
The Cnenrive ìVniriNc Senies
\ryith the Creative rffriting Series, students can design a scene on one screen, and write
about it on a separate screen using a text processor. the text processor includes word
wrap, insert, and delete, making it easier for students to write larger selections and
edit them at any time. Text can also be entered on the graphic screens using speech
bubbles. Each program includes a speech feature that speaks and spells any text that
is entered, when used with an Echo speech synthesizer. The programs print out stories
and scenes in a variety of sizes, including poster. All of the Creative Writing programs
can share clip art and backgrounds to create an endless library of themes to write
about:
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ST]PFORT
Ifyou have any questions or problems, call Queue, Inc. at 1-800-232-2224. Defective disks
willbereplacedfreeofchargeupto lS0daysafterinvoicedate.DisksdamagedafterlsOdays
maybereplacedat $10.00 forthefirstdiskand $5.00 foreachadditional diskinaprogram.
Mail the damaged disk(s) and appropriate payment to Queue at 338 Commerce Drive,
Fairfield, CT 06432, for a promptreplacement.

Backup disks are available at $10.00 for the first disk and $5.00 for each additional diskin
a program. Customers are limited to one backup disk for each disk purchased. Backup
disks are for archival puqþs¡es orùy.

Never expose any computer software to excessive heat or cold. Do not leave your software
near a strong magnetic field such as might be produced by an electric appliance, stereo, or
speaker magnet. Always place your software in its sleeve when you are not using it. This will
protectitfromdustandfingerprints. Finally,nevertouchtheexposedpartsofthediskwhieh
are visible through the holes in the disk cover.

Munr rHE Gnxo

Angus

Watch out! This stout and
bloated elephant is a,
radical bungler. You don't
want to startle this
peanut brain. His clumsi-
ness even leaves himself
flabbergasted.

bloated, wide, bungler,

ungraceful, flabbergasted

Babbs

This motherly kangaroo
will jump to the ends of
the earth for you. She's
quick to defend others
from harm's \¡yay and is
hopping with affeetion
and goodwill.

motherly, protective,

affectionate, tender



ITEEI THE Gnno

Budster

When things turn grizzly,
he's the'þanicster". But,
he's honey through and
through, and sweet as can
be. This outdoorsman is
lovable and a furball of
fun with his friends.

Gnsnrluu Snrüprus

Clyde

panicky, unnerved,

sweet, lovable, âffiiable

macho, courageous,

o¡ thertlr otcto dåmll rlbc

Choo¡r rn

hc ch¡r¡ctcr.

rnd glve lt r
nåDle. U¡s e¡ch

,llâ0ßr
1{ ]{lld
â âctlvc
fl Olggls
t Oroovg
Y Yeppg

A city-born rat that's
gtown up hard and macho
to the whiskers. Ife's a
tough cookie thatis hard
to crack. He's a black-belt
and âr €x-wrestling cham-
pion. This muscle-bound
vermin would take on an
entire army to help his
friends.

I lnow r monhgn¡mrd lloop,Hr llhr to plrg
trrlth lots of gooÞ,

u¡hed lom¡tor¡rnd olzz¡ ole -Iou'bättcr ir¡{ch
,out beforc hchltr gou lnthr cAa

muscle-bound, tough Page 37
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MEET TTIE Gnno

Floyd

This portly swine is ob-
noxious to the core. Buthe is by no means pig-
headed and his pork is
worse than his bite. He
oinks instead of laughs
and is a sucker for mud.
IIe's a ham when it comes
to an easygoing lifestyle.

portly, pudgy, obnoxious,

easy-go1ng, laid back

F -aa

Klondike

He thinks he's the cool of
the totally cool. This top-
hat feline has an ego
puffed-up more than his
mane. He can't help being
pompous and vain be-
cause Ít's what he does
best. Ife's all dressed up
and ready to enlighten any
occasion with his high-
bred presence.

cool, nonchalant, vain

l,fatch e¡ch h¡t lo thc corrrct obJrc

Page 06
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MEur THE Gnxc
Moop

There's a madcap buffoon
under that baseball cap.
He goes bananas over the
most hair-brained things.
His zarry humor makes
him the life of parties. If
someone is laughirg, then
this monkey is probably
on their back.

madcap, bizarre, zany,

humorous, playful

activist, demonstrative

we have included some samples on the program disk which you can
customize and print out to use in your classroom. There is afolder named
Sample containing: fill-ins, picturé games, and questions.

To access the samples, choose Create a Comic from the Main Menu. Then
choose either road aPanel or LoadaStory. Double click on the Sample
folder or highlight it with the arrow keys ând press Return.

Take a few minutes to look at the samples. They are sure to give you food-for-thought. The sample panels and s[ories areïesigned to bä printed
together in groups of two:

Shanti

Fill Blanks A-Panel
Fill Blanks B-Text
Match Panel
Sounds A-Panel
Sounds B-Panel
Pizza Panel
Name Panel
Poem Panel

You can change th_e samples by customizing them with text and clip art,
and save them under a new name on your ãata disk. The worksheei
samples can be printed out and distributed to the class.

This activist for peace
loves to demonstrate to
make his point. Ife's a
mouse caught in the rnaze
of life and he's out to har-
monize the world, whether
it means acting cool orbe-
ing atotally radical dude.
Anyone who wants peace
is hip enough to join his
cause. cool, radical, harmonized
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Poems
GRADELEVELS:1-6

Explore poetry possibilities! Discuss rhythm, rhyme and style. The poems
can be humorous. For the lower grades, print out poster-sized pictures for
motivation. In the upper grades the students can write and illustrate their
own poems.

Other Suggestions:

Flannel Board Figures, Stick Puppets, Dioramas or Puppet Theaters,
ActivityAMorksheets, Stationery, greeting cards...

Page 34

l+lunr rHE Gnnc
Squacher nosy, gossipy, snoop¡ng

She has an opinion on ev-
erything. This nosy gos-
sip can sit perched and
tell the longest tale. There
are no views thatcanrrrffle
her feathers. Only an
occaisional landing on
electirical wires does that.
Even then, she feels she
has to tell everyone all
about it.

Ttrrbo

This speed-demon leaves
others shell-shocked in his
tracks. His rubbery legs
are swift of foot and his
beaked head is quick-wit-
ted. When asked ques-
tions, he comes up with
snappy replies. This turtle
claims that he can outrun
any rabbit. ft's gotta be
his shoes.

talkative, chatty, gabby

sw¡ft, fast, quick, agile

I know a monkeg
named Hoop,

He likes to plag
with lots of g'ooF,

rushed tometoes
and pizza pie,

Tou better watchout before hehits gou in
the ege!

speedy, quick-witted



MEur THE Gnnc

waggy lovable, playful, waggish

stubborr, doggish, defiant

Ttre Name Game
GRADE LEVELS: 1- 6

Students pick one character stamp it on a blank background. Select avertical text box and typg in and w¡te his/her name v:ertically. Next, theywill _compo_se sentences that refer to_that character, each staiting wiih a-word that begins with the letter in the character's íame. Studeñts can usetþe p-rogram to write, illustrate and print their name games to share withthe class.

MightyMobiles
GRADE LE\IELS: 1-4

Create a fabulous comic mobile and have crazy characters whirring
around your head all day.

What You'll Need to Get Started:.Crayons, markers or colored pencils.Oaktag or cardboard for mouñting.Scissors and glue
.Colored yarn
.Clothes hanger or wooden dowels

Choose four fun characters and stamp them onto white backgrounds.
Malrbe_you want to design an outer spãce mobile. Print each õne orri t*iru
19 the Standard printout size. Mount one of each printout onto cardboard.Now color or decorate your_characters together. Pïnch a hole in lfrð ¿9p ofall four of the characters. loop different colored yarn througtr éu.h hoi.,allowing it to be long enough tó hang your characier from 

" ão*ãfã,
h-anger. You can \üraP yarn around-tire hanger fìrst so itls fuziy. Hang thecharacters at varying lengths to make an e*õiting mobile!

Stunning Stationery
GRADE LEVELS: 1 and up

Qreating yo_ur very own cartoon stationery is fun and easy. Choose ,,No
Background" from the backgrounds menú. Next, decide ïrri.t kind ofstationery you want to create. Do you want a theme? Maybe you just want
to stamp silly props along the top ãr tnu screen corner with different
gaptior-rs. Perhaps, yo,u want to stamp one of the larger characters drawn
foqth-e-waist^up-. Add a speech bubble and type your name and address init. Youll also frnd some lines in the special effeìts category that can be
used to create a margin or a border for your stationeryir.ãdtine.
Experiment!

I{e's lovable and playful.
Butlookout! Onemoment
he can be joking and wag-
gish, the next he's stub-
born and dogged. This
pooch is so full of energy
that his spots become a
blur when he chases his
tail.
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Creating Awesome Posters!
GRADES LEVELS: 1 and up
Students will love creating posters for special events.
Using the tremendous variety of fun characters, students can create unique
posters for Sports Events, Plays, Parent Teacher Night, Proms, Car
Washes, Senior Day, Campaigns, Say No to Drugs, etc.

The speech bubbles are great tools for conveying a message. Print the
designs out in the Big Book printout size. The printouts look great in color
or have some art students enjoy doing some great painting or marker work!

NOTE: Refer to Amazing ldeas in the Kids Guide for more Anímø,ls Wíthan
Attitude crafts and creations.

Br¡Iletin Boards!
GRADELEVELS:1-4

Designing a bulletin board about personality and character traits is fun!
Print out the different animals in poster size. Color and mount onto oaktag
and cut them out. Use the text processor to type adjectives that describe
each character. Print and mount them onto oaktag before cutting them out.
Display each cut-out character on the board with the appropriate
descriptions below it. This bulletin board can become a focal point for class
discussions on adjectives, opinions, frrst impressions, personalities and
more.

Persuasive Iætter
GRADELEVELS:4-6

Discuss writing styles with the class and hand out examples of persuasive
writing. Have the students choose a main character from the program that
they may want to be. Next, each student will write a persuasive letter from
that character's point of view. The letter can be writtén to a friend or family
member, convincing them to visit the character. Points to be addressed are:
attitude, scenery, lifestyle, likes and dislikes, etc. When the letters are
completed, students can type and illustrate each point and print them out.

Animals With anAttitude and Role PlaVrnS
GRADE LEVELS: 4 and up

Children can have trouble expressing their feelings or communicating
with others on issues that are troubling to them. This program is ideal for
students to "speak through" the characters. For example, if a student is
feeling left out and not in the "in crowd" he or she can-choose a character
that could help express their feelings.

Animals With an AttituderM lets children of all ages design their own
comic books, story books, posters, Big Books and more! Take a look at the
many exciting features in the program:

' Colorful backgrounds and hundreds of pieces of clip art that can
be easily manipulated to create an endless variety of unique
comic book scenes.

. Speech bubbles that children can use to create dialogue between
their characters.

. 'Word processing in a variety of font styles and sizes so children can
write stories describing the scenes they create.

. A choice of printout sizes ranging from miniature to poster.

. Speech s¡mthesis that allows the program to "speak or spell" any
text a child has typed. (You will need an Echo or Cricket
Speechboard to use this feature.)

In this GetthgStarted section, you'll frnd a list of equipment you need,
loading instructions, directions for installing the Speech Synthesizer, and
information on how to use this handbook. If you don't have an Echo
Speechboard, skip the Start Up instructions and move ahead to Loading the
Program.

Equipment You'll Need:
. Apple IIe with I28K,IIc, IIGS, or Macintosh LC with IIe Card. Animals With an AttituderM program
o Monitor (color recommended). Printer (recommended)
o Apple Mouse (optional). Blank Disks (optional). Additional Art disks (optional)
o Echo or Cricket Speechboard (optional)
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Start Up
Insta[ing the Speech Synthesizer
The program works fìne with or without the speech feature. However, ifyou do have an Echo (IIe) or Cricket (IIc) Speech Synthesirer, your stúdentshave the added advantage of being abie to hèar whlt theyffi." tr'ãitow ttreappropriate procedure below to install the speech rytrttt.sí""r in your
computer.

NOTE: If you don't haue a speech synthesizer, sirnpþ skip ahead, to the loading
instructions.

Installíng ttre Echo
To install the Echo_ speechboard in your Apple IIe computer, make
sure you begin with the computer orr. (pjease refer tô youí owninstallation manual for comþlete instructions) Follow these stefs:
1. To avoid electric shock make sure yo'r computer is oFF.
2. Remove the cover from your computer.

3. Using a g_entle rockin-g motion, insert the ECHO card into any slot exceptslot #3. Make sure the board is firmly in place.

4. Insert the speaker cable into the jack labeled .,speaker" on the ECHOcar{. If you ha¡te -headphones of stereo speake'rs, you can connect themto the jack marked "steieo',.

NOTE: The two gray knobs near the speaker jacks control the uolume of the leftand right channels.

5. Replace the cover of your computer.

hßtâlting tlre Cþicket in the Apple trc
To install the cricket speech synthesizer in your Apple IIc,follow these steps.

1. Begin with the computer oFF and the power transformer unplugged.
2. Plug the Cricket cable into the modem port (marked with a telephoneicon) on the back of your IIc.

3. Connect the cable from the power transformer to the jack on the back ofthe Cricket.

4. Plug the transformer into a po\Mer outlet.
Page 2

Print a]l panels and have students share their comic strips with classmates
or display them on the bulletin board.

Intemediate, Junior High and High School Students

Animals with an AttituderM is an invaluable tool for teaching basic
concepts of Fiction: characterization, plot, mood...

l.Characterl)evelopment The wide range of characters in this program
create an ideal venue for teaching character development.

A. Discuss the traits of each character. Is one of them bossy, obnoxious,
sarcastic, playful, or goofy?

Print out several characters in Poster size. Have your students describe thepersonalities of each of the characters. How does-do their personalities
affect the way other characters look at them?

B. Choose a cast of characters, including a protagonist, antagonist, and
sup¡rcrtingcharacters (discuss each of these terms with the claés).
Create a comic book panel for each one, using the speech bubble feature
to have the character make a statement aboùt himself. Remember,
statements made by the character must be consistent with thepersonality created for him or her! Use the text boxes to write adesÍription and name next to each character. Describe their personality
and-powers. Then, using the full screen word processor, have the
students write an adventure involving their cháracters.

2. SequencingofEvents: Comic books are great for teaching sequencing!

.{. Have an individu_al q{ small -group create a multi-paneled story.(At least 12 panels) choose the comic book page layout that has sixminjature panels on oIIe page and rearrange the órder of the story when
designing the layout. Print it out and havelhe remaining studentl try
and re-sequence the story.

B. Have an individu3l or-small group develop an outline for a completestory sequence the-plot, using the word processor. create gruihi.
panels to illustrate the story.

3. Mood Developmenû Create a background or series of backgrounds. Have
students use as Tany adje-ctives oi descriptive clauses as füey can to
describe the mood established by the scenôs. Or, give the stuãents a list of
adjectives and des_criptive clausôs and have them-create panels that
reflect the mood of those terms.

