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1 Introduction

This electronic manual creation guide is divided into two parts:

e “Part 1 — Manual Creation Workflow” (the current document) explains how to create Nintendo 3DS
electronic manuals using the CTR-ManualEditor, including operating environment, preparations,
manual creation and template insertion.

e “Part 2 — Template Units” includes detailed information about each template unit and how the
template units should be merged in an electronic manual.

Nintendo 3DS electronic manuals are included as part of the software title, and displayed on-screen.
They are accessible from the HOME Menu of a Nintendo 3DS system, and can be displayed in two
font sizes.

This document outlines the procedures and workflow required to create an electronic manual using the
CTR-ManualEditor application.

1.1 Document Layout

Overview

Begin with Chapter 2 Operating Environment to ensure that you have the correct working environment.
Next, follow the instructions outlined in Chapter 3 Initial Preparations. You should use Chapter 4
Creation Workflow as a reference while creating electronic manuals.

Content Considerations

There are a number of template units which are required for every Nintendo 3DS electronic manual,
along with fixed texts to use for various explanations. For information about these template units and
their insertion, refer to “Part 2 — Template Units.”

Design Considerations

Chapter 1 Using Design Templates provides detailed examples of how to modify Nintendo's design
templates for use in production e-manuals. Appendix A: Creating Original Templates explains how to
create template units and insert them into the template manager. Appendix B: Image Size gives details
on the size of images used in electronic manuals. Please pay careful attention to these sections.

Note: Screenshots and images in this document correspond to the NOA templates, unless stated
otherwise.

Note: The screenshots in this document may at times be slightly different than the text in the latest
templates. For questions about the exact wording to use, always refer to the templates
themselves, not the screenshots within this document.

© 2010-2013 Nintendo 5 CTR-06-0060-001-J
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2 Operating Environment

This chapter explains the environment necessary to create electronic manuals.

Table 2-1 Required Applications

Application Description
CTR-ManualEditor The application used to create electronic manuals.
Adobe Photoshop CS6 A commercial image editor.
(Windows) It is used to create the images used in CTR-ManualEditor.

Note: Photoshop versions CS2 through CS6 are compatible. Mac versions of Photoshop are not
compatible.

The images used in CTR electronic manuals are a proprietary Nintendo image format called CTR-

ManualTools_TGA. This format is designed to create images with small file sizes. This is used to keep

the total file size small in electronic manuals that use many images. However, to use this format, you

must install the CTR-ManualTools_PhotoshopPlugin as a plug-in in Photoshop CS (Windows). For

more information, refer to section 3.2 Installing the Photoshop Plug-in.

Note: CTR-ManualEditor is only compatible with the CTR-ManualTools_TGA image format. Other

formats are not supported.

6 © 2010-2013 Nintendo
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3 Initial Preparations

This chapter covers the installation of Photoshop, CTR-ManualEditor, and the Photoshop plugin, and
the verification of templates.

3.1 Installing Photoshop

Install the Windows version of any version of Photoshop from CS2 to CS6.

3.2 Installing CTR-ManualEditor

Double-click on CTR-ManualTools Setup.exe Within the CTR-ManualTools package, and install the
software by following the instructions on the screen.

Note: The Photoshop plugin is automatically installed during the installation of CTR-ManualTools. If
you already have one of the versions of Photoshop listed below installed on your computer, the
CTR-ManualTools installer will automatically copy the cTR-ManualTools PhotoshopPlugin
folder to the location specified for your version of Photoshop.

Photoshop CS2 | (Photoshop application folder)\Plugins\Adobe Photoshop Only\

Photoshop CS3 | (Photoshop application folder)\Plugins\

Photoshop CS4 | (Photoshop application folder)\Plugins\

Photoshop CS5 | (Photoshop application folder)\Plugins\

Photoshop CS6 | (Photoshop application folder)\Plugins\

Note: CTR-ManualTools can be downloaded from WarioWorld. If you have no access to this server,
please contact support@noa.com.

3.3 Checking the Templates

This section explains the template types and locations. There are two types of CTR template.

