor-2 

Follow th ~e simple steps to load a cartoon fir::- om your data disk 
into the com ter's memory. 

I. The scree-... will prompt you to insert your dat a disk. Follow 
screen dir~ctions . 

2. After pres:--=:;ing C, the Load a Cartoon sc::::r.e.e:n displays the 
names of a I the cart oons you have saved on h e disk: 

3. Type the r.n. ;umber o;f the cartoon you want tc:::J load, then press 
RETURN 

4. A red flas i11g line indicates the chosen cart:-~on and the com-
puter protr:I!l:l p ts "Are you sure (Y/N)?" If yo rr sielection is cor· 
rect, press -Y. If not,. press N. 

5. The chos.e::~!::n cartoion appears. Then the Uata Disk menu 
appears. 

Save the Currerwc.1: Carto10n 

You can save ~p to 10 cartoons on your data dis 

hou must initialize your data dis; 
ing ci cartoon or you will erase wo cur current 
cartoon from the computer's ~e·rnory. 
Jnitiailize a Data Disk, page 20.) 

I. At the Savr~ the Current Cartoon screen, typ -=:2 a 111umeral (1-10) 
and press ~ETURN. If a cartoon already exi s at that number, 
it will be erc=:!llsed and replaced by the new one. 

2. T~·pe a na~e (14 characters or less) for your c::::.air1oon and press 
RETURN! 

3. A red flas - ng line i11dicates where your cart-=>ion will be saved. 
The compL..lll li:er prompts "Are you sure (Y/Ni ?'"' If the informa· 
tion is corrr~d, press Y. If not, press N. 

4. The Data f::>[sk menu appears. 

GARFIELD: c 1978 Unite.c::::::::!I F eature Sy!ndicate, Inc. 
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Delete a Cartoon 

Select this option to delete a cartoon from your data disk . 

I. The screen will prompt you to insert your data disk. Follow 
screen directions. · 

2. After pressing C, the Delete a Cartoon screen displays the 
names of all the cartoons you have saved on the disk. 

3. Type the number of the cartoon you want to delete; then press 
RETURN. 

4. A red flashing line indicates the chosen cartoon and the com
puter prompts "Are you sure (Y/N)?" If your selection is cor
rect, press Y. If not press N. 

5. The Data Disk menu appears. 

Initialize a Data Disk 

This feature allows you to initialize a data disk through the 
Create with GARFIELD! program. Your data disk can then be 
used to save your cartoons, and even create an electronic comic. 
(See Creating an Electronic Comic, page 25.) 

Note: Initializing a disk will erase any information stored on 
that disk. 

I. The screen will prompt you to insert your data disk. Follow 
screen directions. 

2. Press S. 

3. The screen will prompt "Are you sure (Y /N)?" If you are ready 
to begin initializing your disk, press Y. If not, press N. 

4. The Data Disk menu appears. 

Create! Menu 

Select this option to return to the main menu. 

20 



Cartoon Printer 

This feature einal> es: y.ou to print your creations a~ c .artoons, 
posters, or labels. Cl1ec~ to see if your printer SYJStenn i~ con the list 
of hardware compat il:> e with the Create with iGAR £/LD! pro
gram. (See Hardw;ar e Specifications, page 27.) If yiour s~lem is not 
on the list, try variou:s o m binations of printer specifica oms to see 
if your particular syste!II is compatible. 

Steps to print you r ca.-toon 

I. Select Set up true IPiri n teir to define your printer spe< i 

2. Use the current c:a r oo n or use the Load a Carte>o 
select another cairioo!ll1. 

c ations. 

o ption to 

3. Select a print opt ic:m ( Pr.int a Cartoon, Print a Post:ei::-~ o r Print a 
Label) from the Ca rioo0n Printer menu. Then fd -=:::111..'-' screen 
instructions. ' 

CA ATOON PRINTER 

* ~:»ee nst ructions 
S ee t:he Current Cartoon 
L o aidl ;a Cartoon 
Pr in a Cartoon 
P .rint a Poster 
P' irnt a Label 
Sie t 1..1 p the Printer 
C re.a ie! t.tlenu 

SPACE BAR - rr:iove * RETURN - ch oosE 

Press the space:fua.- to move the asterisk ( *) t«> 
option you want, th e '.llll p r::-ess RETURN. 

See Instructions 

e menu 

Select this optie>ril. to i,iew general directions for us in~ tie Car- . 
toon Printer feature. 

· 1 
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.See the Current Cartoon 

This option displays the cartoon on which you are currently 
working. Press C lo return to the Cartoon Printer menu. 