4. Na¡rative: Let students create a story using the foreground characters to
describe events. This person becomõs the ñarrator õusing the speech
bubbles). Explore the use of "fìrst person" narrative and ãobserv'er"
narrative.

Page B1



Computer Lab Adøptøtion: If you have access to a computer lab, this is a
terrifïc activity to do on the computer. Create your story starter and print it
in Big Book size. Display this in front of the classroom. Then have students
loadAnimals Wi.th an AttituderM and select Write About It!fuor¡n the Main
Menu. Using the small typestyle, the first studenù at the computer types the
story starter sentence. Then students rotate until they have had a chance to
type a sentence at each computer. (If students frll up one pâgê, have them
save, print, and continue the story or panels on a new page.) Print the final
products.

ContinuingStories
GRADE LEVELS:5 - 8

In this activity, students will work in teams of three. Each team of students
will work together to write one comic book. Students will begin by designing
a comic book panel. Then, students will write their storyline. The fìrst
student will begin by introducing the story. This student will describe the
main character(s), and the setting. The fìrst student should also set the
panel for the main action.

The next student will continue the story by telling about the characters and
their adventures.

Finally, just as the story reaches the most exciting point, the third student
will join in the story-making process. This student will work out a solution
to the story and resolve any loose ends.

When the story is frnished, have teams share their stories with their
classmates. You might want to create a Publishing Center on one of the
class bulletin boards for students to display their work.

Collaborative Comic Stuips
GRADE LEVELS: 4 and up

This activity is fun for students of all ages. Follow the steps as in the
previous activity, Continuing Stories. In this activity, students will be
designing comic book panels only. They will not be writing stories. Have
students work in teams of three or four. Tell students that they will be
creating one panel in the comic strip. Make sure they save their panels.
The fìrst student begins by designing a panel. Encourage students to use
the speech or thought bubbles to create dialogue in the panel.

The second student must look at the frrst frame (on computer or in print
form) and continue the comic strip. This student must consider the design
and dialogue from the frrst frame when designing the second frame to
continue the comic strip. She can even use the same background and
characters, the first student used. She might want to add ne\M props or
characters and then continue the dialogue in new speech bubblãs. -

Continue this process until the last student has fìnished his or her frame.
It is this student's responsibility to work out a solution for the comic strip.

Page 30

LoadinE the Program
To load the program:

1. Insert the program, label facing up, into Drive 1.

2. 1ì¡rn on.your monitor and computer. If the computer is already on,
press Ccintrot, ú, and Reset keyì at the same time.

3. In a few seconds, the Opening Screen will appear followed by a screen
with information on the speech feature. Press any key to continue.
When the Main Menu appears, you're ready to begin.

Refer to the Referrcnoe Guide for step-by-step instructions on how to use
each of the Main Menu options.

Documentation
There are three sections of the documentation: the Reference Guide,
the Teacher's Guide and the Art-at-a-Glance Booklet. Each section is
described below.

The Reference Guide
This provides step-by-step instructions for using each feature of the
p-rogram. Refer to the Reference Guide when you have specifrc questions
about a particular feature.

The TeacherCGuide
this guide provides teachers with grade specifrc classroom activities and
helpful hints.

Art-at-a-Glance
Displays the backgrounds, clip art and fonts included with the program.
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I
This section of the handbook contains detailed information about all of thefeatures in the program. Ì,ead through ihis nãïå"ã".. Guide ror. co*pi"testep-by-step instruõtions for using the-prograrn---- 

-

Refer to the Gettingstarted section at the beginning of this handbook forinstructions on installing your Echo Sp...tr -Sv"t-ftãrizer and for loadin!instructions.

The Main Menu
lgu¿- !h9 n-rgeram. when the Main Menu appears, you're ready to begin.The Main Menu lists silbasic oltiotrr yoo;ä.hãå;"f;ro-TË opiior*available are: create a gomic,ti'riteALout It, iourcomic collectior¡Print, Utilities, and Quit'

Selectinga Menu ltem
To select an item _{gm any menu, simply press the arrow keys to move theblack menu bar. when the *"trú bat ir"oir trrã ãpiio" you want, pressReturn. That's all there is to it. Froq ,ro* orr, frri, pio..ss of mäving themenu bar to an option and pressing Return wiit ue d¿iea ¿rãi;¿i"Þ.

Cneating a Data Disk
$you want to save the scenes and stories you design, you'll need aformatted 3 L/2" or 5 Ll4" data disk. To forrñat a disf, iälect tt e Útitities
9.ptiql.- Nelt, select FomatDisk. Select the locatioá of the drive containingthe disk to be formatted and insert a blank disk ior one that contains
l$orrytjgl you- To longer-need) in that drive. \^rh.tr you see "volume
Name:" followed þv a þ1i4ing cursor, type a name ror yo"" ãata aist a"dpress Return. when the utilities Menu ieappears, yoúr. ,"áav to begin.Press Esc to exit to the Main Menu.

Publish the Comic Book
{hen you have a final product, photocopy the magazine and distribute it tothe talget audience. Ask for feedback frõm the aüdience, perhaps in theform of letters to the editor. You might also want to mouii the drisinal
c_opy, color and laminate it for display. Finally, to ensure students"have a
chgl-ce t9 try writing for a variety of purposej,:rotate positions for eachpublication.

The Chain Story
GRADELEVELS:4-8

In thiq activity, you'll create a story starter, make frve or six copies, andpass them around the room. Your students will take turns aaäing a
sentence to each of the evolving stories.

Create a comic book panel as a story starter. Use Speech Bubbles when
designin_g the scr_een to provide some introductoty dialogue--a place for the
gtory to -begin. For ex-ample, design a screen with a chãractei saying,
"Angus is missing. I think he's in trouble.,,

Tþis pqqel is_ the story starter. Print this in miniature size and tape it to a
Pjecg of lined Pape_r. Make five or six copies. Distribute the story étarþr to
the first set of students. After one student has frnished a senteñce, have
lhem p-ass the paper to the next student. She should continue the Átoryfrog where the previous student left off. Students should keep rotatinguntil each has written one sentence in each of the chain storieì. Next]they
can try to illustrate the story they have written.

Then select students to share the stories with the class. You might even
want to display them on the bulletin board for students to read aI their
leisure.
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l..lrite a Storg
Your Comic Collection

Print
Utilities

Quit
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School News - Students write "fact-based" article(s) describing events that
are supp_oqedly taking place. This is a job for the staffreporters, whose
r-esporrsibility it is to inform the audience by communicating facts and
details about a particular event. Sample event's might be: -

Local Elections
School Shows

Hometown Student Gets an Attitude
Attitudes clash outside of Principal's ofÏìce

Aduertising - The advertising group is responsible for writing "copy" that
sells or pr-o-motes a particular product or event. Students in ãdveitising
groups will gain experience in using persuasive language and in graphics
design. Remind students to keep the following conceptsln mind:

1) Think of attention-getting \Ã¡ays to announce the
product or coming event.

2) Provide complete and accurate information.
3) Use images to enhance the advertisement.
4) Make sure the tone is appropriate. Should it be formal?

Cheerful? Humorous?

Pnoducing tlre Comic Book
Dg-l't forget about the important job of the production staff. These studentswill work on the organization and layout of the final product. For variety,
the production group may \Mant to print graphics in äifferent print sizes-.'That way, they have more variety when tãvins out the final prãduct.

Create a Comic
Select Create a Comic. Designing a panel is simple. First, decide on a
background_(or no background), fhen design youi panel by using a variety
qf çlip art: Clyde, Budster, Moop, Ktondike, sþeech- bubbles, props and mõre.
Follow the steps below:

Selecting a Bacþrcund
1. Insert the Backgrounds Disk (Side 2 of the 5 t/4" program disk) in

the drive.

2. Press Return to select Create a Comic from the Main Menu.

3. In a moment, the BackgroundsMenu will appear. A background is the
setting for the panel you design.

4. Select a background option:

' No Background: Select this option to design your panel on a white
screen. Skip ahead to the Clip Art Menu.

. Backgrounds.l, Backgrounds.2, and Backgrounds.B, etc...: Each
of these choices is a frle containing many backgrounds. Take a
moment to explore all the terrifrc backgrounds available to you.

' Change Disk: Select this option to view the background choices on
another disk.

5. Ihçt you select a background frle, such as Backgrounds.l, the frrst
back_ground will appear on the screen. Press the-SpaæBar or the right
and left arrow keys to view the backgrounds in thaCfile. Press the "B-"
key to go backwards through the file. Press Return to select the
background you want to use. Press Esc to return to the Bacþnounds
Menu.

ds

Baclgrounds-l
Backgrounds-2
Backgrounds-3
Backgrounds-4
Backgrounds-5
Change Folder

Change Disk

ìtifÌ

ll[nml

tffitilfli

ffi
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AddingClipArt
l. onclvou have chosen the backgroqld that you want for your panel,the PrcpShopMenu wi.ll -appeãr. This is tírrrt. you can access clip artfor designing your comic ¡õôt< scenes.

NOTE: The Hide Menu option allows you to uíew your background, unobstructed..

2. After y-ou select -a clip art category, the fìrst piece of clip art from the frley-ou selected will appear o! thã sóreen. press the spaõgo d"i.w allthe art in this file.-Þress the letter Bkey, if you neeä tã g" ¡..Lwards anddg* the previous pieces of clip art. Stoii *lirtt you trnd ifr; pi;;r rf rtip -art you want to use.

3. Now p{es-s the arrow keys, or use the mouse to move the piece of clip artaround the screen.

Kqboørd Users: You can change the d.istance a piece of ctip art rnoues whcn you press
the number keys. For eramplg, to place a character exactly where you want ii, type I,
so when you press the arrow key, the chøracter wíII rnoue ín small íncrernenis. Tb
tnoue a chøracter quíckly around the screen, type g. Erperíment with the d,istances
from 1 to 9. Thís feature wiII come ín handy it uøríoui points when d.esigning your
comíc book scenes.

4. when you've-positioned the clip art exactly where you want it, pressReturn, or click the mouse to ì'stamp" it i-n place. "rfvà" ãrrá;å; yourmind and want to reposition the pieõe of clip art, preðs Delete ãnd returnto Step 3. If you want to choose another piece of ciip art from thã ru*.category, press Delete and return to Step 4.

W.AßNING! Once you press Esc to erit to the Ctíp Art Menu, you cannot retum to yourpanel and delete art you'ue already stamped! Bui, you can use the erasers to "whíteout' dn unwanted piece of clip art. Be careful tho;gh, the eraser wíIl øIso owhíte out"
sections of your background.

5. Once^y-ou're satisfied with the position of the clip art, press Esc to exit tothe Clip Art Menu

Organize the Staff
Once you've decided on a name, set up the classroom comic studio. You'llwant to organize the staff before students begin individual assignments.
Here are a few of the possible positions your Jtudents may seleci.

' Editor-in-Chief: S_upervises every phase in the production of the comicbook. The editor has frnal say on the content of the book, lâyout, andwork assignments.
o Managing Editor: Assigns people to cover different stories and makes

sure all assignments are completed on time.o Writers: Write the plot for each story, with character descriptions andsequencing.
o Re-porters: Write articles, cover news events, organize announcements.

9f you w_anted to include school news in the ,o*1, booh.)o Feature writers: write feature articles to accompany the ne\Ms.
' Copy Editors: check all stories for accuracy, styie rid gr"*matical

errors.
' Advertising Group: Develops all advertising material for comic book. Art Staff: Designs comic book pages for theéntire book (must work closelywith writers).
o Production Editors: Assemble the "copy" and art for the entire comic

book issue.

Once students have selected a role, present them with possible theme areasfor the comic book. Maybe it's a make-believe story abóut the schoof or anactual tool for school ne\Ms. Ask students to select ihe atea that intereststhem most.

The School Comic Ner¡¡sletter

comic Ad,uice column- Students create a "Dear Klondike,, or,,Ms.waggy,,column. Students in the class should be encouraged to submit questionÀ
1nd-this group is responsible for answering the q-uestion(s) in this column.Students can create a comic book panel whîch depicts the'á¿vicã-ginua or upanel that tells a story about the question being uiLed (as if the cliaracter
requesting advice sent along a snapshot).

School Myst-lU - Students write a fun fictional comic book in the style of a
"sensational" popular magazine. Have students think about how iriters
who write for such publications must use language that catches the
readers attention. 

. 
Since the job of the fut Staff iJ to design graphics whichdepict the story being told, teamwork is very important.

Prop Shop

t

Action-Lines
Angus.l
ângus-2
Babbs-l
Babbs-2

Budster.l
Budster-2

Clgde.l

FnililEEtrÌ¡
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SûoryStarters
GRADELEVELS:2-6

Anirnals Wi.th an AttituderM provides the perfect tool for creating
motivating story starters. Story starters can come in the form of graphics
or text. For example, you might want to create a comic book panel with
empty speech bubbles and let your students determine the dialogue in their
stories. Or, you might want to design a graphic, write a sentence or two of a
story and then let the students complete the story.

In either case, create your story starter and print it in Poster size. Täpe the
panels together and mount your work in the front of the classroom. That
way students will have an easier time remembering the story starter panel
or graphic. It will also save you the effort of printing or copying enough
story starters to go around. When students have frnished the assignment,
have them share their work with their classmates. They'll frnd it
interesting to read another student's interpretation of the story starter text
or panel.

NOTE: An interesting ødaptation of this actiuity is the Chaín Story, presented
later in this section.

ComicBooks
GRADELEVÐLS:4-8

Publishing a classroom comic book provides students with the incentive to
write well and to cooperate in a team effort. It also gives students the
opportunity to practice writing for an audience with the purpose of
communicating effectively, persuading and entertaining their readers.
Animals With an AttituderM is a perfect tool for a classroom project of
pugnacious proportions. The graphics and speech features only add to the
excitement. Here are some steps you might follow. The following ideas
should help your students begin their publishing careers.

Determine the Audience
Before you begin, yoü should decide who the intended audience will be.
Since students know what interests their peers, you might want to select
another class in the same grade.

Name the Comic
Once you've determined the target audience for the comic book, have
students vote on a name. Here are a few suggestions: Fill in the name for
the mascot, So and So's (teacher's name) Classroom Comics, The
Bumbling Bear or The Learned Lion and his adventures at name of school.

6. Now you're ready to add the next piece of clip art to your comic book
panel. To do this, simply repeat from Step 1.

\ilhen you finish creating your panel, press Esc to exit to the Utilities
Menu. At this point, you might want to save your panel onto a data disk or
print it. For saving and printing instructions, refer to the sections, Saving
Yor¡rPanel and PrintingYour Panel

Using Speech Br¡bbles
Speech bubbles are clip art graphics with a twist. Place a speech bubble
next to your character when you want to show dialogue. Speech bubbles are
very special because once you position them on the screen, they turn into
tiny word processors. And that's not all. These speech bubbles even speak!
Follow these steps to design speech bubbles.

NOTE: You can stamp as nxany speech bubbles on the screen as you like; howeuer,
íf you haue an Echo or Cricket speechboard only the first four speech bubbles willotø|k".

PLACING SPEECH BUBBLES AND TYPING TEXT

1. Press the down arro\M key to scroll through the list of alphabetized clip
art categories until you reach Speech.Bubbles. Select Speech.Bubbles.