Table 3-1 Template Types

Type Description
Template Units Units of guideline text used in all electronic manuals.
. A set of templates for headers, callouts, etc. There are separate sets used for
Design Templates .
general software and for Virtual Console software.

Template units and design templates are both contained in the "Templates" folder within the CTR E-
Manual Templates package, and are saved as NCPG files.

© 2010-2013 Nintendo 7 CTR-06-0060-001-J
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Note: NCPG data refers to all files created by the CTR-ManualEditor, not just template materials. One
NCPG file corresponds to one manual page.

Note: The following images show how template units and design templates are combined together.
For more information about the template manager used to create composite templates, please
read section 4.3 Creating Multilingual Manual Data.
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Figure 3-1 Overview of Merging Template Units (First Page)

[ Template Units \ / Merged Template \

Template Unit A

hank you for choosing Software
Title for the Nintendo 3DS™ system.

lease read this manual carefully
efore using the software. Please
Iso read your Nintendo 3DS
perations Manual for more details
nd tips to help you enjoy your
laying experience.

Template Unit B

Health and Safety Information

& IMPORTANT

Before using this software, read all
content within the Health and Safety
nformation application on the HOME
Menu.

To access this application, tap the
A icon on the HOME Menu, then

tap Open and read the contents of
leach section carefully. When you are
finished, press to return to
the HOME Menu.

You should also thoroughly read the
Nintendo 305 Operations Manual,
ncluding the Health and Safety
nformation section, before using
Nintendo 3DS™ software.

Template Unit C

Protecting Your Privacy

This software allows you to share
nformation with other users through
ocal communication and online
services. Keep the following in min
when sharing personal information
through these features.

@ To protect your privacy, do not
give out personal information such
as last name, phone number, birth
date, age, school, e-mail, or
home address when
communicating with others.

@ Friend codes are a part of a
system that allows you to play
with people you know. If you
exchange friend codes with
strangers, there is a risk vou
could share information with
people you do not know or
exchange messages that contain
offensive language. We therefore|
recommend that you do not give
your friend codes to people you

Template

Manager

Combine into
a single NCPG

page

hank you for choosing Software
itle for the Nintendo 3DS™ system.

lease read this manual carefully
efore using the software. Please
Isa read your Nintendo 3DS
perations Manual for more details
nd tips to help you enjoy yaour
laying experience.

Health and Safety Information

& IMPORTANT

Before using this software, read all
content within the Health and Safety|
nfarmation application on the HOME
Menu.

To access this application, tap the
4| icon on the HOME Menu, then

tap Open and read the contents of
each section carefully. When you arg|
finished, press to return to
the HOME Menu.

You should also tharaughly read the
Nintendo 3DS Operations Manual,
ncluding the Health and Safety
nformation section, befare using
Nintendo 3D5™ software.

Protecting Your Privacy

This software allows you to share
nformation with other users through
ocal communication and online
services. Keep the following in mind
when sharing personal infermation
through these features.

@ To protect your privacy, do not
give out personal information such
as last name, phone number, birth
date, age, school, e-mail, or
home address when
cammunicating with others.

@ Friend codes are a part of a
system that allows you to play
with people you know. If you
exchange friend codes with
strangers, there is a risk you
could share information with
people you do not know or
exchange messages that contain
offensive language. We therefare
recommend that you do not givel
your friend codes to people you

don't know.

. J J
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Figure 3-2 Overview of Merging Template Units (Optional Page)

Template Units \ / Merged Template \

Template Unit A ROOOXX (Local Play) |
his software supports multiplayer
POCKKXX (Local Play) & | ames via wireless communication.
This software supports multiplayer ach player must have a copy of th
games via wireless communication. oftware.
Each player must have a copy of the |® You Will Need:
isoftware. -

@ You Wil Need ‘- One Nintendo 3DS system per
ou 1 eed:

|
; 1 player ‘
- One Nintendo 3DS system per ‘ ~One copy of the software per
player ‘ player
- One copy of the software per .
player |® Connection Procedures |
@ Connection Procedures | IXX)(XXXXXXXXX |
KXXXXXKKXAKK | KXXXXX (Download Play) NG |
his software supports multiplayer
) ames via wireless communication.
Template Unit B t least one player must have a copy
f the software.
XXXXXX (Download Play) W& \ /@ You Will Need: |

