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FIRST THINGS FIRST

The ReadMe File

The Blue’s Clues™: Blue Takes You to School" CD-ROM game has a ReadMe file where you can
view both the License Agreement and updated information about the game. We strongly
encourage you to read this file in order to benefit from changes made after this manual went
to print.

To view this file, double-click on it in the Blue’s Clues: Blue Takes You to School directory found
on your hard drive (usually C:\Program Files\Atari\Blues Clues School). You can also view the
ReadMe file by first clicking on the Start button on your Windows® taskbar, then on Programs,
then on Atari, then on Blues Clues School, and then on the ReadMe file.

System Requirements

Operating System: Windows® 98/Me/2000/XP

Processor: Pentium® Il 300 MHz or higher

Memory: 32 MB RAM (64 MB for XP)

Hard Disk Space: 50 MB Free

CD-ROM Drive: 8X Speed

Video: 8 MB Windows® 98/Me/2000/XP-compatible SVGA video card*
Sound: Windows® 98/Me/2000/XP-compatible sound card*

DirectX®: DirectX® version 9.0 (included) or higher

* Indicates device should be compatible with DirectX ® version 9.0 or higher.
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SETIIP AND INSTALLATION
. Start Windows® 98/Me/2000/XP.

2. Insert the Blue’s Clues: Blue Takes You to School CD-ROM game disc into your
CD-ROM drive.

3. If AutoPlay is enabled, a title screen should appear. Click on the Install button to begin
installation. If AutoPlay is not enabled, o0 the installation does not start automatically, click
on the Start button on youerdows taskbar, then on Run. Type D:\Setup and click on
OK. Note: If your CD-ROM drive is assigned to a letter other than D, substitute that letter.

4. Follow the remainder of the on-screen instructions to finish installing the Blue’s Clues: Blue
Takes You to School CD-ROM game.

5. Once installation is complete, click on the Start button on the Windows® taskbar and
choose Programs/Atari/Blues Clues School/Blues Clues School to start the game.

6. Click on the Play! button on the Title screen to begin playing.

Note: You must have the Blue’s Clues: Blue Takes You to School game disc in your CD-ROM

drive to play.

Installation of DirectX®

The Blue’s Clues: Blue Takes You to School CD-ROM requires DirectX® 9.0 or higher in order
to run. If you do not have DirectX® 9.0 or higher installed on your computer, click on "Yes”
when asked if you would like to install it.

o

SAVING AND LOADING

Once you start the game and enter your name, Blue Takes You to School automatically saves
your progress whenever you complete an activity.

To start the game where you last left off, click on your cubby at the Sign-In screen (see “Sign
In” on page 6), then click on the Play button.

WELCOME TO BLUE'S CLUES: BLUE TAKES YOU TO
SCHOOL

Go to school and play and learn with Blue, Joe and all of their friends in Miss Marigold’s class-
room! Discover all of the things you can do at school: care for Giggles, the class pet, play at
the Water Table, paint a picture to share with your friends, and much more!
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SIGN IN Play Button
Once you've signed in, click on this button to begin playing the game.
-5lg'r'l. In l‘ I' Recycle Bin

If you want to remove a name, click on the player’s cubby, and then click on the Recycle Bin.

[T _ iy ' n" | Cubbies Parents’ Area

Click here to go to the Parents’ Area, where you can view curriculum goals and print Beyond

the Computer activities (see page 8).

Parents’Area\\\ 'rr" Stop
5t°P—-@' =l ! Click on this button to stop playing and exit the game. A YES/NO screen will appear. Click on

YES to exit the game, or click on NO to return to the Sign-In screen.

Play Button__ |

Recycle Bin—__|

Cubbies ~
ick on one of the thr ies on the right si f th
o in N e " OTHER THINGS YOU'LL SEE
Enter Your Name Level Change Button
£ isht | by using th I ). =0 Adjust the level of difficulty for some of the activities in the game by clicking on
nter your name (yp.to eight letters) by using the computer - = SB this button, and then selecting 1 (least difficult), 2 (medium difficulty) or 3 (most diffi-
keyboard, or by clicking on the letters on the screen. Click BETH cult).
on the left arrow to delete a letter. Click on the right e -
arrow to add a space. R —L ) | :
ELHMOFPSARS h Exit Arrow
Choose a Face TUYWETE \7& To exit an activity, click on the blue arrow in the top-left corner of the screen.
The face you choose will appear on your very own cubby - Click on the blue arrow when you are in Miss Marigold’s classroom to return to
in the classroom, and on your My Paintings folder ||I 5 f=) =] the Sign-In screen.
(see page 15). 3 & ) Clickable Surprises
Play Some of the places you visit have clickable surprises for you to find. Move your cursor around
Once you've chosen a face, click on the Play Button in the bottom-right corner of the screen, the screen — when it changes to a white arrow, click the mouse button to see a surprise!
and you will return to the Sign-In Screen to start the game.
6 7
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PARENTS' AREA

The Parents’ Area has information about the curriculum
goals for each of the activities in Blue Takes You to
School, as well as Beyond the Computer activities that
both you and your child can do in your own home. Click
on the buttons at the top of the screen to visit the
Parents’ Area screen for each activity.