2. A Help Menu will appear with all the information you need for using a
speech bubble. Press any key to remove the Help Menu.

3. The frrst speech bubble in the fïle will appear. Select and stamp the
speech bubble just as you would any of the clip aú. Remernbe4 if you
want to flip the bubble horizontally, press the H key. If you want to flip it
uertically, press the V hey.

4. Once you've pressed Return to stamp the bubble, a Help Menu will
appear with all the information you need for using a speech bubble.
Press any key to remove the Help Menu. (To see the menu again, simply
press l?)

f + 1+ - position cursor
BETUBN - next line
DELETE - erase
éP or óT - seg the page
llove cursor before rvord to-..
ó1.¡ -segawordús -spellarrord
óC - change speech
éY - vierr picture
ó," - help
ESC - when finished

(SPÊCE BAB rrill stop speech)
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5' A tiny vertical line will--appear inside the bubble. This is the cursor. Tlpeyour message and you'll see that the bubble turns into a mini-wordprocessor. You can type your text, delete characters, and e"é" irt eadvantage of wordwiap. -press Er; ;h;; vo" ã"irt 'typiú. -

6. The BubblesMenu will appear with these options:

' If you *uq! to change what you've typed, select change Text andreturn to Step 5.
' lf {gn want to remove the bubble and start again, choose DeleúeBubhle and return to Step 2.
' If you want to add anothèr bubble, choose AddNewBubble andreturn to Step 2.. If you like what youïe typed, press Esc.

7' The.Propsho,q will reappear on the screen. At this point, you cancontinue to add clip art, select more speech bubblàs, or;;å-ä lo exit.
For saving3tt^d printing instructions, refer to the sections, savingyo¡rPanel and Printing your panel

Using TextBoxes
Text Boxes are clip art- graphics, just like speech bubbles. place a text boxon the top or bottom gtÍoui p"i"i when il;;;tro write captions. Texrboxes. are very special b..unr. once_you bosition them on the screen, theyturn,into.trnv word processors. An¿ ttrui'r troi ãi. these text uoxes wittspeak too! To use a [ext box, follow the same;6; as for rp.ã.n úrr¡¡t.r.

NoTE: You may stamp as møny tert bores as you rike; howeuer, íf you haue anEcho or Cricket speechboard hooked, up to youriomptuter, onty thte fiist four textbores you stamped tþiII',talk".

If you have an Echo or Cricket_ Speechboard installed in your computer, youcan hear you{ characters-gqeak. ^To begin, i;ud;. of yJut sc;;Ë(complete with speech bubbles) onto yoùr monitor. If tñ;ñpSËpMenuisshowing, select Hide Menu. \ryh"n vä";"u rãuãy lo rrea, the íi;ùñe you,vewritten, press úP and voila! your scenes come to life!

Special Features of the ClipArt
These features allow you to *ãk. the most of your comic book graphics.

FLIPPING DESIGNS
Anytime you-have a..nie.ge of clip art on the screen, yoü can flip it. press vtg,flip a sraphìc y,"ï.tI"Jtv (upside down) u"¿ n io np it rrãriräJärrv (side roside). If you don'r.likehów the_graphi.ioãr.r, ,iñiipr"r, irrã;aã. key toreverse it to its original state. Expõriment flíppinä ínã pãrtr lãt tn. i¿"uldesign.

Page I

That's all there is to it. These books make perfect gifts for students to givetheir friends and family.

Comic Strips
GRADELEVELS:2-8

students _enjoy-reading comics and now they'il enjoy creating their own.Have students ¡egT by sharing their favorite comic strips. Ãsk them tolook for-repetitive elements. Fãr example, the characteis and their clothinggeneralþ stay thesame although theif positions may change frãrn-frame toframe. Point out that their conversations are written withiî .il;;[
balloons or bubbles.

Now students will create their own comic strips. Each comic book panelwill be one frame of the comic. They should bàgin by thint<int;;ã þerhaps
lgkinq notes_about their main charácter(s), anà'the general sioryline.what kind 

-of 
p_ersonality does their character have? fu.'* ,"p;ti;ã you wthsome sample characterizations and names for the characters^tÏat sludentscan use for reference. what is the mood of the comic strip? what willhappen in the beginning? In the middle? In the endf ---

once students have p_lanned their comic strip, they're readyto begin d9¡igning. Have them create the frrsi pariel toÃpléte wittcharacter(s), props, speech bubbles, and dialogúe. Have ^.t,ra."tr continuein this fashion, changing props and dialogue,lnfil they've f*irrr.á theircomic strip.

Let students share their comics with classmates. Perhaps you can createan area to display their work-- comics corner --on one of your luiietin
boards.- For sugg,estions for making this a team project, säe Collaùãrative
Comic Strips in this guide.

Comic Corres¡rcndence
GRADELEVELS: L-4
Students will love using Animals With an AttituderM to write letters andstories for their pen pals. This exercise provides students with u sénse ofaudielge- They write knowing that someone will read and t"rpã"J to theirtext. This experience is enhañced by the fact that the ptogruÃTr 

- 
wordprocessing, graphics and sound features create a motivating environmentfor writing.

Arran-ge for students- to have pen pals--either within the classroom, withinthe school, or at another school. If you ar-e taking advantag. "i lrru;1sp.".h,feature, you mìght want to find another class wiih the;;ï*ú. Thatway' your students can ship their disks and have the added excitôment ofsending {nd receiving_"talking mail". Students might *u"t to .".aìe comic
þggkr with speech bubbles anã dialogue only. or, ihey may want to writeletters and stories using the "write Ãbout li!" wórd processor.
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Writing and Printing the Sûory
Writing the story that goes along with the graphic is a valuable learning
experience and a lot of fun. However, if you're working with very young
students, or with students who are not familiar with the computer, you
should type as they dictate the story. This is also a nice way to involve your
students in a discussion about language -- describing the picture, choosing
the best words to tell the story and even discussing how to spell certain
words. When you're ready to print, select Poster size from the Print Menu.
The story will print in two panels which you can tape together.

Putting the Big Book Together
Once you have both parts--the story and the comic book panel--you should
tape the story under the graphic. This is one page of your Big Book. You
might consider mounting the pages on oaktag or poster board for more
durability.

Helpfrrl Hint: Auoid hauíng to cut your poster strips to line them up for pastíng.
Be sure to line up the left perforation of your computer paper to the red notch on your
printer's bailer bar before you print. This ensures thøt euery strip of the large
printouts will line up.

NOTE: If you're working with older students, they might enjoy creating Cornic
Bíg Books for younger students to read.

Comic ColoringBooks
GRADE LEVELS: PRE-K - 3

All children love coloring books. Now your students can create their own.
Any comic book panel your students create can be printed in the special
Outline mode. The result is a printed picture that is perfect for coloring.
Individual students can create their own coloring books or students can
j_oin to create a classroom book. Here are a few easy steps for creating a
Classroom Coloring Book.

Crcating tlre Pa¡rel
Have each student create a comic book panel. Depending on your students
age and ability levels, they can create a panel with graphics only or they can
use speech bubbles or text boxes and add text to each screen.

Printing the Panel
As the students frnish their scenes, have them print the scenes in Outline
Mode.

NOTE: If you'd like, you cøn print d,irectly onto Dítto Masters so you cøn
reproduce the pages easíIy.

Creating the Book
Make copies of all the pages. Bind the coloring books by punching holes in
the paper and looping colorful yarn through it. Or use thl holes that are
already on the computer paper for binding!

ERASERS

There is a category called Erasers in the clip art categories. Erasers are
whit'e shapes that can be used to "white out" or erase elements. Make sure
you have the eraser over a colored area ofyour background, and press the
Space Bar to view the different sizes. If you erase an area by accident, press
Delete.

NOTE: Keep ín mínd that the eraser wíII erase sections of the background as
weII.

CHANGING DISKS

Select this option when you want to load backgrounds or clip art from
another Art Disk. This option allows you to mix art stored on different
disks. For example, if you have the Animals With an AttituderM disk in
Drive 1, and any other program from Toucan's Creatíue Writing Serl¿s in
Drive 2, yoa can design a panel with graphics from both.

NOTE: Pressing Tab performs the same function as selecting Change Disk. If
you press Tøb, the progranx will moue from one dríue to the other.

Saving Your Panel
If you want to save your panel, press Esc to exit the PnopShopMenu. The
Utilities Menu will appear on the screen.

1. Insert a data disk in a drive and press Return to select Save Panel
from the Utitities Menu.

2. Tlpe a name for your panel and press Return.

That's all there is to it. Now your panel is saved onto your data disk. You
can come back and edit it at any time. Simply choose YourComic Collector
from the Main Menu, select Load a Panel, then select the fìle you want to
work on.

NOTE: If you wa.nt to so,ue your pa,nel into a specific folder. then highlight the
folder and press Retum to open it. (See Make a Folder in the Utilitíes section of
this guíde for more details.)
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Utitities

PrintinE Your Panel
Itfg: *ltt to print your panel, press Esc to exit the Prop shop Menu. TheUtilities Menu will appear on ihe screen.

1. Select Print Panel from the Utilities Menu
2. Follow the instructions on the screen to insert the program disk (Side 1

of the 5 l/4"disk) in any drive and press Return.

3. I1.a-moment, the PrintMenu will appear listing the various print sizes:
Miniature, Standard, Tatl Short, Skinny, and poster.

At the bottom of the screen, you'll see the current printer setup. Make
sure the Cument Sehrp lists the correct printer and interface ðards that
you 1le using, and that the appropriate Print Quality (Draft or High) is
1et. If ygu w_a¡rt to change the program's Current Setup, select Change
Setup. (See Change Setup for moré information.)

Gnrnrrus Acr¡urrcs Gurnu

The following activities offer specific \Mays for using t}re Animals With an
AttitudeN program in the classroom. These activities take advantage of all
the exciting features of the program--lively graphics, sophisticated word
processing, and printing in a variety of sizes. Some activities also take
advantage of the Speech feature, although it's not an essential component.

Many of the activities are designed as cooperative writing projects.
Students are encouraged to work together, to discuss their writing and to
produce a, frnal product to be shared or published. Other activities may be
co_mpleted as individual or small group projects. Activities can easily be
adapted to fit your needs in terms of student age and ability levels and
computer availability.

The Classrcom Comic BigBook
GRADELEVELS:K-3

Young students love reading and sharing Big Books. Many teachers
integrate Big Books into their \Mhole Language program. In this activity,
your students will write, illustrate and publish their own Big Books. If you
like, you can even turn this into a language experience exercise in which
students discuss, write about and share their real-life experiences.
Creating and sharing Big Books with you and with other students is a
perfect way for students to develop an a\Mareness of the relationships
between speaking, reading and writing. The final product providei a
terrifrc way to showcase your students'work on Parent-Teacher Night.
Students will love using these cute characters, in all their varying moods,
for their comic books.

G€ttingStårted
Begin this activity by sharing a Big Book with the class. You might want to
create one Comic "Big Book" page with simple captions and dialogue and
print it out in Poster size, and share it with your students. Then divide the
class into pairs and have each pair create one page of a Comic "Big Book".

Creating and Printing the Graphics
Depending on the age level of your students and their level of comfort using
computers, you may want to make them responsible for designing and
creating the graphics screens only. Of course, if your students are going to
use the Speech Bubble feature, you'll want to help them enter the text.
Select Poster size from the Print Menu and then select a Print Style. The
panel will print in two panels which you can tape together.

NorE: Prínt in Draft quality when you want a quick príntout (and. when you
want to spare your prínter ribbon). Print in High qualíty when you want a final,
professional-looking printout.

Print Panel
Ilelete File
Format Disk
llake Folder

Change Speech
Continue Horking
Go To l.lain J'tenu

sFEtlfiElilln

Print

Standard
Tall

Short
Skinng
Poster

Change Setup

EFTEftÌ:l!

Current Setup:
Apple lmagewriter ll (color)
âpple tlgs Printer Port
Linefeed: On
Print Qualitg: High Stot: I
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Since the speech feature allows students to hear any unknown word in a
passage, students are less likely to get "hung up" on one word and are freer
to concentrate on the overall meaning of the text. The speech feature
provides students with a new tool for identifylng words and unlocking the
meaning in a sentence or passage.

TlakingRisks

Students who write with a word processor are more likely to take risks in
their writing. The fear of failure is reduced, since mistakes are so easy to
correct. With the added benefrt of the speech feature, students will be even
more inclined to take risks. When a student can hear what he writes, he'll
be able to identify and correct mistakes even easier. Also, students who
read text from the screen, have the added support ofbeing able to hear any
word in the text that they might not know.

Drafting and Editing T€!ú

Word processing can enhance the entire writing process--Writing,
Drafting, Editing, Revising, and of course Publishing. Students will enjoy
using the word processor, since it allows them to manipulate their words
more easily than would a pencil and paper. They are also more likety to
experiment with their text, since making changes and corrections is so
easy. When the students are ready to edit or revise, they will not have to
painstakingly recopy each word. The word processor allows them to edit
quickly and easily. The essential task of rereading is also simplifred since
computer printouts are much neater than handwritten text.

Publishing and Sharing Work

Writing is communicating. During the writing process, we make
meanings of words and convey those meaning to other people. The
Animals Wíth an AttituderM program is a perfect tool for publishing and
sharing because it allows students to produce a clean, professional-
looking, final product. Publishing this work by delivering it to an audience
or displaying it in the classroom is a perfect way to provide students with
this important sense of audience.

Collaborative Writing

Writing at the computer reinforces and enhances the dynamic, social
nature of writing. Walk into any computer lab, and you'll frnd students
huddled around the computer, discussing what is on the screen. Students
who work together learn from each other. They also have the rare
opportunity to talk about language (e.g., which word to use, how to phrase a
senten_ce, etc.). Students may experiment with different styles of writing
and take even more risks when working with a partner.

6. Select a print size.

WARNING! The progrøm wiII freeze if your printer setup does not m.øtch its Cunent
Setup, and you wíll høue to reboot the program.

7. Next, choose a print style from the Print Styles Menu. The two styles
offered are Nomal or Outline. Normal will print out your graphic
screens with all of the patterns intact. The Outline mode will ignore all
patterns and solid colors from the graphic screen and print only the
black outlines around the art.

8. Check one last time to make sure your printer setup matches the
program's Current Setup, then press Return to begin printing.

Common Setups

Computer
.Apple IIc
oApple IIe

Inter{ace

Apple IIc Serial Port

Apple Super Serial

Printer

Apple Imagewriter II
Apple Imagewriter II

Apple Imagewriter II

Laser Printer

.Apple IIGS Apple IIGS Printer Port

.Macintosh LC*
*lvith Apple IIe Card

Apple IIGS Printer Port

^If you want to choose one of the page layouts for printing a comic book page
please refer to page 14.

\ryRITE ABOUT IT!
Before you begin writing your story, make sure you have a formatted data
disk for saving your story. Read the section Creating a Data Disk, if you
want instructions for formatting a data disk.