- One Nintendo 3DS system per

=l

[This software supports multiplayer
games via wireless communication. player
At least one player must have a cop |- At least one copy of the software

|

of the software.
Manager |® Connection Procedures |
|

® You Will Need: ]
POOOOCOOCOKX
- One Nintendo 3DS system per l

DAltalye[ t f the soft | Combine into a XXXXXX (StreetPass™) §) |
- At least one copy of the software 5
‘ single NCPG page his software supports features such
|

Template

® Connection Procedures s rankings, data swapping, etc. via

DOOKXXXXXXXKX treetPass (local wireless
ommunication).
i o communicate using this feature,
Template Unit C Il players must activate StreetPass
or this software.
BXKXXX (StreetPass™) §)) \ /@ Activating StreetPass |
This software supports features suc © How to Activate |
as rankings, data swapping, etc. vi POOOOCKXXXXXX |
StreetPass (local wireless |® Deactivating StreetPass |
communication). -
o deactivate StreetPass, open the

To communicate using this feature, t Setti d select Dat
all players must activate StreetPas ystem Settings and select Lata
anagement, then StreetPass

for this software. N .
® Activating StrectP anagement. Tap the icon for this
ctivating Streetass oftware title, then select Deactivate|

|
0 How to Activate ] treetPass.
BXRXXXXXXXXX I ote: You can disable StreetPass
® Deactivating StreetPass | unctionality via Parental Controls.
To deactivate StreetPass, open the or more information, refer to the
System Settings and select Data erations Manual.

Management, then StreetPass

Management. Tap the icon for this K

software title, then select Deactivate
StreetPass.

Note: You can disable StreetPass
functionality via Parental Contrals.
For more information, refer to the

\Operations Manual. /

Use as an optional e-manual page

YN

The merged template is then used as any other page except
for page 1. The procedure for creating optional pages using
template units is covered in Part 2 - Template Units.
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Figure 3-3 Overview of Merging Design Templates

/ Templates \

Design Template C

Multipuipase Tables

Design Template B

|| Abcde

Design Template A

Abcde
|JAbcde

ABCDEFG
HIJKLMN

|| Abcde

|| Abcde

ert Text for Sub-Heading Captio Caption 3C || Abcde /

ﬂomposite Templata / Manual \

Wailtipurpesa Graphic Heanas 1 eg

his section explains how to view the
ame screen.

sert Te Copy the
%@@ E% reguired

= - items intc the
(0 o) @ ﬂ main manual

=== and edit the
- - content. Explains how to view the screen.
B’ m Eﬂﬁ Exp:ains Ih'mw to view t:e screen.
o f xplains how to view the screen.
i) =1 @ Explains how to view the screen.

- Explains how to view the screen.

I Description of Items

his section explains the items that
pear in the game.

Item 1 Item description |

Item 2 Item description
Item 3 Item description

_/
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4 Creation Workflow

This chapter explains the steps to take when using the CTR-ManualEditor to create electronic manuals.

4.1 Launching CTR-ManualEditor

1. Launch cTR-ManualEditor.exe.

2. From the Window menu, select Project, Object Management and Edit Object. These sub-
windows are the most frequently used for creating electronic manuals.

[E=3 EER ===
Fie Edit Select Window Preview  Help
hﬂ\lé@ @\Ei Al@ | v v ve %Ellini 3 x4 «B |
cuzas =) Edit Object =]
Xy - g E e | T
=0 CTRXYTYY
=] b gﬁ\}n Name: [ J
H textures
LS layout Postion: x[ o
Lmericas - English -
Object Management =
Operation

File ar_cards.ncpg has finished loading.

CTR-06-0060-001-J 12 © 2010-2013 Nintendo
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4.2 Creating a Project Folder

A project folder contains all the data created using the CTR-ManualEditor tool.

1. Create a folder on your PC called “CTR-X-YYYY.” X should be replaced by the e-manual format
code (see below), and YYYY should be replaced by the initial code.