You can print out the Beyond the Computer activity ideas
by clicking on the printer icon at the bottom of each
Beyond the Computer activity screen.

Farenks" Area
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To return to the Sign-In screen, click on the blue arrow in the top-left corner of the screen.

MISS MARIGOLD’'S CLASSROOM

Back Arrow __| 5\5
Water Table Time |
Miss Marigold __]

Class Pet Playti
ass Pet Playtime.__ |

= :!‘

Nature Discovery
Garden

Music Time

Miss Marigold invites you to explore the classroom to find the activities you like. There are so
many great things to do! Click on an activity you would like to try. You can come back to the

classroom at any time to try a different activity.

Click on the blue arrow in the top-left corner of the screen to return to the Sign-In screen.

o

MUSIC TIME

Skills
* Rhythms

 Audio Discrimination
* Listening

How to Play

It's Music Time and Blue's class needs you to be the
bandleader. Try to get everyone to play the same rhythm!
First, put your mouse cursor over each friend to hear the
instrument that each one plays. Then, use your mouse to click on each friend that plays the
same rhythm Blue is playing. Get everyone to play the same rhythm as Blue and you'll hear a
special class song and get to play along!

ART TIME

PRy =
= o0 P~Palette
Back Arrow % p -
- rushes
Sticker Roll —— L] /S c
1 Spray Can
Coloring Book L | » .ll i P Y
3 g .+ . | Fill Bucket
Undo \\';’ﬁ L3
i e 1 ﬂ\Eraser
Sklus Clear | o= "= l
« Creativity Give. - = m—_Ease

Print
* Giving and Receiving e
How to Play
Join Purple Kangaroo to make paintings and share them with friends! Click on the easel to go
to the Painting screen.

9
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The Painting Screen
You can choose from three different paintbrush sizes. Click on one of the paintbrushes to
change the size of your brush.

To paint, move your mouse cursor over the canvas, click and hold the left mouse button, and
move the mouse to paint a line.

To change the color of your paint, click on a color on the paint palette.

To spray paint, click on the spray can, point it at the canvas and click and hold the mouse button.

To fill an area with color, click on the paint bucket, and then click in the area you want to fill.

To erase parts of your painting, click on the eraser icon, and then click and hold the left mouse
button and move the eraser over the area you want to erase.

You can add stickers to your painting! To select a sticker, click on it, and then click again within
your painting wherever you want to place that sticker. Click on the up and down arrows on
the Sticker Roll to see more stickers.

To open the Coloring Book, click on the Book icon. Then, click on the picture you'd like to color
and it will appear on the easel. Click on the left and right arrows to turn the pages of the
Coloring Book and see more choices.

To Undo the last thing you painted, click on the yellow Undo arrow.

To clear your picture and start over with an empty canvas, click on the yellow Clear button.
Giving Your Pictures to Friends

Once you've finished your painting, you can share it with your friends

in the classroom! Click on the Give icon and you'll see the My Paintings

folder (see page 15). Now click on the friend with whom you'd like to
share your creation. Joe will deliver the picture for you! ik

e
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CLASS PET PLAYTIME

e
Back Arrow I

Water Bottle | B _ i '3_/ | Radio
Carrots_ | o F = -T . ey Ball

Brush

Giggles Meter

Skills -

« Pro-social Behavior

How to Play

Help Periwinkle care for Giggles, the class pet! He needs water, food and a clean cage to be
happy. Playtime and brushing can make him even happier!

Look at the Giggles Meter at the bottom of your screen to see how Giggles is feeling. The
farther the carrot goes to the right on the meter, the happier Giggles is. Listen to Periwinkle to
find out what would make Giggles happier.

To give Giggles water, click on the water bottle and then click on the water dish.
To feed Giggles a carrot, click on the carrot and then click on Giggles.

To play some music for Giggles, click on the radio and watch him dance!

To brush Giggles, click on the brush and then click on Giggles.

To play ball with Giggles, click on the ball and then click on Giggles.