Now you're ready to write your story. Begin with the program disk (Side 1
facing up) in a drive and follow these steps:

1. Select \ryrite a Story from the Main Menu.

Print Stqle

Outline
TtilìlîiFl
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2. rWhen the FontsMenu appears, select the font you want to write $¡ith.
The four fonts included witrr the program are Small, Medium, rtalic,
and Comic Boolc

3. þ a moTgnt, a text processing screen will appear arong with a HelpMenu. This menu piovides you with all theìnformafioã you nàed fôrwriting your $ory deleting letters, and hearing what yoú'ne written.
You can see the HeþMcnu at any-time by preúing ú?. For now, press
any key to remove the Help Menu.

4. Tþ" cursor appears ir th" upper left-hand corner of the story screen.
The cursor is a marker that lets you know where the texi yoú type willappear. Begin typing your story . . . write away!

5. When you frnish writing your story, press Esc to exit to the UtilitiesMenu. At this point, you might wânt to save your story onto a data diskor print it.
For saving_agd Pdqt_t"g instructions, refer to the sections SavingYor¡r
Súory and Printing Your Story.

HearingYor¡r Story
You can hear what you've written at any point, during or after typing.Press ÚP to hear your story page read bäck onó word ät a ti*e. Þ".ri úc to
thap! tle way a word,is prõnõunced (or to change ttre pifcrr ãtt¿ t'ãt"*.levels). For more details on changing the way thã compiter pronounces aword, refer to îhe SpeechFeatune.

Saving Your Story
lf Vogr want to save your story, press Esc to exit the text processing Screen.
The Utilities Menu will appeai.

1. Insert a data disk in a drive and select SarreS'tory from the UtititiesMenu.

2. Tlpe a name for your story screen and press Return. That's all there is
to it!

Now your story is saved onto your data disk. For printing instructions,read on.

NOTE: If you wdnt to sa.ue your story into a specifrc þklen then hþhlight the
folder and press Retum to open it. (See Møke a Fokd.er in the tlt¡l¡t¡"r iection of
thís guide for more detaíls.)

Reducing the Physical Burden of Writing

]vriti$ is a-physical as well as cognitive and social act. Many young and
handicapped students have important things to say, but are fruãtratõd
because they_lack the frne motor skills required to write by hand. Word
processing_ allows students to form letters at the press of a key, thus
r-educingthe physical burden involved in writing by hand. This provides
them with a powerful tool for self-expression.

Improving Spening

If the students are unsure of how to spell a word, they can have the
plogram spell and pronounce the word they typed. If the students hear
what lhey e-xp-ect, their understanding is confümed. If they hear
so-mething_diff-erent,_the students can make changes and try again. In
other word¡, the auditory feedback helps children in their spelling and
d-ecoding_ efforts by allowing them to verify spelling rules aträ e*ceþtions to
those rules.

a

Writing a Complete Sentenoe

Children often have diffrculty writing a completè sentence. Using this
program, children can write a sentence and have the program reãd it back.
The speech feature p-royide_s instant auditory feedback. Upon hearing his
sentence or text read aloud, the child will recognize many problems that he
might not identify when reading the written pãge (e.g., miising verb, no
punctuation between sentences, even subject-verb agieement errors).

Motivating Student"s to Read and Wriúe

Students of all ages will enjoy the combination of graphics and text offered
by this p_rggram. Stgdents, who might not otherwise-have much to say, will
love.combining graphics and speectr in their scenes. They might begin'by
writing a small amount of text in a speech bubble and eventualty expandio
writing a page or a whole story.

Impnoving Compnehension

Student! reading a passage in a book have to struggle with unknown
words. Their ability to decipher these words determines the level of
-meaning t-hey grqsp frgm the text. They may try to "sound out" the word,
but this often ends in failure and frustiation.

Note: The Edit Exceptíons option that lets teachers or stud.ents correct the sound. of
words that are mispronounced due to ircegularíties in the English language. The
process of correctíng pronunciations ís another learning opportunity for students.
It allows thern to gøín a sense of the patterns and irregularíties of English
spelling.
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I Printins Your Story
If you want to print your story, press Esc to access the Utilities Menu.

1. Select kintSltory from the Utilities Menu.

2. In a moment, the PrintMenu will appear listing the various print sizes
available to you: Miniature, Standard, TaIt Short, Skinny, and Pæûen
At the bottom of the screen, you'll also see the Cur¡ent Setup. Make sure
the Current Setup lists the printer and interface cards you are using. If
it doesn't, select Change Setup to select the setup which matches yours.
(See the Change Setup section for more information.)

3. Select a print size.

4. Next, the TbxtFomatMenu will offer you two options for text alignment;
Standard or Cerrter.

5. The LineBorderMenu appears next. Choose whether or not you want a
border around your text.

6. Check one last time to make sure your printer setup matches the
program's Current Setup. Press Return to begin printing.

The Speech Feature
The program has a speech feature that allows you to hear what you have
typed. You may want to hear your text while you are writing your story.
Or you might want to write the entire story (or speech bubbles on a panel),
save it, load the file later, and then let the program tell it to a friend.

NOTE: To take aduantage of the Speech feature, your contputer must be equipped
with an Echo or Cricket Speechboard.

Begin with the text you want to hear on the screen. If you need to load a file
you've already designed, select Comic Collection from the Main Menu.

Whot thís progrøn cøn da for your studcnts

TheAnimals with an AttituderM program was designed to motivate your
students to write by offering them a variety of characters and settings.
You've never met a funnier, wilder, more involving group of animals this
side of the Sunday comics. Watch as students create their won comic books,
giving each character a unique personality. Arranging the interactive clip
art on the many backgrounds, gives students the incentive to write about
the adventures of their characters. The exciting comic book scenes your
students create will be the springboard for imaginative story writing! The
program challenges your students to expand their intellectual and creative
potential. They'll be having so much fun, they won't realize that they are
planning, organizing, and writing.

This guide provides information on the learning opportunities the program
offers as well as practical suggestions for using the program to enþage
students in creative writing projects. Since the program includes flexible
tools for writing, reading, listening, and graphic design, it supports a wide
range of learning styles and ability levels.

UsingAzímals Wíth an AttítudcrM as a Learning Tod

The program includes an easy-to-use word processor, complete with a
selection of type sizes and styles, wordwrap, and delete capabilities. If you
have an Echo or Cricket Speech Synthesizer installed in yiur computer, you
can also take advantage ofthe speech feature.

Word processing and speech synthesis are powerful learning tools for
students at various stages in literacy development. Young and primary
beginners, learning disabled and handicappld students, ãnd seiond
language beginners can benefrt from using this prograrn

The graphics, word processing and speech features can provide students
with support in the following areas:

Visually T[acking Words

Some students have difficulty learning the left-to-right and top-to-bottom
Tlg3l patterns used during reading. The program's speech feature helps
children practice visually tracking words within text. When the student
presses Apple-P, all the words on a page are read one at a time. Each word
is highlighted as it is read, thus guiding the student's eyes in the correct
pattern across the screen. You can even control the rate at which the words
are read by adjusting the delay between words on the Speech Control Menu.
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'When your text is on the screen, use the following commands to hear it:

Speech Conhnol
The Speecþ Control option gives you control over certain speech features
such as del_ay between words, pitch, volume and the *"y " word ispronounced.

Press úC to see the Speect¡ Contnol Menu.

Delete FiIe
This option allows you to delete a file from your data disk. For example, if
yoq run_ out of room on a data disk, you can delete fìles you no longeineed
and make room for your current creation.

NOTE: Once you delete a fi,\e, you cannot get it back.

Make Folder
fhis Aepu option allows you to create special folders to store files on your
data disk. These folders are useful for organizing your data disks by
g1e3ti[g separate spaces to keep different story screens. After you select
Il'ral¡e Fo]rþ_r, u1e the Tab key to access the proper disk where yóu want to
make a folder. Tlpe in a name for your folder ãnd press Return. your
folder has been crôated! Now, yor, ðan save all of the screens that belong to
one story in that folder. Press Esc to return to the Main Menu.

Select this option from the Main Menu when you want to exit the program

Press...
ÚP

Whenyou want...
to hear the entire page of your story or
all the text you've typed within speech
bubbles on your panel.

úlV

ÚS

úc

to say a word. (You must move the
cursor to the word you want to hear
before you press ú1V.)

to spell a word. (You must move the
cursor to the word you want to hear
before you press úS.).

to go to the SpeechContnolMenu.
Here you can change the delay
between words, pitch, volume level,
and speech pronunciations. (See
SpeechOonbpl for more details.)

úv to view the last panel you worked on.
(If you are writing your story about a
panel you've designed, this feature
helps remind you of the panel.)

to stop the speech$paæBar

NOTE: The Speech Control optíon is also auailable when you select Change Setup
from the Utílití.es option on the Maín Menu.

t

QUIT

Control

Pitch
VoIume

Edit Speech

EE r:rlt¡'rtlfil.filrtÍF
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9. A print screen will appear, so you can print out your comic book page.

This option is provided on the Main Menu so that you can prepare a data
disk before you begin creating your scenes or writing your stories. The
following options are offered on this Utilities Menu: Change Stup, Speech
Control, Fonnat Dish lþlete File, and lì{al¡e Folder.

Change Sehtp
Once you select Change Sehrp, you have the following options:

PRINTERS

Select this option to tell the program which printer you have connected to
your computer. Use the arrow keys to scroll through the list and press
Return to select the printer you're using.

INTERFACES

Select this option to tell the program which printer interface card you're
using. Use the arrow keys to scroll through the list and press Return to
select the interface you're using.

LINEFEED

Select this option to turn the Linefeed on or off. For example, if you print a
panel and the entire design is printed on one line, you should select
Linefeedon. If your printout skips lines, selectLinefeedoff.

INTEREACE SLOT

Select this to indicate in which Slot your printer interface card is inserted.

Speech Contnol
This option works the same way here as it does when you press ÚC to
change speech features. When using the Speech feature, it allows you to
increase or decrease the delay between words, change the pitch or volume,
or edit speech exceptions (i.e. change the way words are pronounced).

Format Disk
This option allows you to format a PToDOS data disk for saving your scenes
and stories. To format a disk, select Utilities. Next, select Fomat Disk.
Select the location of the drive containing the disk to be formatted and insert
a blank disk (or one that contains information you no longer need) in that
drive. When you see "Volume Name:," followed by a blinking cursor, type a
name for your data disk and press Return.

DELAY BETWEEN WORDS

Select this option if you want to change the length of silence between words
as they are spoken. Young and learning impaired children, for example,
may prefer a longer delay between words. Press the arrow keys to adjust
the length of delay.

PITCH

Select this option and press the arrow keys to adjust the pitch.

VOLUME

Select this option and press the arrow keys to adjust the volume.

EDIT SPEECH

Many words have similar spellings, but are pronounced quite differently
(heart, hear, heard; thought, though). Some words are spelled differently
and pronounced the same (hear, here; two, to, too). A person learning
English as a second language has diffrculty mastering these
pronunciations. The computer needs a little help too. That's where the
Edit Speech option comes in handy.

Here are a few words you might want to listen to and then frx using the Edit
Spe€ch option on the SpeechContnolMenu:

WORD
animal
baseball
heart
listen
Mrs.
Mr.

CORRECTION
an-imul*
base-ball*
hart
lissen
misses
mister

*sometimes, the only way to conect the pronunciation of a word, is to divide it into two
words for the computer to pronounce. When you do this, insert a hyphen between the words.

When you're ready to change the way a word is pronounced, select Eclit
Sþeech from the SpeechControlMenu. In a moment, the Edit Speech
screen appears. Here are your choices:

o Press A to add a word to this list.
' Press the arrow keys and then Return to edit a word that's

already on this list.
o Press Rto remove a word from the list.
o Press Esc when you're finished making corrections.
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AddingaWod
Follow these steps to add a word to the list:
1.. Press A to add a word to the list.
2. +t the pro-mpt, saythis:, a blinking cursor appears. fþpeis currently mispronounced, for exãmpre, basäball. Tiràn
3. The cursor will move to the bottom prompt, As this:. Spell the word inthe way you think the computer wili p"o'noon.e it correiitv. 

-i" tftit
example, you would type bâse-ball. Then press Return.

Saythis: baseball
as this: base-ball

4. Now you have a few more choices:

' Press Return to move the cursor to the line you want to hear.'' Press úT to hear how the word sounds. If you don't like the
yay tþ wor-d sounds, try another spelling-combination.. Press Esc when you're frnished.

5. Wh"* you press Esc, you'll notice that your edited word. has been added tothe-9dit Speech screen -If you want to add more words, repeatfrom St"tI If yo_u've frnished adding words, press Esc to return io the speechControlMenu. The-program witl ast yoo if you want to save thä speech
gþanges you ryade in yõur story. It's ä good idea to save your chãnges.T!1t-way, each tim_e you load yôur worÈfrom the data diJk, all worãswill be pronounced as you have specifred.

Comic Collection
Select this Main Menu option when you want to retrieve one of your scenesor stories from a d_ata disk. Begin with your program disk in oie drive andyogr dqta disk in the other. If you have ä one-d¡]ne system, the programwill tell you when to insert your data disk. Just watCh the screen forinstructions.

L. Select Comic Collection from the Main Menu.
2. From the Comic collectionMenu that appears, you have two options:

'ltyoo want to load a panel you've designed, select roadapanel.olf you want to load a story you've writtõn, sôlect roadasûory.
3. In a.-m-oment, a screen will appear listing all of the scenes or stories

available on your data disk. - -

4. Select the panel or story you want to load.

5. In a mome,nt, your screen will appear. You may continue working on
your panel or stor¡ listen to any text you've typed, or exit to the Utilities
Menu to print your creation.

This Main Menu option
you select Print, a Print

lets you choose and print out a page layout. When
Menu appears with the following options:

.Print a Pa¡rel
.Print a Story.Print a Comic Page

1. Select Print a Panel or Print a Sûory. This means that you want to load
one ofyour saved scenes or stories from your data disk.

2. Put your data disk in the drive. A screen will appear listing all of the
scenes and stories available on your data disk.

3. Select the_panel or story that you want to print. In a moment, your
screen will appear along with the Print Menu listing the various
printout sizes.

Choosinga Comic Book Page Layout
If you want to choose a layout for your comic book page (involving more
than one panel), choose Print a Comic Page.

l.In a moment, a Page Layout screen appears displaying four page layouts.

2. Use the SPACE BAR or arrow keys to select a layout and press RETURN.

3. A screen appears with a representation of the layout. Within each panel
on the page layout is a number. select a numberto determine the
placem,ent of your panel or story. An * indicates that the position has
been fìlled.

4. After pressing a number key a menu screen appears. Choose whether
you want to load a panel or a story to place into that position.

5. A screen will appear listing all the Panels or Stories available on your
data disk

6. Select the panel or story* you want to load.*when1au l9ad. in one of your stories, you'll haue the choice of printing it
standard (Ieft justify) or centered.

7. Continue choosing your panels or stories until you have frnished frlling
all the positions of your page layout.

8. Press RETURN when frnished or Esc to exit.
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AddingaWod
Follow these steps to add a word to the list:
1.. Press A to add a word to the list.
2. +t the pro-mpt, saythis:, a blinking cursor appears. fþpeis currently mispronounced, for exãmpre, basäball. Tiràn
3. The cursor will move to the bottom prompt, As this:. Spell the word inthe way you think the computer wili p"o'noon.e it correiitv. 