Load a Cartoon 

Follow these simple steps to load a cartoon from your data 
disk into the computer's memory. 

I. The screen will prompt you to insert your data disk. Follow 
screen instructions. 

2. After pressing C, the Load a Cartoon screen displays the 
names of all the cartoons you have saved on the disk . 

3. Type the number of the cartoon you want to load, then press 
RETURN. 

4. A red flashing line indicates the chosen cartoon and the com
puter prompts "Are you sure (Y/N)?" If your selection is cor
rect, press Y. If not, press N. 

5. The chosen cartoon appears. Then the Cartoon Printer menu 
appears. 

Print a Cartoon 

I. Select Print a Cartoon from the Cartoon Printer menu. 

2. The screen prompts you to turn on your printer and position 
your paper. Press C to begin printing. 

Note: Press the spacebar to stop and start the printer once 
printing has begun. 

3. When printing is complete, the Cartoon Printer menu appears . 

Print a Poster 

I. Select Print a Poster from the Cartoon Printer menu. 

2. The screen prompts you to turn on your printer and position 
your paper. Press C to begin printing. 

Note: Press the spacebar to stop and start the printer once 
printing has begun. 

3. When printing is complete, the Cartoon Printer menu appears. 
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Print Cl'I Label 

I. Select Print a Label from tl: he C;artioon Printer menu. 

2. The screen prompts you to tuna on your printer and posit - e>in 
your paper or labels. Press C to begin printing. 

Nvte: Press the spaceboar to s.tvp and start the printer or;,c:=:e 
printing has begun. 

3. ~!hen printing is complete, the Cartoon Printer menu appea s:- _ 

Set up the Printer 

Yem must identify your haxdwaire components to allow the pr- t 
er alCld the Create with GARFIELD!' program to communicate. 

BeffCJJre you begin, 

• ffiind the brand name of the pri1111-er and printer interface c-=ir-<d 
1L11sed with your system. 

• see Hardware Specificatt ion s, page 27, to determine if yc::>Lllrr 
.s»yrstem is compatible v.vithl trae Create with GARFIELr=>_ 
p rogram. 

• d etermine in which slot thae p;rilnteif interface card is located. 

Lf :you are unable to obtaiD1 this in formation or have equipm~~T 
thai.t is not listed as compatiole, t n iaJ and error may be your 0 31:1 ,y 
recOl'urse. 
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RELATED ACTIVITIES 

I. Ask students to make original comics and paste them onto 
posterboard. Cut the comics into sections and place all the 
sections into an envelope. Have students trade envelopes and 
reassemble the sections. 

2. Have students design comics to be placed in a book. Next, 
design and personalize a cover for the books. 

3. Divide students into groups of four. Have each student design 
one section of a comic without help from the other students. 
Put the sections together. Ask "Does this make sense? Is this 
funny?" Discuss the concepts of planning, organization, and 
teamwork. Do this exercise again, working as a group. 
Compare the results. 

4. Have students research the history of cartoons. When did 
cartoons begin? What is <• cartoon? Who drew the first 
cartoon? Discuss the difference and purpose of each type of 
cartoon. 

5. Develop incongruent cartoons for the class, such as Jon sitting 
on top of the TV or the window placed in the floor area. Begin 
a discussion by asking "What's wrong with this picture?" 
followed by "How would you fix it?" For children who have not 
yet learned directions, teachers could encourage the use of up, 
down, right, and left in the answers. 

6. Take a poll of how many students have pets and their types. 
List the pets on a chart using the GARFIELD characters. You 
may have to add your own symbols for fish, birds, snakes, etc. 
Ask the students to make a cartoon demonstrating the care of 
their pets to share with the class. Make a bulletin board with 
the cartoons and care ideas. 

7. Encourage students to use a newspaper. Have them locate and 
read the GARFIELD comic strip daily. Make a GARFIELD 
collection. Discuss the concept of humor. Ask students "Is it 
hard to be funny?" and "What makes something funny?" 

8. Who is Jim Davis? What does a cartoonist do? If possible, 
invite a cartoonist to the classroom and discuss cartooning as a 
career. 
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HARDWARE SPECIFICATIONS 

This list contains the brand names for printers and interface cards 
known to be compatible with the Create with GARFIELD! 
program. 