If the paper in Giggles' cage is dirty, it needs to be changed. Click on the dirty paper to put in
fresh new paper.

To leave the activity, click on the blue arrow.

o
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WATER TABLE TIME & ™ L
V- 4

Back Arrow c Island

Skills Turning Blocks

« Cause and Effect

* Logic

* Basic Physics

How to Play

Join Orange Kitten at the Water Table and guide a wind-up boat toward an island, sailing
around rocks, boats and other obstacles.

The dotted line pointing away from the boat shows the direction that the boat will travel
when you click on it. To change the course of the boat, you will need to float a Turning Block
in the water so that the boat will run into it and turn. To do this, click on a Turning Block at
the bottom of the screen, and then click on a square on the Water Table to place it there. If
you place it in the path of the boat, you'll see the dotted line change direction when it runs
into the block. Use Turning Blocks to make the boat's path go all the way to the island.
Sometimes you'll have to steer around obstacles. Once you've set the path, click on the boat
to send it to the island!

Note: On Difficulty Levels 2 and 3, there is no dotted line to show the boat’s path.

o

NATURE DISCOVERY GARDEN

Back Arrow.
See More of the Garden

Nature Discovery Book

Skills

« Natural Science

How to Play
Join Miss Marigold and Magenta outside in the Nature Discovery Garden to look for insects
and other wonders of nature! When Miss Marigold tells you about something in the garden,
search for the object she tells you about. These objects (bugs, creatures, plants, trees and
rocks) may be out in the open or may be hidden behind other things. If an object is hidden,
you will see a hand cursor. First, click on the item in front of it, and then click on the object to
photograph it and add it to your Nature Discovery Book.

Nature Discovery Book

Use the camera to take photos of objects for your Nature Discovery Book. Once you've col-
lected a photo, click on the speaker or the photo in the book and Miss Marigold will tell you
about it.

Back Arrow——]
Snail
Photo of the Object
Speaker
& Page Turn Arrows

13
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YOUR CUBBY My Paintings Folder

Have you created pictures at the Painting Easel? You can share your paintings with all of your
friends, and see the pictures your friends have made for you.

Back Arrow
Paintings From Friends Folder
- Paintings Friends
More Pictures Recycle Bin Printer

Your Friend’s Name

Printer

Send your paintings to your friends! Scroll through the paintings in your folder by clicking on
the left and right arrows. When you see a painting you want to send, click on the picture of the
friend to whom you want to send it. If you want to print any of the paintings, click on the
Printer Button in the bottom-right corner of the screen.

Scroll through the paintings your friends have sent you by clicking on the left and right Note: L h . installed and hed
arrows. If you want to print any of the paintings, click on the Printer Button in the bottom- el print pictures, you rrilg fiave a printer installed arfiigiitached to your computig
right corner of the screen.

Note: To print pictures, you must have a printer installed and attached to your computer.
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ATARI WEB SITES

To get the most out of your new game, visit us at:

http://www.atarikids.com

To send e-cards to your friends, download wallpapers, or get access to other free stuff, visit our
Freebies section at:

www.us.atari.com/freebies

If you would like to chat with other gamers, as well as developers, visit our Community Forum
area at:

www.ataricommunity.com
Kids, check with your parent or guardian before visiting any web site.

Chat Messages: Atari does not monitor, control, endorse, or accept responsibility for the content of chat messages. You are
strongly encouraged not to give out identity or other personal information through chat message transmissions. Kids, check
with your parent or guardian if you are concerned about any chat you receive.

Use of Atari web sites is subject to terms and conditions, which you can access at:

www.us.atari.com/terms_of_service.asp
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TECHNICAL SUPPORT (U.S. & CANADA)

Help Via the Internet
Up-to-the-minute technical information about Atari products is generally available 24 hours a
day, 7 days a week via the Internet at:

http://www.atarisupport.com

Through this site you'll have access to our FAQ (Frequently Asked Questions) documents, our
FTP (File Transfer Protocol) area where you can download patches if needed, our Hints/Cheat
Codes if they're available, and an E-Mail area where you can get help and ask questions if you
do not find your answers within the FAQ.

Note: In the event we must send you a Hint Sheet, FAQ document, patch or update disc via
E-mail, we may require verifiable consent from a parent or guardian in order to protect chil-
dren’s privacy and safety online. Consent Forms are available at the web site listed above.

Help Via Telephone in the United States & Canada

For phone assistance, call Atari Technical Support at (425) 951-7108. Our Interactive
Voice Response system is generally available 24/7, providing automated support solutions
immediately.