-i" tftit
example, you would type bâse-ball. Then press Return.

Saythis: baseball
as this: base-ball

4. Now you have a few more choices:

' Press Return to move the cursor to the line you want to hear.'' Press úT to hear how the word sounds. If you don't like the
yay tþ wor-d sounds, try another spelling-combination.. Press Esc when you're frnished.

5. Wh"* you press Esc, you'll notice that your edited word. has been added tothe-9dit Speech screen -If you want to add more words, repeatfrom St"tI If yo_u've frnished adding words, press Esc to return io the speechControlMenu. The-program witl ast yoo if you want to save thä speech
gþanges you ryade in yõur story. It's ä good idea to save your chãnges.T!1t-way, each tim_e you load yôur worÈfrom the data diJk, all worãswill be pronounced as you have specifred.

Comic Collection
Select this Main Menu option when you want to retrieve one of your scenesor stories from a d_ata disk. Begin with your program disk in oie drive andyogr dqta disk in the other. If you have ä one-d¡]ne system, the programwill tell you when to insert your data disk. Just watCh the screen forinstructions.

L. Select Comic Collection from the Main Menu.
2. From the Comic collectionMenu that appears, you have two options:

'ltyoo want to load a panel you've designed, select roadapanel.olf you want to load a story you've writtõn, sôlect roadasûory.
3. In a.-m-oment, a screen will appear listing all of the scenes or stories

available on your data disk. - -

4. Select the panel or story you want to load.

5. In a mome,nt, your screen will appear. You may continue working on
your panel or stor¡ listen to any text you've typed, or exit to the Utilities
Menu to print your creation.

This Main Menu option
you select Print, a Print

lets you choose and print out a page layout. When
Menu appears with the following options:

.Print a Pa¡rel
.Print a Story.Print a Comic Page

1. Select Print a Panel or Print a Sûory. This means that you want to load
one ofyour saved scenes or stories from your data disk.

2. Put your data disk in the drive. A screen will appear listing all of the
scenes and stories available on your data disk.

3. Select the_panel or story that you want to print. In a moment, your
screen will appear along with the Print Menu listing the various
printout sizes.

Choosinga Comic Book Page Layout
If you want to choose a layout for your comic book page (involving more
than one panel), choose Print a Comic Page.

l.In a moment, a Page Layout screen appears displaying four page layouts.

2. Use the SPACE BAR or arrow keys to select a layout and press RETURN.

3. A screen appears with a representation of the layout. Within each panel
on the page layout is a number. select a numberto determine the
placem,ent of your panel or story. An * indicates that the position has
been fìlled.

4. After pressing a number key a menu screen appears. Choose whether
you want to load a panel or a story to place into that position.

5. A screen will appear listing all the Panels or Stories available on your
data disk

6. Select the panel or story* you want to load.*when1au l9ad. in one of your stories, you'll haue the choice of printing it
standard (Ieft justify) or centered.

7. Continue choosing your panels or stories until you have frnished frlling
all the positions of your page layout.

8. Press RETURN when frnished or Esc to exit.
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9. A print screen will appear, so you can print out your comic book page.

This option is provided on the Main Menu so that you can prepare a data
disk before you begin creating your scenes or writing your stories. The
following options are offered on this Utilities Menu: Change Stup, Speech
Control, Fonnat Dish lþlete File, and lì{al¡e Folder.

Change Sehtp
Once you select Change Sehrp, you have the following options:

PRINTERS

Select this option to tell the program which printer you have connected to
your computer. Use the arrow keys to scroll through the list and press
Return to select the printer you're using.

INTERFACES

Select this option to tell the program which printer interface card you're
using. Use the arrow keys to scroll through the list and press Return to
select the interface you're using.

LINEFEED

Select this option to turn the Linefeed on or off. For example, if you print a
panel and the entire design is printed on one line, you should select
Linefeedon. If your printout skips lines, selectLinefeedoff.

INTEREACE SLOT

Select this to indicate in which Slot your printer interface card is inserted.

Speech Contnol
This option works the same way here as it does when you press ÚC to
change speech features. When using the Speech feature, it allows you to
increase or decrease the delay between words, change the pitch or volume,
or edit speech exceptions (i.e. change the way words are pronounced).

Format Disk
This option allows you to format a PToDOS data disk for saving your scenes
and stories. To format a disk, select Utilities. Next, select Fomat Disk.
Select the location of the drive containing the disk to be formatted and insert
a blank disk (or one that contains information you no longer need) in that
drive. When you see "Volume Name:," followed by a blinking cursor, type a
name for your data disk and press Return.

DELAY BETWEEN WORDS

Select this option if you want to change the length of silence between words
as they are spoken. Young and learning impaired children, for example,
may prefer a longer delay between words. Press the arrow keys to adjust
the length of delay.

PITCH

Select this option and press the arrow keys to adjust the pitch.

VOLUME

Select this option and press the arrow keys to adjust the volume.

EDIT SPEECH

Many words have similar spellings, but are pronounced quite differently
(heart, hear, heard; thought, though). Some words are spelled differently
and pronounced the same (hear, here; two, to, too). A person learning
English as a second language has diffrculty mastering these
pronunciations. The computer needs a little help too. That's where the
Edit Speech option comes in handy.

Here are a few words you might want to listen to and then frx using the Edit
Spe€ch option on the SpeechContnolMenu:

WORD
animal
baseball
heart
listen
Mrs.
Mr.

CORRECTION
an-imul*
base-ball*
hart
lissen
misses
mister

*sometimes, the only way to conect the pronunciation of a word, is to divide it into two
words for the computer to pronounce. When you do this, insert a hyphen between the words.

When you're ready to change the way a word is pronounced, select Eclit
Sþeech from the SpeechControlMenu. In a moment, the Edit Speech
screen appears. Here are your choices:

o Press A to add a word to this list.
' Press the arrow keys and then Return to edit a word that's

already on this list.
o Press Rto remove a word from the list.
o Press Esc when you're finished making corrections.
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'When your text is on the screen, use the following commands to hear it:

Speech Conhnol
The Speecþ Control option gives you control over certain speech features
such as del_ay between words, pitch, volume and the *"y " word ispronounced.

Press úC to see the Speect¡ Contnol Menu.

Delete FiIe
This option allows you to delete a file from your data disk. For example, if
yoq run_ out of room on a data disk, you can delete fìles you no longeineed
and make room for your current creation.

NOTE: Once you delete a fi,\e, you cannot get it back.

Make Folder
fhis Aepu option allows you to create special folders to store files on your
data disk. These folders are useful for organizing your data disks by
g1e3ti[g separate spaces to keep different story screens. After you select
Il'ral¡e Fo]rþ_r, u1e the Tab key to access the proper disk where yóu want to
make a folder. Tlpe in a name for your folder ãnd press Return. your
folder has been crôated! Now, yor, ðan save all of the screens that belong to
one story in that folder. Press Esc to return to the Main Menu.

Select this option from the Main Menu when you want to exit the program

Press...
ÚP

Whenyou want...
to hear the entire page of your story or
all the text you've typed within speech
bubbles on your panel.

úlV

ÚS

úc

to say a word. (You must move the
cursor to the word you want to hear
before you press ú1V.)

to spell a word. (You must move the
cursor to the word you want to hear
before you press úS.).

to go to the SpeechContnolMenu.
Here you can change the delay
between words, pitch, volume level,
and speech pronunciations. (See
SpeechOonbpl for more details.)

úv to view the last panel you worked on.
(If you are writing your story about a
panel you've designed, this feature
helps remind you of the panel.)

to stop the speech$paæBar

NOTE: The Speech Control optíon is also auailable when you select Change Setup
from the Utílití.es option on the Maín Menu.

t

QUIT

Control

Pitch
VoIume

Edit Speech

EE r:rlt¡'rtlfil.filrtÍF
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I Printins Your Story
If you want to print your story, press Esc to access the Utilities Menu.

1. Select kintSltory from the Utilities Menu.

2. In a moment, the PrintMenu will appear listing the various print sizes
available to you: Miniature, Standard, TaIt Short, Skinny, and Pæûen
At the bottom of the screen, you'll also see the Cur¡ent Setup. Make sure
the Current Setup lists the printer and interface cards you are using. If
it doesn't, select Change Setup to select the setup which matches yours.
(See the Change Setup section for more information.)

3. Select a print size.

4. Next, the TbxtFomatMenu will offer you two options for text alignment;
Standard or Cerrter.

5. The LineBorderMenu appears next. Choose whether or not you want a
border around your text.

6. Check one last time to make sure your printer setup matches the
program's Current Setup. Press Return to begin printing.

The Speech Feature
The program has a speech feature that allows you to hear what you have
typed. You may want to hear your text while you are writing your story.
Or you might want to write the entire story (or speech bubbles on a panel),
save it, load the file later, and then let the program tell it to a friend.

NOTE: To take aduantage of the Speech feature, your contputer must be equipped
with an Echo or Cricket Speechboard.

Begin with the text you want to hear on the screen. If you need to load a file
you've already designed, select Comic Collection from the Main Menu.

Whot thís progrøn cøn da for your studcnts

TheAnimals with an AttituderM program was designed to motivate your
students to write by offering them a variety of characters and settings.
You've never met a funnier, wilder, more involving group of animals this
side of the Sunday comics. Watch as students create their won comic books,
giving each character a unique personality. Arranging the interactive clip
art on the many backgrounds, gives students the incentive to write about
the adventures of their characters. The exciting comic book scenes your
students create will be the springboard for imaginative story writing! The
program challenges your students to expand their intellectual and creative
potential. They'll be having so much fun, they won't realize that they are
planning, organizing, and writing.

This guide provides information on the learning opportunities the program
offers as well as practical suggestions for using the program to enþage
students in creative writing projects. Since the program includes flexible
tools for writing, reading, listening, and graphic design, it supports a wide
range of learning styles and ability levels.

UsingAzímals Wíth an AttítudcrM as a Learning Tod

The program includes an easy-to-use word processor, complete with a
selection of type sizes and styles, wordwrap, and delete capabilities. If you
have an Echo or Cricket Speech Synthesizer installed in yiur computer, you
can also take advantage ofthe speech feature.

Word processing and speech synthesis are powerful learning tools for
students at various stages in literacy development. Young and primary
beginners, learning disabled and handicappld students, ãnd seiond
language beginners can benefrt from using this prograrn

The graphics, word processing and speech features can provide students
with support in the following areas:

Visually T[acking Words

Some students have difficulty learning the left-to-right and top-to-bottom
Tlg3l patterns used during reading. The program's speech feature helps
children practice visually tracking words within text. When the student
presses Apple-P, all the words on a page are read one at a time. Each word
is highlighted as it is read, thus guiding the student's eyes in the correct
pattern across the screen. You can even control the rate at which the words
are read by adjusting the delay between words on the Speech Control Menu.
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2. rWhen the FontsMenu appears, select the font you want to write $¡ith.
The four fonts included witrr the program are Small, Medium, rtalic,
and Comic Boolc

3. þ a moTgnt, a text processing screen will appear arong with a HelpMenu. This menu piovides you with all theìnformafioã you nàed fôrwriting your $ory deleting letters, and hearing what yoú'ne written.
You can see the HeþMcnu at any-time by preúing ú?. For now, press
any key to remove the Help Menu.

4. Tþ" cursor appears ir th" upper left-hand corner of the story screen.
The cursor is a marker that lets you know where the texi yoú type willappear. Begin typing your story . . . write away!

5. When you frnish writing your story, press Esc to exit to the UtilitiesMenu. At this point, you might wânt to save your story onto a data diskor print it.
For saving_agd Pdqt_t"g instructions, refer to the sections SavingYor¡r
Súory and Printing Your Story.

HearingYor¡r Story
You can hear what you've written at any point, during or after typing.Press ÚP to hear your story page read bäck onó word ät a ti*e. Þ".ri úc to
thap! tle way a word,is prõnõunced (or to change ttre pifcrr ãtt¿ t'ãt"*.levels). For more details on changing the way thã compiter pronounces aword, refer to îhe SpeechFeatune.

Saving Your Story
lf Vogr want to save your story, press Esc to exit the text processing Screen.
The Utilities Menu will appeai.

1. Insert a data disk in a drive and select SarreS'tory from the UtititiesMenu.

2. Tlpe a name for your story screen and press Return. That's all there is
to it!

Now your story is saved onto your data disk. For printing instructions,read on.

NOTE: If you wdnt to sa.ue your story into a specifrc þklen then hþhlight the
folder and press Retum to open it. (See Møke a Fokd.er in the tlt¡l¡t¡"r iection of
thís guide for more detaíls.)

Reducing the Physical Burden of Writing

]vriti$ is a-physical as well as cognitive and social act. Many young and
handicapped students have important things to say, but are fruãtratõd
because they_lack the frne motor skills required to write by hand. Word
processing_ allows students to form letters at the press of a key, thus
r-educingthe physical burden involved in writing by hand. This provides
them with a powerful tool for self-expression.

Improving Spening

If the students are unsure of how to spell a word, they can have the
plogram spell and pronounce the word they typed. If the students hear
what lhey e-xp-ect, their understanding is confümed. If they hear
so-mething_diff-erent,_the students can make changes and try again. In
other word¡, the auditory feedback helps children in their spelling and
d-ecoding_ efforts by allowing them to verify spelling rules aträ e*ceþtions to
those rules.

a

Writing a Complete Sentenoe

Children often have diffrculty writing a completè sentence. Using this
program, children can write a sentence and have the program reãd it back.
The speech feature p-royide_s instant auditory feedback. Upon hearing his
sentence or text read aloud, the child will recognize many problems that he
might not identify when reading the written pãge (e.g., miising verb, no
punctuation between sentences, even subject-verb agieement errors).

Motivating Student"s to Read and Wriúe

Students of all ages will enjoy the combination of graphics and text offered
by this p_rggram. Stgdents, who might not otherwise-have much to say, will
love.combining graphics and speectr in their scenes. They might begin'by
writing a small amount of text in a speech bubble and eventualty expandio
writing a page or a whole story.

Impnoving Compnehension

Student! reading a passage in a book have to struggle with unknown
words. Their ability to decipher these words determines the level of
-meaning t-hey grqsp frgm the text. They may try to "sound out" the word,
but this often ends in failure and frustiation.

Note: The Edit Exceptíons option that lets teachers or stud.ents correct the sound. of
words that are mispronounced due to ircegularíties in the English language. The
process of correctíng pronunciations ís another learning opportunity for students.
It allows thern to gøín a sense of the patterns and irregularíties of English
spelling.
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Since the speech feature allows students to hear any unknown word in a
passage, students are less likely to get "hung up" on one word and are freer
to concentrate on the overall meaning of the text. The speech feature
provides students with a new tool for identifylng words and unlocking the
meaning in a sentence or passage.