Interface Cards 

APPLE lie SERIAL 
APPLE CENTRONICS 
APPLE PARALLEL 
APPLE SERIAL 
APPLE SUPER SERIAL 
CCS 7731 (California Computer System) 

DISPATCHER 
DUMPLING64 
DUMPLINGGX 
EPSON APPLE 
GRAPHICARD 
GRAPPLER 
GRAPPLER+ 
MICROBUFFER II 
MICROTEK RV-611C 
MPI AUTO PLOT 
PRINTERF ACE 
PRINTER MATE 
SeriALL 
TYMAC 

Printers 

ANADEX SILENT SCRIBE 
APPLE DOT MATRIX 
APPLE IMAGEWRITER 
APPLE SCRIBE 
C. ITOH PROW RITER 
C. ITOH PROWRITER II 

CENTRONICS 351 
CENTRONICS 739 
CENTRONICS GLP 
CENTRONICS H80 
CENTRONICS Hl36 
EPSON FX SERIES 
EPSON JX-80 (B&W OUTPUT) 
EPSON LX-80 
EPSON MX SERIES 
EPSON RX SERIES 
MANNESMANN TALLY 85/86 

(FX-80 compatible) 

MANNESMANN TALLY 85/86 
(IMAGEWRITER compatible) 

MANNESMANN TALLY 160 
MANNESMANN TALLY 180 
MPl88G 
MPl99G 
MPI Print mate 350 
MPISX 
OKIDATA 82A with 

OKIGRAPH 
OKIDATA 83A with 

OKIGRAPH 
OKIDATA92 
OKIDATA92 

(IMAGEWRITER compatible) 

OKIDATA93 
OKIDATA 182 
OKIDATA 192 
OKIDATA 193 
OKIDATA 193 

(IMAGEWRITER compatible) 

OKIMATE20 
STAR PRINTER SERIES 

NOTE: When using a serial interface card, the card should be set 
to transmit eight bits. 
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LIMITED WARRANTY' 

Developmental Learning Materials warrants this software 
product against defects in materials or construction for a period of 
six months. If, during that time, you cannot properly load or run 
•he program, you may return it to DLM for a free replacement. 
Write DLM Customer Service, One DLM Park, Allen, Texas 
75002. 

This limited warranty does not apply if the product has been 
damaged by accident, abuse, or modification. 

Back-up and Replacement Copies 

The program diskettes are protected to prevent duplication. 
You may purchase back-up copies or replacements for worn or 
damaged diskettes for $15.00 per copy, plus shipping and handling. 
Write DLM Customer Service, One DLM Park, Allen, Texas 
75002. 

Apple Computer, Inc. makes no warranties, either express or implied, regarding the enclosed 
computer software package, its merchantability or its fitness for any particular purpose. 

DLM Software: A name you can trust. 
A respected publisher of educational materials for more than 15 
years, DLM now lends its expertise to the field of microcomputer 
learning. The company's editors believe strongly that colorful 
graphics and fast, game-like action are the best ways to help chil
dren enjoy using microcomputers while learning important basic 
skills. · 

Developmental !:.earning Materials 

MA744 
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Other Innovative 
Educational Software 
Available from Dll\.l 

LANGUAGE ARTS 

Boppie's Great Word Chase 
Construct-A-Word I & II 
Hint And Hunt I & II 
Syllasearch I, II, Ill, IV 

Arcademic Skill Builders 
In Language Arts 

Spelling Wiz 
Verb Viper 
Word Invasion 
Word Man 
Word Master 
Word Radar 

WRITING 
The Writing Adventure 

GEOGRAPHY 
U.S. Atlas Action 
World Atlas Action 

EARLY CHILDHOOD 
Alphabet Circus 
Animal Photo Fun 
Comparison Kitchen 
Fish Scales 
Number Farm 
Shape and Color Rodeo 

fil~DL'VI 
H Teaching 
li Resources 
One OLM Park• Allen. Texas 75002 

MATH/ PROBLEM SOLVING 
Fraction Fuel-Up 
Freddy's Puzzling Adventures 

Arcademic Skill Builders 
In Math 
Alien Addition 
Alligator Mix 
Demolition Division 
Dragon Mix 
Meteor Multiplication 
Minus Mission 

COMPUTER LITERACY 
Getting Started With Basic 
Getting Started With Logo 
Turtle Tutor: A First Course in Logo 

CREATE YOUR 
OWN CONTENT 

Arcademic Drill Builders 

Alien Action 
Alligator Alley 
Idea Invasion 
Make-A-Match 
Meteor Mission 
Wiz Works 

GARFIELD Charac ters: <C> 1978, 1979, 1980 United Feature Syndicate, Inc. MA744 
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