Great News! We've improved our Automated Systems so that you can get product-specific
Troubleshooting help more quickly. All you need to do is enter the product’s Part # when
prompted to do so. This will take you directly to all of our known issues and solutions for this
title. The product’s Part # is located in several places (on the CD label, package and/or plastic
disc case) and is usually identified by a number such as 04-12345. When prompted by the
Automated System, enter the last five digits of your product’s Part #. (For example, Part #
04-12345 would require that you enter the “12345"” portion of the number for that product.)
Note: Some products simply feature a five-digit Part # without an "04-" prefix.

Live support is generally available Monday through Friday, 8:00 AM until 6:00 PM (Pacific
Time). Note: We may be closed on major holidays.

20
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Before making your call, we ask that you be at your computer, have the following information
available, and be ready to take notes:

* System Make and Model

* Processor Type

« Operating System, including version number if possible (such as Windows® 98; Windows® Me)
* RAM (Memory)

* Video and sound card data and drivers

« Any screen or error messages you've encountered (and where)

Product Return Procedures in the United States & Canada

In the event our technicians at (425) 951-7108 determine that you need to forward materi-
als directly to us, please include a brief letter explaining what is enclosed and why. Make sure
you include the Return Merchandise Authorization Number (RMA#) supplied to you by the
technician, and your telephone number in case we need to call you. You will receive the mail-
ing address when the technician gives you the RMA#. Any materials not containing this RMA#
will be returned to you unprocessed.

Warranty Policy in the United States & Canada

If our technicians determine that the product storage medium is found to be defective within
ninety (90) days of original purchase, (unless otherwise provided by applicable law), Atari will
replace the item free of charge, to the original purchaser, if the item is accompanied by the
original dated receipt and packaging.

21
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END-USER LICENSE AGREEMENT
IMPORTANT — READ CAREFULLY:

Please be sure to carefully read and understand all of the rights and restrictions described in
this End-User License Agreement (“EULA").

AGREEMENT

This document is an agreement between you and Atari, Inc., and its affiliated companies
("Company”). The enclosed software game disc(s), cartridge or Game Pak (“Software”) and
any accompanying printed materials are licensed to you only on the condition that you accept
all of the terms contained in this EULA.

By opening this package and installing or otherwise using the Software you agree to be bound
by the terms of this EULA. If you do not agree to the terms of this EULA you may not install
or use the Software and within 15 days of purchase you must call the Tech Support telephone
number listed in the manual accompanying the Software (the “Manual”). Select the
Automated Phone System'’s Main Menu option for Consumer Services and follow the prompts.

You will be given a Return Merchandise Authorization number (RMA #) by the technician. You
then have 15 days from the date of this contact to return the Software in its protective cover-
ing, the Manual and the original sales invoice to the address supplied to you.

If this is a PC product, when you install the Software you will be asked to review and either
accept or not accept the terms of the EULA by clicking the “I Accept” button. By clicking the
“I Accept” button you acknowledge that you have read the EULA, understand it and agree to
be bound by its terms and conditions.

COPYRIGHT

The Software is protected by copyright laws and international copyright treaties, as well as
other intellectual property laws and treaties. All title and copyrights in and to the Software
(including but not limited to any images, photographs, animations, video, music, text and
“applets” incorporated into the Software) and any printed materials accompanying the
Software are owned by the Company or its Licensors.

22
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GRANT OF LICENSE

The Software is licensed and not sold to you and its use is subject to this EULA. The Company
grants you a limited, personal, non-exclusive license to use the Software in the manner
described in the user documentation. The Company reserves all rights not expressly granted
to you in this EULA.

PERMITTED USES

1. If the Software is configured for loading on a hard drive, you may install and use the
Software on a single computer.

2.You may make and maintain one copy of the Software for backup and archival purposes,
provided that the original and copy of the Software are kept in your possession.
3. You may permanently transfer all your rights under this EULA, provided you retain no

copies, you transfer all of the Software (including all component parts, the media and printed
materials and any upgrades) and the recipient reads and accepts this EULA.

RESTRICTIONS

1.You may not delete or obscure any copyright, trademark or other proprietary notice on the
Software or accompanying printed materials.

2.You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the
Software.

3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, create
derivative works based on the Software (except to the extent expressly permitted in the
Editor and End-User Variation section of this Agreement or other documentation accompa-
nying the Software) or otherwise commercially exploit the Software.

4.You may not electronically transmit the Software from one computer, console or other plat-
form to another or over a network.

5.You may not use any backup or archival copy of the Software for any purpose other than to
replace the original copy in the event it’s destroyed or becomes defective.