TlakingRisks

Students who write with a word processor are more likely to take risks in
their writing. The fear of failure is reduced, since mistakes are so easy to
correct. With the added benefrt of the speech feature, students will be even
more inclined to take risks. When a student can hear what he writes, he'll
be able to identify and correct mistakes even easier. Also, students who
read text from the screen, have the added support ofbeing able to hear any
word in the text that they might not know.

Drafting and Editing T€!ú

Word processing can enhance the entire writing process--Writing,
Drafting, Editing, Revising, and of course Publishing. Students will enjoy
using the word processor, since it allows them to manipulate their words
more easily than would a pencil and paper. They are also more likety to
experiment with their text, since making changes and corrections is so
easy. When the students are ready to edit or revise, they will not have to
painstakingly recopy each word. The word processor allows them to edit
quickly and easily. The essential task of rereading is also simplifred since
computer printouts are much neater than handwritten text.

Publishing and Sharing Work

Writing is communicating. During the writing process, we make
meanings of words and convey those meaning to other people. The
Animals Wíth an AttituderM program is a perfect tool for publishing and
sharing because it allows students to produce a clean, professional-
looking, final product. Publishing this work by delivering it to an audience
or displaying it in the classroom is a perfect way to provide students with
this important sense of audience.

Collaborative Writing

Writing at the computer reinforces and enhances the dynamic, social
nature of writing. Walk into any computer lab, and you'll frnd students
huddled around the computer, discussing what is on the screen. Students
who work together learn from each other. They also have the rare
opportunity to talk about language (e.g., which word to use, how to phrase a
senten_ce, etc.). Students may experiment with different styles of writing
and take even more risks when working with a partner.

6. Select a print size.

WARNING! The progrøm wiII freeze if your printer setup does not m.øtch its Cunent
Setup, and you wíll høue to reboot the program.

7. Next, choose a print style from the Print Styles Menu. The two styles
offered are Nomal or Outline. Normal will print out your graphic
screens with all of the patterns intact. The Outline mode will ignore all
patterns and solid colors from the graphic screen and print only the
black outlines around the art.

8. Check one last time to make sure your printer setup matches the
program's Current Setup, then press Return to begin printing.

Common Setups

Computer
.Apple IIc
oApple IIe

Inter{ace

Apple IIc Serial Port

Apple Super Serial

Printer

Apple Imagewriter II
Apple Imagewriter II

Apple Imagewriter II

Laser Printer

.Apple IIGS Apple IIGS Printer Port

.Macintosh LC*
*lvith Apple IIe Card

Apple IIGS Printer Port

^If you want to choose one of the page layouts for printing a comic book page
please refer to page 14.

\ryRITE ABOUT IT!
Before you begin writing your story, make sure you have a formatted data
disk for saving your story. Read the section Creating a Data Disk, if you
want instructions for formatting a data disk.

Now you're ready to write your story. Begin with the program disk (Side 1
facing up) in a drive and follow these steps:

1. Select \ryrite a Story from the Main Menu.

Print Stqle

Outline
TtilìlîiFl

Page 22 Page 1 1



Utitities

PrintinE Your Panel
Itfg: *ltt to print your panel, press Esc to exit the Prop shop Menu. TheUtilities Menu will appear on ihe screen.

1. Select Print Panel from the Utilities Menu
2. Follow the instructions on the screen to insert the program disk (Side 1

of the 5 l/4"disk) in any drive and press Return.

3. I1.a-moment, the PrintMenu will appear listing the various print sizes:
Miniature, Standard, Tatl Short, Skinny, and poster.

At the bottom of the screen, you'll see the current printer setup. Make
sure the Cument Sehrp lists the correct printer and interface ðards that
you 1le using, and that the appropriate Print Quality (Draft or High) is
1et. If ygu w_a¡rt to change the program's Current Setup, select Change
Setup. (See Change Setup for moré information.)

Gnrnrrus Acr¡urrcs Gurnu

The following activities offer specific \Mays for using t}re Animals With an
AttitudeN program in the classroom. These activities take advantage of all
the exciting features of the program--lively graphics, sophisticated word
processing, and printing in a variety of sizes. Some activities also take
advantage of the Speech feature, although it's not an essential component.

Many of the activities are designed as cooperative writing projects.
Students are encouraged to work together, to discuss their writing and to
produce a, frnal product to be shared or published. Other activities may be
co_mpleted as individual or small group projects. Activities can easily be
adapted to fit your needs in terms of student age and ability levels and
computer availability.

The Classrcom Comic BigBook
GRADELEVELS:K-3

Young students love reading and sharing Big Books. Many teachers
integrate Big Books into their \Mhole Language program. In this activity,
your students will write, illustrate and publish their own Big Books. If you
like, you can even turn this into a language experience exercise in which
students discuss, write about and share their real-life experiences.
Creating and sharing Big Books with you and with other students is a
perfect way for students to develop an a\Mareness of the relationships
between speaking, reading and writing. The final product providei a
terrifrc way to showcase your students'work on Parent-Teacher Night.
Students will love using these cute characters, in all their varying moods,
for their comic books.

G€ttingStårted
Begin this activity by sharing a Big Book with the class. You might want to
create one Comic "Big Book" page with simple captions and dialogue and
print it out in Poster size, and share it with your students. Then divide the
class into pairs and have each pair create one page of a Comic "Big Book".

Creating and Printing the Graphics
Depending on the age level of your students and their level of comfort using
computers, you may want to make them responsible for designing and
creating the graphics screens only. Of course, if your students are going to
use the Speech Bubble feature, you'll want to help them enter the text.
Select Poster size from the Print Menu and then select a Print Style. The
panel will print in two panels which you can tape together.

NorE: Prínt in Draft quality when you want a quick príntout (and. when you
want to spare your prínter ribbon). Print in High qualíty when you want a final,
professional-looking printout.

Print Panel
Ilelete File
Format Disk
llake Folder

Change Speech
Continue Horking
Go To l.lain J'tenu

sFEtlfiElilln

Print

Standard
Tall

Short
Skinng
Poster

Change Setup

EFTEftÌ:l!

Current Setup:
Apple lmagewriter ll (color)
âpple tlgs Printer Port
Linefeed: On
Print Qualitg: High Stot: I
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Writing and Printing the Sûory
Writing the story that goes along with the graphic is a valuable learning
experience and a lot of fun. However, if you're working with very young
students, or with students who are not familiar with the computer, you
should type as they dictate the story. This is also a nice way to involve your
students in a discussion about language -- describing the picture, choosing
the best words to tell the story and even discussing how to spell certain
words. When you're ready to print, select Poster size from the Print Menu.
The story will print in two panels which you can tape together.

Putting the Big Book Together
Once you have both parts--the story and the comic book panel--you should
tape the story under the graphic. This is one page of your Big Book. You
might consider mounting the pages on oaktag or poster board for more
durability.

Helpfrrl Hint: Auoid hauíng to cut your poster strips to line them up for pastíng.
Be sure to line up the left perforation of your computer paper to the red notch on your
printer's bailer bar before you print. This ensures thøt euery strip of the large
printouts will line up.

NOTE: If you're working with older students, they might enjoy creating Cornic
Bíg Books for younger students to read.

Comic ColoringBooks
GRADE LEVELS: PRE-K - 3

All children love coloring books. Now your students can create their own.
Any comic book panel your students create can be printed in the special
Outline mode. The result is a printed picture that is perfect for coloring.
Individual students can create their own coloring books or students can
j_oin to create a classroom book. Here are a few easy steps for creating a
Classroom Coloring Book.

Crcating tlre Pa¡rel
Have each student create a comic book panel. Depending on your students
age and ability levels, they can create a panel with graphics only or they can
use speech bubbles or text boxes and add text to each screen.

Printing the Panel
As the students frnish their scenes, have them print the scenes in Outline
Mode.

NOTE: If you'd like, you cøn print d,irectly onto Dítto Masters so you cøn
reproduce the pages easíIy.

Creating the Book
Make copies of all the pages. Bind the coloring books by punching holes in
the paper and looping colorful yarn through it. Or use thl holes that are
already on the computer paper for binding!

ERASERS

There is a category called Erasers in the clip art categories. Erasers are
whit'e shapes that can be used to "white out" or erase elements. Make sure
you have the eraser over a colored area ofyour background, and press the
Space Bar to view the different sizes. If you erase an area by accident, press
Delete.

NOTE: Keep ín mínd that the eraser wíII erase sections of the background as
weII.

CHANGING DISKS

Select this option when you want to load backgrounds or clip art from
another Art Disk. This option allows you to mix art stored on different
disks. For example, if you have the Animals With an AttituderM disk in
Drive 1, and any other program from Toucan's Creatíue Writing Serl¿s in
Drive 2, yoa can design a panel with graphics from both.

NOTE: Pressing Tab performs the same function as selecting Change Disk. If
you press Tøb, the progranx will moue from one dríue to the other.

Saving Your Panel
If you want to save your panel, press Esc to exit the PnopShopMenu. The
Utilities Menu will appear on the screen.

1. Insert a data disk in a drive and press Return to select Save Panel
from the Utitities Menu.

2. Tlpe a name for your panel and press Return.

That's all there is to it. Now your panel is saved onto your data disk. You
can come back and edit it at any time. Simply choose YourComic Collector
from the Main Menu, select Load a Panel, then select the fìle you want to
work on.

NOTE: If you wa.nt to so,ue your pa,nel into a specific folder. then highlight the
folder and press Retum to open it. (See Make a Folder in the Utilitíes section of
this guíde for more details.)
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5' A tiny vertical line will--appear inside the bubble. This is the cursor. Tlpeyour message and you'll see that the bubble turns into a mini-wordprocessor. You can type your text, delete characters, and e"é" irt eadvantage of wordwiap. -press Er; ;h;; vo" ã"irt 'typiú. -

6. The BubblesMenu will appear with these options:

' If you *uq! to change what you've typed, select change Text andreturn to Step 5.
' lf {gn want to remove the bubble and start again, choose DeleúeBubhle and return to Step 2.
' If you want to add anothèr bubble, choose AddNewBubble andreturn to Step 2.. If you like what youïe typed, press Esc.

7' The.Propsho,q will reappear on the screen. At this point, you cancontinue to add clip art, select more speech bubblàs, or;;å-ä lo exit.
For saving3tt^d printing instructions, refer to the sections, savingyo¡rPanel and Printing your panel

Using TextBoxes
Text Boxes are clip art- graphics, just like speech bubbles. place a text boxon the top or bottom gtÍoui p"i"i when il;;;tro write captions. Texrboxes. are very special b..unr. once_you bosition them on the screen, theyturn,into.trnv word processors. An¿ ttrui'r troi ãi. these text uoxes wittspeak too! To use a [ext box, follow the same;6; as for rp.ã.n úrr¡¡t.r.

NoTE: You may stamp as møny tert bores as you rike; howeuer, íf you haue anEcho or Cricket speechboard hooked, up to youriomptuter, onty thte fiist four textbores you stamped tþiII',talk".

If you have an Echo or Cricket_ Speechboard installed in your computer, youcan hear you{ characters-gqeak. ^To begin, i;ud;. of yJut sc;;Ë(complete with speech bubbles) onto yoùr monitor. If tñ;ñpSËpMenuisshowing, select Hide Menu. \ryh"n vä";"u rãuãy lo rrea, the íi;ùñe you,vewritten, press úP and voila! your scenes come to life!

Special Features of the ClipArt
These features allow you to *ãk. the most of your comic book graphics.

FLIPPING DESIGNS
Anytime you-have a..nie.ge of clip art on the screen, yoü can flip it. press vtg,flip a sraphìc y,"ï.tI"Jtv (upside down) u"¿ n io np it rrãriräJärrv (side roside). If you don'r.likehów the_graphi.ioãr.r, ,iñiipr"r, irrã;aã. key toreverse it to its original state. Expõriment flíppinä ínã pãrtr lãt tn. i¿"uldesign.

Page I

That's all there is to it. These books make perfect gifts for students to givetheir friends and family.

Comic Strips
GRADELEVELS:2-8

students _enjoy-reading comics and now they'il enjoy creating their own.Have students ¡egT by sharing their favorite comic strips. Ãsk them tolook for-repetitive elements. Fãr example, the characteis and their clothinggeneralþ stay thesame although theif positions may change frãrn-frame toframe. Point out that their conversations are written withiî .il;;[
balloons or bubbles.

Now students will create their own comic strips. Each comic book panelwill be one frame of the comic. They should bàgin by thint<int;;ã þerhaps
lgkinq notes_about their main charácter(s), anà'the general sioryline.what kind 

-of 
p_ersonality does their character have? fu.'* ,"p;ti;ã you wthsome sample characterizations and names for the characters^tÏat sludentscan use for reference. what is the mood of the comic strip? what willhappen in the beginning? In the middle? In the endf ---

once students have p_lanned their comic strip, they're readyto begin d9¡igning. Have them create the frrsi pariel toÃpléte wittcharacter(s), props, speech bubbles, and dialogúe. Have ^.t,ra."tr continuein this fashion, changing props and dialogue,lnfil they've f*irrr.á theircomic strip.

Let students share their comics with classmates. Perhaps you can createan area to display their work-- comics corner --on one of your luiietin
boards.- For sugg,estions for making this a team project, säe Collaùãrative
Comic Strips in this guide.

Comic Corres¡rcndence
GRADELEVELS: L-4
Students will love using Animals With an AttituderM to write letters andstories for their pen pals. This exercise provides students with u sénse ofaudielge- They write knowing that someone will read and t"rpã"J to theirtext. This experience is enhañced by the fact that the ptogruÃTr 

- 
wordprocessing, graphics and sound features create a motivating environmentfor writing.

Arran-ge for students- to have pen pals--either within the classroom, withinthe school, or at another school. If you ar-e taking advantag. "i lrru;1sp.".h,feature, you mìght want to find another class wiih the;;ï*ú. Thatway' your students can ship their disks and have the added excitôment ofsending {nd receiving_"talking mail". Students might *u"t to .".aìe comic
þggkr with speech bubbles anã dialogue only. or, ihey may want to writeletters and stories using the "write Ãbout li!" wórd processor.
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SûoryStarters
GRADELEVELS:2-6

Anirnals Wi.th an AttituderM provides the perfect tool for creating
motivating story starters. Story starters can come in the form of graphics
or text. For example, you might want to create a comic book panel with
empty speech bubbles and let your students determine the dialogue in their
stories. Or, you might want to design a graphic, write a sentence or two of a
story and then let the students complete the story.

In either case, create your story starter and print it in Poster size. Täpe the
panels together and mount your work in the front of the classroom. That
way students will have an easier time remembering the story starter panel
or graphic. It will also save you the effort of printing or copying enough
story starters to go around. When students have frnished the assignment,
have them share their work with their classmates. They'll frnd it
interesting to read another student's interpretation of the story starter text
or panel.

NOTE: An interesting ødaptation of this actiuity is the Chaín Story, presented
later in this section.

ComicBooks
GRADELEVÐLS:4-8

Publishing a classroom comic book provides students with the incentive to
write well and to cooperate in a team effort. It also gives students the
opportunity to practice writing for an audience with the purpose of
communicating effectively, persuading and entertaining their readers.
Animals With an AttituderM is a perfect tool for a classroom project of
pugnacious proportions. The graphics and speech features only add to the
excitement. Here are some steps you might follow. The following ideas
should help your students begin their publishing careers.