Note: The e-manual code is provided by Nintendo on a title-by-title basis for those that have e-
manuals. See the e-manual code given to you by your Nintendo contact.
CTR-X-YYYY-[1[
X is the e-manual format code, and YYYY is the initial code. The naming convention for these
folders is still provisional. This document will be updated when this information is fixed.

2. Click on the Specify Project Folder icon in the Project sub-window, and navigate to the project
folder you just created. If the folder you select does not already contain one or more language
folders, you can specify your preferred language in the Specify Project Folder dialog box.
Select OK.

Project (8] |  specify Project Folder i)

Templates
Folder Hame  CWCTR_manualWCTR-XTY

Templates
Languags Mame

Specify Project Folder

Amencas - English -

Language folders will be created within the project folder. Each language folder will contain subfolders
named “textures” and “layouts.”

© 2010-2013 Nintendo 13 CTR-06-0060-001-J
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Table 4-1 Folders in the Project Tree

Folder Description

Each language folder appears in the form XXX_yy, where “XXX” is the region
Language folder code, and “yy” refers to the language. If the project folder does not already
contain language folders, a “USA_en” folder will be created.

Textures folder This contains the image (TGA) files.

This contains the manual page (NCPG) files, which make up the electronic
manual. The pages are sorted by page number in the “layouts” folder.

Example:

page_01.ncpg

Layouts folder page_02.ncpg

page_03.ncpg

The contents of the electronic manual will automatically be created using the
pages in this order, i.e. page_01.ncpg (Page 1) > page_02.ncpg (Page 2) >
page_03.ncpg (Page 3).

4.3 Creating Multilingual Manual Data

Follow this procedure to add additional languages to a manual.

1. Go to File > Create Multilingual Data for Project. The following window will be displayed:

Create Multilingual Data
Source Language: Europe - English "
Destination Language: Europe - French W
Language Hame: Frangaiz

Advanced Settings
[] Owenwrite E xisting Data

] ] [ Cancel

2. In the Source Language drop-down box, select the language version to base the new language
on.

3. Inthe Destination Language drop-down box, select the new language.

Note: If this is not present, select ...Add other language folder and specify a folder name. The
folder name should be in the format XXX_yy, where “XXX” is the region and “yy” is the
two-letter ISO 639-1 code for the language.

4. Check that the language name in the Language Name field is correct. If you added a new
language folder in step 3, enter the name of the language as written in the language itself (e.g.
“Europe — French” becomes “Francais”).

CTR-06-0060-001-J 14 © 2010-2013 Nintendo
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5. Click OK to copy the language assets from the source to the new destination language. The
new language data is now available to edit.

4.4 Merging Templates

CTR-ManualEditor contains a template manager, which can be used to merge templates together. This
section explains how to combine template units and merge fixed-language templates together. There
are two methods to merge templates, a basic method and an advanced method.

4.4.1 Basic Method

1. Click on File > Template Manager in the top menu.

Template Manager =]

Template Folder

Template Category

“File Browse” Button

buiton -

Available Templates

Fileriame Page Title
button nepg START/SELECT/HOME

Templates to Merge

Filename Page Title

Paste Paths to
NCPG Files

Export Folder
C¥Users¥j ts¥DEV¥EMANENOA¥ 2.1¥CTR-E_Manual_Template

Filename of Page to Qutput

Close

2. In the “Specify Template Folder” dialog box, select the "Templates" directory in the “CTR-

E_Manual_Templates” folder of this package (this dialog box will only be displayed the first time
templates are merged).

Note: Always use the "Templates" directory from the latest e-manual templates available.

© 2010-2013 Nintendo 15 CTR-06-0060-001-J
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3. Select a category from the Template Category drop-down box.

Template Folder
-E_Manual_Templates-2_1-20110810-NOA¥Templates¥USA_en¥layouts D

Template Category

[bd:ton -
button

communications

copyright &trademark

emanual_code
font

?enenc hi |
instruction
middleware
support

ve

waming

Templates to Merge

Filename: Page Title
Paste Paths to
NCPG Files
Export Folder
[ j VEE 2.1¥CTR-E_Manual_Template

Filename of Page to Output

4. Select the templates you want to include, and click on Add. The selected templates are then added

to the Templates to Merge list.