23
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EDITOR AND END-USER VARIATIONS

If the Software includes a feature that allows you to modify the Software or to construct new
variations (an “Editor”), you may use such Editor to create modifications or enhancements to
the Software, including the construction of new levels (collectively the “Variations”), subject to
the following restrictions. Your Variations: (i) must only work with the full, registered copy of
the Software; (i) must not contain modifications to any executable file; (i) must not contain
any libelous, defamatory or other illegal material, material that is scandalous or invades the
rights of privacy or publicity of any third party; (iv) must not contain any trademarks, copy-
right-protected work or other property of third parties; and (v) may not be commercially
exploited by you, including but not limited to making such Variations available for sale or as
part of a pay-per-play or timesharing service.

TERMINATION

This EULA is effective until terminated. You may terminate this EULA at any time by destroy-
ing the Software. This EULA will terminate automatically without notice from the Company if
you fail to comply with any provisions of this EULA. All provisions of this EULA as to war-
ranties, limitation of liability, remedies and damages will survive termination.

LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES

You are aware and agree that use of the Software and the media on which is recorded is at
your sole risk. The Software and media are supplied “AS IS.” Unless otherwise provided by
applicable law, the Company warrants to the original purchaser of this product that the
Software storage medium will be free from defects in materials and workmanship under nor-
mal use for ninety (90) days from the date of purchase. The warranty is void if the defect has
arisen through accident, abuse, neglect or misapplication. If the Software fails to conform to
this warranty, you may at your sole and exclusive remedy, obtain a replacement free of charge
if you return the defective Software. Follow the Product Return Procedures described in the
Manual. The Company does not warrant that the Software or its operations or functions will
meet your requirements, or that the use of the Software will be without interruption or error.

24
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TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE
EXPRESS WARRANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES,
EXPRESS OR IMPLIED, INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE AND NON-
INFRINGEMENT. EXCEPT FOR THE EXPRESS WARRANTY SET FORTH ABOVE, THE COMPANY
DOES NOT WARRANT, GUARANTEE OR MAKE ANY REPRESENTATION REGARDING THE
USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF ITS CORRECTNESS,
ACCURACY, RELIABILITY, CURRENTNESS OR OTHERWISE. SOME JURISDICTIONS DO
NOT ALLOW THE EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE
ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU.

LIMITATION OF LIABILITY

IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR
ANY INCIDENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR
ANY DAMAGES WHATSOEVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR
INJURY TO PERSON OR PROPERTY, FOR LOSS OF PROFITS, BUSINESS INTERRUPTION,
LOSS OF BUSINESS INFORMATION, LOSS OF PRIVACY, FAILURE TO MEET ANY DUTY
AND NEGLIGENCE) ARISING OUT OF OR IN ANY WAY RELATED TO THE USE OR INABIL-
ITY TO USE THE SOFTWARE, EVEN IF THE COMPANY OR AN AUTHORIZED REPRESENTA-
TIVE OF THE COMPANY HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.
SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF LIABILITY FOR INCIDENTAL
OR CONSEQUENTIAL DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU.
IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO
THE SOFTWARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE.

CHOICE OF LAW AND VENUE

This EULA is governed by the laws of the United States of America and the State of New York,
exclusive of its conflicts of law provisions. The exclusive venue for litigation regarding or aris-
ing from this EULA is New York County, New York and you agree to submit to the Jurisdiction
of the courts of New York County, New York for any such litigation. 25
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MISCELLANEOUS NOTES:

If any provision or portion of this EULA is found to be unlawful, void, or for any reason unen-
forceable, it will be severed from and in no way affect the validity or enforceability of the
remaining provisions of the EULA.

This EULA constitutes the entire agreement between you and the Company regarding the
Software and its use.

© 2003 Atari, Inc. All Rights Reserved. All trademarks are the property of their respective owners.

© 2003 Viacom International Inc. All Rights Reserved. Nickelodeon, Nick Jr., Blue’s Clues and
all related titles, characters and logos are trademarks of Viacom International Inc.

Developed by ImaginEngine, Corp. Fox Libraries Copyright © 2003 by Vipah Interactive. All
rights reserved.

Uses Smacker Video Technology. Copyright © 1994-2003 by RAD Game Tools, Inc.
Uses Miles Sound System. Copyright © 1991-2003 by RAD Game Tools, Inc.

Windows and DirectX are either registered trademarks or trademarks of Microsoft Corporation
in the United States and/or other countries.

Pentium is a trademark or registered trademark of Intel Corporation or its subsidiaries in the
United States and other countries.
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