Determine the Audience
Before you begin, yoü should decide who the intended audience will be.
Since students know what interests their peers, you might want to select
another class in the same grade.

Name the Comic
Once you've determined the target audience for the comic book, have
students vote on a name. Here are a few suggestions: Fill in the name for
the mascot, So and So's (teacher's name) Classroom Comics, The
Bumbling Bear or The Learned Lion and his adventures at name of school.

6. Now you're ready to add the next piece of clip art to your comic book
panel. To do this, simply repeat from Step 1.

\ilhen you finish creating your panel, press Esc to exit to the Utilities
Menu. At this point, you might want to save your panel onto a data disk or
print it. For saving and printing instructions, refer to the sections, Saving
Yor¡rPanel and PrintingYour Panel

Using Speech Br¡bbles
Speech bubbles are clip art graphics with a twist. Place a speech bubble
next to your character when you want to show dialogue. Speech bubbles are
very special because once you position them on the screen, they turn into
tiny word processors. And that's not all. These speech bubbles even speak!
Follow these steps to design speech bubbles.

NOTE: You can stamp as nxany speech bubbles on the screen as you like; howeuer,
íf you haue an Echo or Cricket speechboard only the first four speech bubbles willotø|k".

PLACING SPEECH BUBBLES AND TYPING TEXT

1. Press the down arro\M key to scroll through the list of alphabetized clip
art categories until you reach Speech.Bubbles. Select Speech.Bubbles.

2. A Help Menu will appear with all the information you need for using a
speech bubble. Press any key to remove the Help Menu.

3. The frrst speech bubble in the fïle will appear. Select and stamp the
speech bubble just as you would any of the clip aú. Remernbe4 if you
want to flip the bubble horizontally, press the H key. If you want to flip it
uertically, press the V hey.

4. Once you've pressed Return to stamp the bubble, a Help Menu will
appear with all the information you need for using a speech bubble.
Press any key to remove the Help Menu. (To see the menu again, simply
press l?)

f + 1+ - position cursor
BETUBN - next line
DELETE - erase
éP or óT - seg the page
llove cursor before rvord to-..
ó1.¡ -segawordús -spellarrord
óC - change speech
éY - vierr picture
ó," - help
ESC - when finished

(SPÊCE BAB rrill stop speech)
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AddingClipArt
l. onclvou have chosen the backgroqld that you want for your panel,the PrcpShopMenu wi.ll -appeãr. This is tírrrt. you can access clip artfor designing your comic ¡õôt< scenes.

NOTE: The Hide Menu option allows you to uíew your background, unobstructed..

2. After y-ou select -a clip art category, the fìrst piece of clip art from the frley-ou selected will appear o! thã sóreen. press the spaõgo d"i.w allthe art in this file.-Þress the letter Bkey, if you neeä tã g" ¡..Lwards anddg* the previous pieces of clip art. Stoii *lirtt you trnd ifr; pi;;r rf rtip -art you want to use.

3. Now p{es-s the arrow keys, or use the mouse to move the piece of clip artaround the screen.

Kqboørd Users: You can change the d.istance a piece of ctip art rnoues whcn you press
the number keys. For eramplg, to place a character exactly where you want ii, type I,
so when you press the arrow key, the chøracter wíII rnoue ín small íncrernenis. Tb
tnoue a chøracter quíckly around the screen, type g. Erperíment with the d,istances
from 1 to 9. Thís feature wiII come ín handy it uøríoui points when d.esigning your
comíc book scenes.

4. when you've-positioned the clip art exactly where you want it, pressReturn, or click the mouse to ì'stamp" it i-n place. "rfvà" ãrrá;å; yourmind and want to reposition the pieõe of clip art, preðs Delete ãnd returnto Step 3. If you want to choose another piece of ciip art from thã ru*.category, press Delete and return to Step 4.

W.AßNING! Once you press Esc to erit to the Ctíp Art Menu, you cannot retum to yourpanel and delete art you'ue already stamped! Bui, you can use the erasers to "whíteout' dn unwanted piece of clip art. Be careful tho;gh, the eraser wíIl øIso owhíte out"
sections of your background.

5. Once^y-ou're satisfied with the position of the clip art, press Esc to exit tothe Clip Art Menu

Organize the Staff
Once you've decided on a name, set up the classroom comic studio. You'llwant to organize the staff before students begin individual assignments.
Here are a few of the possible positions your Jtudents may seleci.

' Editor-in-Chief: S_upervises every phase in the production of the comicbook. The editor has frnal say on the content of the book, lâyout, andwork assignments.
o Managing Editor: Assigns people to cover different stories and makes

sure all assignments are completed on time.o Writers: Write the plot for each story, with character descriptions andsequencing.
o Re-porters: Write articles, cover news events, organize announcements.

9f you w_anted to include school news in the ,o*1, booh.)o Feature writers: write feature articles to accompany the ne\Ms.
' Copy Editors: check all stories for accuracy, styie rid gr"*matical

errors.
' Advertising Group: Develops all advertising material for comic book. Art Staff: Designs comic book pages for theéntire book (must work closelywith writers).
o Production Editors: Assemble the "copy" and art for the entire comic

book issue.

Once students have selected a role, present them with possible theme areasfor the comic book. Maybe it's a make-believe story abóut the schoof or anactual tool for school ne\Ms. Ask students to select ihe atea that intereststhem most.

The School Comic Ner¡¡sletter

comic Ad,uice column- Students create a "Dear Klondike,, or,,Ms.waggy,,column. Students in the class should be encouraged to submit questionÀ
1nd-this group is responsible for answering the q-uestion(s) in this column.Students can create a comic book panel whîch depicts the'á¿vicã-ginua or upanel that tells a story about the question being uiLed (as if the cliaracter
requesting advice sent along a snapshot).

School Myst-lU - Students write a fun fictional comic book in the style of a
"sensational" popular magazine. Have students think about how iriters
who write for such publications must use language that catches the
readers attention. 

. 
Since the job of the fut Staff iJ to design graphics whichdepict the story being told, teamwork is very important.

Prop Shop

t

Action-Lines
Angus.l
ângus-2
Babbs-l
Babbs-2

Budster.l
Budster-2

Clgde.l

FnililEEtrÌ¡
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School News - Students write "fact-based" article(s) describing events that
are supp_oqedly taking place. This is a job for the staffreporters, whose
r-esporrsibility it is to inform the audience by communicating facts and
details about a particular event. Sample event's might be: -

Local Elections
School Shows

Hometown Student Gets an Attitude
Attitudes clash outside of Principal's ofÏìce

Aduertising - The advertising group is responsible for writing "copy" that
sells or pr-o-motes a particular product or event. Students in ãdveitising
groups will gain experience in using persuasive language and in graphics
design. Remind students to keep the following conceptsln mind:

1) Think of attention-getting \Ã¡ays to announce the
product or coming event.

2) Provide complete and accurate information.
3) Use images to enhance the advertisement.
4) Make sure the tone is appropriate. Should it be formal?

Cheerful? Humorous?

Pnoducing tlre Comic Book
Dg-l't forget about the important job of the production staff. These studentswill work on the organization and layout of the final product. For variety,
the production group may \Mant to print graphics in äifferent print sizes-.'That way, they have more variety when tãvins out the final prãduct.

Create a Comic
Select Create a Comic. Designing a panel is simple. First, decide on a
background_(or no background), fhen design youi panel by using a variety
qf çlip art: Clyde, Budster, Moop, Ktondike, sþeech- bubbles, props and mõre.
Follow the steps below:

Selecting a Bacþrcund
1. Insert the Backgrounds Disk (Side 2 of the 5 t/4" program disk) in

the drive.

2. Press Return to select Create a Comic from the Main Menu.

3. In a moment, the BackgroundsMenu will appear. A background is the
setting for the panel you design.

4. Select a background option:

' No Background: Select this option to design your panel on a white
screen. Skip ahead to the Clip Art Menu.

. Backgrounds.l, Backgrounds.2, and Backgrounds.B, etc...: Each
of these choices is a frle containing many backgrounds. Take a
moment to explore all the terrifrc backgrounds available to you.

' Change Disk: Select this option to view the background choices on
another disk.

5. Ihçt you select a background frle, such as Backgrounds.l, the frrst
back_ground will appear on the screen. Press the-SpaæBar or the right
and left arrow keys to view the backgrounds in thaCfile. Press the "B-"
key to go backwards through the file. Press Return to select the
background you want to use. Press Esc to return to the Bacþnounds
Menu.

ds

Baclgrounds-l
Backgrounds-2
Backgrounds-3
Backgrounds-4
Backgrounds-5
Change Folder

Change Disk

ìtifÌ

ll[nml

tffitilfli

ffi
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I
This section of the handbook contains detailed information about all of thefeatures in the program. Ì,ead through ihis nãïå"ã".. Guide ror. co*pi"testep-by-step instruõtions for using the-prograrn---- 

-

Refer to the Gettingstarted section at the beginning of this handbook forinstructions on installing your Echo Sp...tr -Sv"t-ftãrizer and for loadin!instructions.

The Main Menu
lgu¿- !h9 n-rgeram. when the Main Menu appears, you're ready to begin.The Main Menu lists silbasic oltiotrr yoo;ä.hãå;"f;ro-TË opiior*available are: create a gomic,ti'riteALout It, iourcomic collectior¡Print, Utilities, and Quit'

Selectinga Menu ltem
To select an item _{gm any menu, simply press the arrow keys to move theblack menu bar. when the *"trú bat ir"oir trrã ãpiio" you want, pressReturn. That's all there is to it. Froq ,ro* orr, frri, pio..ss of mäving themenu bar to an option and pressing Return wiit ue d¿iea ¿rãi;¿i"Þ.

Cneating a Data Disk
$you want to save the scenes and stories you design, you'll need aformatted 3 L/2" or 5 Ll4" data disk. To forrñat a disf, iälect tt e Útitities
9.ptiql.- Nelt, select FomatDisk. Select the locatioá of the drive containingthe disk to be formatted and insert a blank disk ior one that contains
l$orrytjgl you- To longer-need) in that drive. \^rh.tr you see "volume
Name:" followed þv a þ1i4ing cursor, type a name ror yo"" ãata aist a"dpress Return. when the utilities Menu ieappears, yoúr. ,"áav to begin.Press Esc to exit to the Main Menu.

Publish the Comic Book
{hen you have a final product, photocopy the magazine and distribute it tothe talget audience. Ask for feedback frõm the aüdience, perhaps in theform of letters to the editor. You might also want to mouii the drisinal
c_opy, color and laminate it for display. Finally, to ensure students"have a
chgl-ce t9 try writing for a variety of purposej,:rotate positions for eachpublication.

The Chain Story
GRADELEVELS:4-8

In thiq activity, you'll create a story starter, make frve or six copies, andpass them around the room. Your students will take turns aaäing a
sentence to each of the evolving stories.

Create a comic book panel as a story starter. Use Speech Bubbles when
designin_g the scr_een to provide some introductoty dialogue--a place for the
gtory to -begin. For ex-ample, design a screen with a chãractei saying,
"Angus is missing. I think he's in trouble.,,

Tþis pqqel is_ the story starter. Print this in miniature size and tape it to a
Pjecg of lined Pape_r. Make five or six copies. Distribute the story étarþr to
the first set of students. After one student has frnished a senteñce, have
lhem p-ass the paper to the next student. She should continue the Átoryfrog where the previous student left off. Students should keep rotatinguntil each has written one sentence in each of the chain storieì. Next]they
can try to illustrate the story they have written.

Then select students to share the stories with the class. You might even
want to display them on the bulletin board for students to read aI their
leisure.

Page 29

Itlain llenu

l..lrite a Storg
Your Comic Collection

Print
Utilities

Quit

æErGEIr¡!îilEtt

Page 4



Computer Lab Adøptøtion: If you have access to a computer lab, this is a
terrifïc activity to do on the computer. Create your story starter and print it
in Big Book size. Display this in front of the classroom. Then have students
loadAnimals Wi.th an AttituderM and select Write About It!fuor¡n the Main
Menu. Using the small typestyle, the first studenù at the computer types the
story starter sentence. Then students rotate until they have had a chance to
type a sentence at each computer. (If students frll up one pâgê, have them
save, print, and continue the story or panels on a new page.) Print the final
products.

ContinuingStories
GRADE LEVELS:5 - 8

In this activity, students will work in teams of three. Each team of students
will work together to write one comic book. Students will begin by designing
a comic book panel. Then, students will write their storyline. The fìrst
student will begin by introducing the story. This student will describe the
main character(s), and the setting. The fìrst student should also set the
panel for the main action.

The next student will continue the story by telling about the characters and
their adventures.

Finally, just as the story reaches the most exciting point, the third student
will join in the story-making process. This student will work out a solution
to the story and resolve any loose ends.

When the story is frnished, have teams share their stories with their
classmates. You might want to create a Publishing Center on one of the
class bulletin boards for students to display their work.

Collaborative Comic Stuips
GRADE LEVELS: 4 and up

This activity is fun for students of all ages. Follow the steps as in the
previous activity, Continuing Stories. In this activity, students will be
designing comic book panels only. They will not be writing stories. Have
students work in teams of three or four. Tell students that they will be
creating one panel in the comic strip. Make sure they save their panels.
The fìrst student begins by designing a panel. Encourage students to use
the speech or thought bubbles to create dialogue in the panel.

The second student must look at the frrst frame (on computer or in print
form) and continue the comic strip. This student must consider the design
and dialogue from the frrst frame when designing the second frame to
continue the comic strip. She can even use the same background and
characters, the first student used. She might want to add ne\M props or
characters and then continue the dialogue in new speech bubblãs. -

Continue this process until the last student has fìnished his or her frame.
It is this student's responsibility to work out a solution for the comic strip.
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LoadinE the Program
To load the program:

1. Insert the program, label facing up, into Drive 1.

2. 1ì¡rn on.your monitor and computer. If the computer is already on,
press Ccintrot, ú, and Reset keyì at the same time.

3. In a few seconds, the Opening Screen will appear followed by a screen
with information on the speech feature. Press any key to continue.
When the Main Menu appears, you're ready to begin.

Refer to the Referrcnoe Guide for step-by-step instructions on how to use
each of the Main Menu options.

Documentation
There are three sections of the documentation: the Reference Guide,
the Teacher's Guide and the Art-at-a-Glance Booklet. Each section is
described below.

The Reference Guide
This provides step-by-step instructions for using each feature of the
p-rogram. Refer to the Reference Guide when you have specifrc questions
about a particular feature.

The TeacherCGuide
this guide provides teachers with grade specifrc classroom activities and
helpful hints.

Art-at-a-Glance
Displays the backgrounds, clip art and fonts included with the program.
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Start Up
Insta[ing the Speech Synthesizer
The program works fìne with or without the speech feature. However, ifyou do have an Echo (IIe) or Cricket (IIc) Speech Synthesirer, your stúdentshave the added advantage of being abie to hèar whlt theyffi." tr'ãitow ttreappropriate procedure below to install the speech rytrttt.sí""r in your
computer.