Template Folder
2-E_Manual_Templates-2_1-20110810-NOA¥Templates¥USA_en¥layouts B

Template Category

suppott -

Available Templates

Filename Page Title Add
official_seal ncpg Cficial Mintendo Seal

rating ncpg Software Rating

support_intemal.ncpg Support Information

suoport licensee nong g

Tems of Use

Templates to Merge

Filename Page Title
greeting/greeting.ncpg Greeting
waming/health_safety ncpg Health and Safety
'waming/personal_privacyncpg  Protecting Your Privacy
support/support_intemal.ncpg  Support Information

Paste Paths to
NCPG Files

Export Preview
Export Folder

e i VEE] 2.1¥CTR-E_Manual_Template

Fllename of Page to Output

=

Note: The template units required depends on the software. For details on the template categories
and which templates your title requires, refer to Chapters 2-5 in Part 2 — Template Units.

CTR-06-0060-001-J
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5. After adding all templates, set Filename of Page to Output to “page_XX” and click on Export.

Template Folder
2-E_Manual_Templates-2_1-20110810-NOA¥Templates¥USA_en¥layouts E]

Template Category

[emanual_code -

Available Templates

Filename Fage Title Ad

E Hanual Code

E

Templates to Menge

i

Filename Page Title Delete

greeting/greeting.ncpg Greeting
waming/health_safetyncpg  Health and Safety 2
waming/personal_privacy.ncpg  Frotecting Your Privacy
support Asmsofuse ncpg Tems of Use
—
copyrightétrademark/standard _... Standard Copyright NCPG Files
emanual_code/emanual_cod.. E-Manual Code

Export Preview
Export Folder
[ i} V¥EI 2.1¥CTR-E_Manual_Template

Filename of Page to Output
page_01

Close
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The composite template is exported as an NCPG page.

D page 0l.ncpg

il Greeting

Elf 34985

[E=N =R (=

Background Celor

Thank you for downloading Software
Title, only for the Nintendo 3DS™
system.

Please read this manual carefully
befare playing the game. It cantains
important information about how to
play the game, as well as health and
safety and usage precautions. You
can also find the health and safety
nfermation enline at www.nintendo
om/healthsafety.

efore playing, please also read your
intendo 3DS Operations Manual far
ore details and tips to help you
njoy your playing experience.

Health and Safety Information

A IMPORTANT

Before using this software, read all
content within the Health and Safety
nformation application on the HOME

»

m

Menu.

4.4.2 Advanced Method

Project @
ManualTest - & %2 t‘
BEI Manual Test
B@ USA_en

B@ textures

- templates

B
Americas - English -
Object Management @

Operation "é"
BD E_age_[ﬂ

(3 i 15T A ] product_code
(3 i 15T A [ rating
o 5 lig 15T [ support_service
2} i 1B A [d support_gameplay
(3 i 15T A [T] licensor
= 5 g ilF T Copyright
a2} i 10 A e disclaimer
o 5 lig 15T i internet
2 5 lig 15T i health_safety
»@gE T A T TextBox_01

The advanced method uses the Paste Paths to NCPG Files button in the Template Manager window
to minimize the number of clicks necessary to prepare a merged file with a given set of template units.
This method is extremely helpful if your company's titles all tend to use similar features, middleware,

fonts, and so on.

For example, consider the case of a third-party developer creating several e-manuals for a series of

titles that do not have online support and do not use any middleware. To avoid having to switch
between template categories and manually configure the order of the templates within the Template
Manager, you can use a text editor of your choice to create a tab-delimited or newline-delimited list of

full paths to the template files you want to use, in the desired order.
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1. Using a text editor, create a list of the full paths to the template units you want to merge, in the

order desired.