NOTE: If you don't haue a speech synthesizer, sirnpþ skip ahead, to the loading
instructions.

Installíng ttre Echo
To install the Echo_ speechboard in your Apple IIe computer, make
sure you begin with the computer orr. (pjease refer tô youí owninstallation manual for comþlete instructions) Follow these stefs:
1. To avoid electric shock make sure yo'r computer is oFF.
2. Remove the cover from your computer.

3. Using a g_entle rockin-g motion, insert the ECHO card into any slot exceptslot #3. Make sure the board is firmly in place.

4. Insert the speaker cable into the jack labeled .,speaker" on the ECHOcar{. If you ha¡te -headphones of stereo speake'rs, you can connect themto the jack marked "steieo',.

NOTE: The two gray knobs near the speaker jacks control the uolume of the leftand right channels.

5. Replace the cover of your computer.

hßtâlting tlre Cþicket in the Apple trc
To install the cricket speech synthesizer in your Apple IIc,follow these steps.

1. Begin with the computer oFF and the power transformer unplugged.
2. Plug the Cricket cable into the modem port (marked with a telephoneicon) on the back of your IIc.

3. Connect the cable from the power transformer to the jack on the back ofthe Cricket.

4. Plug the transformer into a po\Mer outlet.
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Print a]l panels and have students share their comic strips with classmates
or display them on the bulletin board.

Intemediate, Junior High and High School Students

Animals with an AttituderM is an invaluable tool for teaching basic
concepts of Fiction: characterization, plot, mood...

l.Characterl)evelopment The wide range of characters in this program
create an ideal venue for teaching character development.

A. Discuss the traits of each character. Is one of them bossy, obnoxious,
sarcastic, playful, or goofy?

Print out several characters in Poster size. Have your students describe thepersonalities of each of the characters. How does-do their personalities
affect the way other characters look at them?

B. Choose a cast of characters, including a protagonist, antagonist, and
sup¡rcrtingcharacters (discuss each of these terms with the claés).
Create a comic book panel for each one, using the speech bubble feature
to have the character make a statement aboùt himself. Remember,
statements made by the character must be consistent with thepersonality created for him or her! Use the text boxes to write adesÍription and name next to each character. Describe their personality
and-powers. Then, using the full screen word processor, have the
students write an adventure involving their cháracters.

2. SequencingofEvents: Comic books are great for teaching sequencing!

.{. Have an individu_al q{ small -group create a multi-paneled story.(At least 12 panels) choose the comic book page layout that has sixminjature panels on oIIe page and rearrange the órder of the story when
designing the layout. Print it out and havelhe remaining studentl try
and re-sequence the story.

B. Have an individu3l or-small group develop an outline for a completestory sequence the-plot, using the word processor. create gruihi.
panels to illustrate the story.

3. Mood Developmenû Create a background or series of backgrounds. Have
students use as Tany adje-ctives oi descriptive clauses as füey can to
describe the mood established by the scenôs. Or, give the stuãents a list of
adjectives and des_criptive clausôs and have them-create panels that
reflect the mood of those terms.

4. Na¡rative: Let students create a story using the foreground characters to
describe events. This person becomõs the ñarrator õusing the speech
bubbles). Explore the use of "fìrst person" narrative and ãobserv'er"
narrative.
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Creating Awesome Posters!
GRADES LEVELS: 1 and up
Students will love creating posters for special events.
Using the tremendous variety of fun characters, students can create unique
posters for Sports Events, Plays, Parent Teacher Night, Proms, Car
Washes, Senior Day, Campaigns, Say No to Drugs, etc.

The speech bubbles are great tools for conveying a message. Print the
designs out in the Big Book printout size. The printouts look great in color
or have some art students enjoy doing some great painting or marker work!

NOTE: Refer to Amazing ldeas in the Kids Guide for more Anímø,ls Wíthan
Attitude crafts and creations.

Br¡Iletin Boards!
GRADELEVELS:1-4

Designing a bulletin board about personality and character traits is fun!
Print out the different animals in poster size. Color and mount onto oaktag
and cut them out. Use the text processor to type adjectives that describe
each character. Print and mount them onto oaktag before cutting them out.
Display each cut-out character on the board with the appropriate
descriptions below it. This bulletin board can become a focal point for class
discussions on adjectives, opinions, frrst impressions, personalities and
more.

Persuasive Iætter
GRADELEVELS:4-6

Discuss writing styles with the class and hand out examples of persuasive
writing. Have the students choose a main character from the program that
they may want to be. Next, each student will write a persuasive letter from
that character's point of view. The letter can be writtén to a friend or family
member, convincing them to visit the character. Points to be addressed are:
attitude, scenery, lifestyle, likes and dislikes, etc. When the letters are
completed, students can type and illustrate each point and print them out.

Animals With anAttitude and Role PlaVrnS
GRADE LEVELS: 4 and up

Children can have trouble expressing their feelings or communicating
with others on issues that are troubling to them. This program is ideal for
students to "speak through" the characters. For example, if a student is
feeling left out and not in the "in crowd" he or she can-choose a character
that could help express their feelings.

Animals With an AttituderM lets children of all ages design their own
comic books, story books, posters, Big Books and more! Take a look at the
many exciting features in the program:

' Colorful backgrounds and hundreds of pieces of clip art that can
be easily manipulated to create an endless variety of unique
comic book scenes.

. Speech bubbles that children can use to create dialogue between
their characters.

. 'Word processing in a variety of font styles and sizes so children can
write stories describing the scenes they create.

. A choice of printout sizes ranging from miniature to poster.

. Speech s¡mthesis that allows the program to "speak or spell" any
text a child has typed. (You will need an Echo or Cricket
Speechboard to use this feature.)

In this GetthgStarted section, you'll frnd a list of equipment you need,
loading instructions, directions for installing the Speech Synthesizer, and
information on how to use this handbook. If you don't have an Echo
Speechboard, skip the Start Up instructions and move ahead to Loading the
Program.

Equipment You'll Need:
. Apple IIe with I28K,IIc, IIGS, or Macintosh LC with IIe Card. Animals With an AttituderM program
o Monitor (color recommended). Printer (recommended)
o Apple Mouse (optional). Blank Disks (optional). Additional Art disks (optional)
o Echo or Cricket Speechboard (optional)
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MEur THE Gnnc

waggy lovable, playful, waggish

stubborr, doggish, defiant

Ttre Name Game
GRADE LEVELS: 1- 6

Students pick one character stamp it on a blank background. Select avertical text box and typg in and w¡te his/her name v:ertically. Next, theywill _compo_se sentences that refer to_that character, each staiting wiih a-word that begins with the letter in the character's íame. Studeñts can usetþe p-rogram to write, illustrate and print their name games to share withthe class.

MightyMobiles
GRADE LE\IELS: 1-4

Create a fabulous comic mobile and have crazy characters whirring
around your head all day.

What You'll Need to Get Started:.Crayons, markers or colored pencils.Oaktag or cardboard for mouñting.Scissors and glue
.Colored yarn
.Clothes hanger or wooden dowels

Choose four fun characters and stamp them onto white backgrounds.
Malrbe_you want to design an outer spãce mobile. Print each õne orri t*iru
19 the Standard printout size. Mount one of each printout onto cardboard.Now color or decorate your_characters together. Pïnch a hole in lfrð ¿9p ofall four of the characters. loop different colored yarn througtr éu.h hoi.,allowing it to be long enough tó hang your characier from 

" ão*ãfã,
h-anger. You can \üraP yarn around-tire hanger fìrst so itls fuziy. Hang thecharacters at varying lengths to make an e*õiting mobile!

Stunning Stationery
GRADE LEVELS: 1 and up

Qreating yo_ur very own cartoon stationery is fun and easy. Choose ,,No
Background" from the backgrounds menú. Next, decide ïrri.t kind ofstationery you want to create. Do you want a theme? Maybe you just want
to stamp silly props along the top ãr tnu screen corner with different
gaptior-rs. Perhaps, yo,u want to stamp one of the larger characters drawn
foqth-e-waist^up-. Add a speech bubble and type your name and address init. Youll also frnd some lines in the special effeìts category that can be
used to create a margin or a border for your stationeryir.ãdtine.
Experiment!

I{e's lovable and playful.
Butlookout! Onemoment
he can be joking and wag-
gish, the next he's stub-
born and dogged. This
pooch is so full of energy
that his spots become a
blur when he chases his
tail.

Page 33



Poems
GRADELEVELS:1-6

Explore poetry possibilities! Discuss rhythm, rhyme and style. The poems
can be humorous. For the lower grades, print out poster-sized pictures for
motivation. In the upper grades the students can write and illustrate their
own poems.

Other Suggestions:

Flannel Board Figures, Stick Puppets, Dioramas or Puppet Theaters,
ActivityAMorksheets, Stationery, greeting cards...
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l+lunr rHE Gnnc
Squacher nosy, gossipy, snoop¡ng

She has an opinion on ev-
erything. This nosy gos-
sip can sit perched and
tell the longest tale. There
are no views thatcanrrrffle
her feathers. Only an
occaisional landing on
electirical wires does that.
Even then, she feels she
has to tell everyone all
about it.

Ttrrbo

This speed-demon leaves
others shell-shocked in his
tracks. His rubbery legs
are swift of foot and his
beaked head is quick-wit-
ted. When asked ques-
tions, he comes up with
snappy replies. This turtle
claims that he can outrun
any rabbit. ft's gotta be
his shoes.

talkative, chatty, gabby

sw¡ft, fast, quick, agile

I know a monkeg
named Hoop,

He likes to plag
with lots of g'ooF,

rushed tometoes
and pizza pie,

Tou better watchout before hehits gou in
the ege!

speedy, quick-witted



MEur THE Gnxc
Moop

There's a madcap buffoon
under that baseball cap.
He goes bananas over the
most hair-brained things.
His zarry humor makes
him the life of parties. If
someone is laughirg, then
this monkey is probably
on their back.

madcap, bizarre, zany,

humorous, playful

activist, demonstrative

we have included some samples on the program disk which you can
customize and print out to use in your classroom. There is afolder named
Sample containing: fill-ins, picturé games, and questions.

To access the samples, choose Create a Comic from the Main Menu. Then
choose either road aPanel or LoadaStory. Double click on the Sample
folder or highlight it with the arrow keys ând press Return.

Take a few minutes to look at the samples. They are sure to give you food-for-thought. The sample panels and s[ories areïesigned to bä printed
together in groups of two:

Shanti

Fill Blanks A-Panel
Fill Blanks B-Text
Match Panel
Sounds A-Panel
Sounds B-Panel
Pizza Panel
Name Panel
Poem Panel

You can change th_e samples by customizing them with text and clip art,
and save them under a new name on your ãata disk. The worksheei
samples can be printed out and distributed to the class.

This activist for peace
loves to demonstrate to
make his point. Ife's a
mouse caught in the rnaze
of life and he's out to har-
monize the world, whether
it means acting cool orbe-
ing atotally radical dude.
Anyone who wants peace
is hip enough to join his
cause. cool, radical, harmonized
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MEET TTIE Gnno

Floyd

This portly swine is ob-
noxious to the core. Buthe is by no means pig-
headed and his pork is
worse than his bite. He
oinks instead of laughs
and is a sucker for mud.
IIe's a ham when it comes
to an easygoing lifestyle.

portly, pudgy, obnoxious,

easy-go1ng, laid back

F -aa

Klondike

He thinks he's the cool of
the totally cool. This top-
hat feline has an ego
puffed-up more than his
mane. He can't help being
pompous and vain be-
cause Ít's what he does
best. Ife's all dressed up
and ready to enlighten any
occasion with his high-
bred presence.

cool, nonchalant, vain

l,fatch e¡ch h¡t lo thc corrrct obJrc
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egotistical, pompous



ITEEI THE Gnno

Budster

When things turn grizzly,
he's the'þanicster". But,
he's honey through and
through, and sweet as can
be. This outdoorsman is
lovable and a furball of
fun with his friends.

Gnsnrluu Snrüprus

Clyde

panicky, unnerved,

sweet, lovable, âffiiable

macho, courageous,

o¡ thertlr otcto dåmll rlbc

Choo¡r rn

hc ch¡r¡ctcr.

rnd glve lt r
nåDle. U¡s e¡ch

,llâ0ßr
1{ ]{lld
â âctlvc
fl Olggls
t Oroovg
Y Yeppg

A city-born rat that's
gtown up hard and macho
to the whiskers. Ife's a
tough cookie thatis hard
to crack. He's a black-belt
and âr €x-wrestling cham-
pion. This muscle-bound
vermin would take on an
entire army to help his
friends.

I lnow r monhgn¡mrd lloop,Hr llhr to plrg
trrlth lots of gooÞ,

u¡hed lom¡tor¡rnd olzz¡ ole -Iou'bättcr ir¡{ch
,out beforc hchltr gou lnthr cAa

muscle-bound, tough Page 37



ST]PFORT
Ifyou have any questions or problems, call Queue, Inc. at 1-800-232-2224. Defective disks
willbereplacedfreeofchargeupto lS0daysafterinvoicedate.DisksdamagedafterlsOdays
maybereplacedat $10.00 forthefirstdiskand $5.00 foreachadditional diskinaprogram.
Mail the damaged disk(s) and appropriate payment to Queue at 338 Commerce Drive,
Fairfield, CT 06432, for a promptreplacement.

Backup disks are available at $10.00 for the first disk and $5.00 for each additional diskin
a program. Customers are limited to one backup disk for each disk purchased. Backup
disks are for archival puqþs¡es orùy.

Never expose any computer software to excessive heat or cold. Do not leave your software
near a strong magnetic field such as might be produced by an electric appliance, stereo, or
speaker magnet. Always place your software in its sleeve when you are not using it. This will
protectitfromdustandfingerprints. Finally,nevertouchtheexposedpartsofthediskwhieh
are visible through the holes in the disk cover.

Munr rHE Gnxo

Angus

Watch out! This stout and
bloated elephant is a,
radical bungler. You don't
want to startle this
peanut brain. His clumsi-
ness even leaves himself
flabbergasted.

bloated, wide, bungler,

ungraceful, flabbergasted

Babbs

This motherly kangaroo
will jump to the ends of
the earth for you. She's
quick to defend others
from harm's \¡yay and is
hopping with affeetion
and goodwill.

motherly, protective,

affectionate, tender
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The Cnenrive ìVniriNc Senies
\ryith the Creative rffriting Series, students can design a scene on one screen, and write
about it on a separate screen using a text processor. the text processor includes word
wrap, insert, and delete, making it easier for students to write larger selections and
edit them at any time. Text can also be entered on the graphic screens using speech
bubbles. Each program includes a speech feature that speaks and spells any text that
is entered, when used with an Echo speech synthesizer. The programs print out stories
and scenes in a variety of sizes, including poster. All of the Creative Writing programs
can share clip art and backgrounds to create an endless library of themes to write
about:

ANIMALS IñTITH AII
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Apple II FamíIy 128K

LJserfs Manual

Division of Queue, lnc.
@1992 Queue, lnc.
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