-

[ *new 1- Notepad++ =NACE X
Eile Edit Search View Encoding Language Settings Macre Run  TextFX Plugins Window 2 X
cHHB Rl diDD|oe|ty x| BE[I=1 EE|E BEl=a ”

Enew1]

:\E-manuals\Templates\USA en\layouts\greeting\greeting.ncpg

W ka2

:\E-manuals\Templates\USA en\layouts\legalidisclaimer.ncpg

s

-~ @

:\E-manuals\Templates\US& en‘\layoutsilegalirating.ncpg

o 2 2 3 3 3 0

:\E-manuals\Templates\USA en\layouts\warning\health safety.ncpg
:\E-manuals\Templates\USA en\layouts\legalistandard copyright 3rd.ncpg
:\E-manuals\Templates\USA en‘\layouts\inguiriesh\support basic.ncpg

:\E-manuals\Templates\USZ en\layouts‘inguiries\support licensee.ncpg

:\E-manuals\Templates\US2& en\layouts\product code\product code.ncpg

Normal text length : 526

lines: 8 Ln:8 Col:69 Sel:0 Des\Windows

ANSI

INS

2. Select the text, and copy it to the clipboard.

3. Open the Template Manager within CTR-ManualEditor, and click the Paste Paths to NCPG Files
button. This will display a dialog box showing you whether the template units were successfully

added to the Template Manager window as shown in the figure below.

Template Manager J

=E")

Pasted text: "C¥E-Manuals¥ Templates¥SA_en¥layouts¥legal¥rating ncpg™ -
The text was split into 1 pieces.
1. Successfully added file. "C:¥E-Manuals¥ Templatesi S A_en¥layouts¥legal¥rating ncpg™ -= "C¥E-

4 | 1l 3

[] Do not display similar messages from now on [T Wrap text
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4.5 Editing Fixed Text

The exported template may contain variable text, such as the name of the software. Sections requiring
edits are colored in red. For more information, refer to Chapters 2-5 in Part 2 — Template Units.

Thank you for downloading Software
Required Edit ——¢ Title for the Nintende 3DS™ system.

Please read this manual carefully
before playing the game. Please also
read yvour Nintende 3DS Operations
Manual for more details and tips to
help you enjoy your playing
experience.

4.6 Creating the Main Body

This section explains how to create the main body of your manual using the CTR-ManualEditor.
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4.6.1 Creating a New Page

1. Go to File > New Page to create a new NCPG page. This will open in a new window that we

refer to as the "page layout window" throughout the rest of this documentation.

2. Go to Edit > Page Settings, then set the page title and page category. Set the bottom margin

size to 10.

Page Settings

The page title you enter appears as a button on the Contents page when viewed on a
Nintendo 3DS system. The page category is a group containing multiple page titles.

ManualEditor (Page Settings)
==

fi=
&' CTR-EMU

Nintendo 3 DS (Contents Page)
- == -$1

==
Page Title

Viewing the Screen

Page Category

How to Play

Text Box

Max Width for Full Justification:

Margin at Bottom of Page
Margin Size:
3D Display

3D Intensity

Each page for which a page category is specified will mark the first page in a category.
For example, in the image above, Page 2 has the title set as “Game Introduction” and
the category set as “Introduction.” Pages 3, 4 and 5 have no category set, so they fall
under the “Introduction” category. As a result, you should not enter a page category for
any pages except those that mark the beginning of a new category. (If you were to
specify "Introduction" for pages 2 through 5, each one of those pages would be
displayed in separate categories called "Introduction.")

Software Title (Placeholder)

Contents

Starting the Game

Ending the Game

| Viewing the Screen \

Note: No more than 99 page files can be included for each language.
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4.6.2 Creating a Text Box

1. Right-click on the page layout window and select Create Text Box.

2. The Create Text Box dialog box will appear. Enter the font size and text, then click Create.

page 02.ncpg®
T Game Introduction

Create Picture

[=] o]

[Elr 250

Background Color

Ctrl+P

Group

Ungroup

«

Create Text Box

Create Frame

Group Linked

Lock Selected Objects
Unlock All
Hide Selected Objects
Show All Hidden Objects

Display Selected Objects in 3D

Display Selected Objects in 2D Ctrl+5hift+D

Ctrl+T
Ctrl+K
Ctrl+G
Ctrl+U
Ctrl+Shift+G
Ctrl+2
Ctrl+Shift+2
Ctrl+3
Ctrl+Shift+3

Ctrl+Shift+R

X 8¥: 53] | 1dling.

Page Layout pane

Create Text Box g
Font Size:

)

Medium
Tet: Text Entry

I [¥] Autodayout (place at bottom of page) I

CeateNet || Creste |

Note: If you have the Auto-layout option enabled, the new text box will be placed 10 pixels below the
most recently created text box. The new text box will appear in the page layout window,

surrounded by a green border.

3
[] page_02.ncpg”

TITLE

Game Introduction

Bl 40

Background Color

Text Box

PG 166,Y: -9]

| 1dling.
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3. When you select a text box, the text will appear in the Text Entry field of the Edit Object sub-
window. You can double-click on the text box to bring up this sub-window if it's not already visible.
Edit the text here as needed.

Edit Object Sub-Window

] poge W ncpg o] Jlaa) | | Edit Object (Text Box) N =
T Game Introduction [l 40 Background Color = Basic Information
Name: TextBox_00
Enter text here.
Position: X: 84 Y: 104
=
4 m L3
Ted |
[X 355Y: 53] [ TetBox 00 ] [X: 8 ¥: 10]
Size: X: 304 5

["] Display object in 3D
["] Display inline pictures in 3D
[ Display colored strings in 3D

[¥] Display text
[ Do not enlarge text
Font Size H@edum =
Enter text here. -
Text Entry =®
Text Entry Size S o = ) a

Use bullet/numbering placeholder []

4. Use the Font Size drop-down box to select one of 5 font sizes. The table below explains the
rules for using each font size.

Table 4-2 Font Size Usage Rules

Font Size 1 Font Size 2 Font Size 3 Font Size 4 Font Size 5
Main/Fixed Text X A O] (0] (0]
Due to Due to Use as the Recommended | Recommended
readability readability standard font for headers for headers.
concerns, this concerns, this size for the and emphasis.
may not be may not be main body,
used in the used in the fixed text, and
main body. main body for general text.
Details This can be the most part.
used for fine It may only be
print, which used when a
does not have particular
to be read by layout requires
the user. text to fit in a
narrow space.
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® = The most appropriate font size for main and template text
O = Recommended for drawing attention to text
A = Not to be used unless absolutely necessary

X = Not to be used except in special cases

4.6.3 Changing Text Color

1. To edit the color of text in an individual text box, select that text box and configure the Base Text
Color field in the Edit Object sub-window.

Note: For black text in the main body, a color of R:G:B = 60:60:60 is recommended.

a T [T E'-- Edit Object {Text Box) B
T Game Introduction Elt 70 Background Color |:| 4 Basic Information
1 £
E]
Enter text here. ‘ Tracking: X 0 Y: [
Entien texd herel . | e Y ¢ O Rgt |
,&) )
4 m 13
X 264,Y: 132] [ TedBox 01 ] [X: 8,Y: 40] '/ [Prevent word-breaking across lines |
Display Color Picker RGB Values
24 © 2010-2013 Nintendo
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2. Click on the Base Text Color button to bring up the Color Picker window.

P

Color Picker

Color Palette ]

Saturation Palette ]

¢ o NN =00 |

B 51
(Ao

3. Use the color palette and saturation palette to select a color, then click OK. The color will be
saved for that text box.

Eyedropper ]

Note: Click on the Eyedropper icon to turn your mouse cursor into an eyedropper. Click on any color
on your PC monitor to set that color as the current color. For more information on the Color
Picker feature, check the help documentation for the tool.

Note: You can also adjust color using the RGB values in the Edit Object sub-window.
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4.6.4 Changing the Color of Specific Text

1. To change the color of specific text, highlight that text in the text entry field of the Edit Object
sub-window, then right-click it and select Set Color for Selected Text.

page_02.ncpg™ E“E‘@ Display text
T Game Introduction 70 Background Color H_:I_i I [C] Do net enlarge text
.—: % [Medium -
% Enter = here. =
Exfter] deb ekl 4
Enter text here. 3 Copy Ctrl+C 2
Paste Ctrl+V
Il ™™ Delete Dt ed ]
- | Set Color for Selected Text

4| i 3

|t 257, v: -34] [t TedBox00 1 ¢ 8 10]

2. The Color Picker control will be displayed. Use the Color Picker to change the color.

[#) page_02.ncpg* o [ = | = | | [ Displaytex
T Game Introduction El 70 Background Color [:l; =) Do not enlarge text

Enter <color rgb=0000 >texd </color> here.

Enter text here.

m

Enter text here.

Text Box Size Small { Med. Large
- ‘ Use bullet/numbering plafeholder ||
< | m | » |
X 257,V: -34] [ TetBox 00 ] [X: 8,Y: 10] '
Color Tags

The color of that text will be changed. Color tags will be added to the left and right of the relevant
text. You can use these tags to determine which text is colored. Delete these tags to return the text
to the default color set for that text box.

Note: When deleting tags, be sure to delete all tags in (and including) the <> on each side of the text.

Note: Each page (.ncpg) file can contain no more than 200 total color tags. The default dark gray
color used for text boxes is not counted as a color tag.
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4.6.5 Adding Images

1. Click on the text box, then check the Place picture in corner of text box check box in the Edit

Object sub-window.

-

9 page 04.ncpg”

g Starting the G-élme

&t 120

(= =]E=]

Background Color

4|

1

m

¢ 332, v 101]

|1 TetBox 00 1 pe 8, v: 10]

| Edit Object (Text Box)
I ]
=

ﬂ Place picture in comer of text box I

8 4]

Base

Display comer picture in 30

Use Base as Left Image

© Upperleft () Lpper Right

| Lowerleft | Lower Right

Note: For more information about image creation, refer to section 4.7 Creating Images.
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2. Click on the Open File button in the Edit Object window, then select the image you want to

insert.

[=@]=]

D page_0d.ncpg™

Edit Object (Text Box)

L

T Giading the Game B 120 Background Color

=]

===

— -

_| |« USA_en » textures »

o

- | 3 l | Search textures

Organize = New folder

3 Favorites fane

Bl Desktop L templates

=

0 @

Date modified Type

Open File

10/11/2010 2:49 PM  File folder

& Downloads @: Rainbow.tga
| Recent Places

I ipeg

n

4 Libraries
| Documents
J‘ Music
(=] Pictures
EE videos

. Computer
ca Local Disk (B:)
£, Local Disk (C))

- d FI‘F

Filename: Rainbow.tga

< m

10/11/2010 4:36 PM  Truevision T|

m

2]

Cancel ]

- [bexture files (".tga)

Cowen I |

% 332¥: 101] [ TextBox 00 ] [X: 8 Y: 10] | « T "
The image will be added inside the text box.
[ poge d4ncpg™ = = == Bl

Edit Object (Text Box)

Elt 260

penitd Starting the Gﬁme

Background Coelor

=

Base

Place picture in comer of text box

[7] Display comer picture in 30

Rainbow.tga

m

@ Display a single picturs in 30

=

Use Base as Left Image

Position: 1@ UpperLeft . Upper Right £
Left - Right Top Bottom
- = = O
¢ 141y 7] |t TextBoxo0 1 X 8,v: 10] [ ‘ i v -
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4.6.6 Setting Indents and Indent Characters

To set an indent in a text box, select that text box and check the Use bullet/numbering

placeholder check box.

-

B page_05.ncpg®
e Ending the Game

4 m

Et 140

Aelaaaedalaebaaasebiaaaseaaskaaaa
adazaaanadasaaaaaaaaaaaadazasadas
Ju AR R AN

(= =]=]

Background Color

2oz

|1 174, v: 222

|t TedBox00 1 & 8 10]

| Edit Object (Text Box)

Size: 5
[ Display abject in 3D
[ Display inline pictures in 3D
[ Display colored strings in 30
Display text

[ Do not enlarge text

| [ Medium

Tent Box Size:

I Lz bullet/numbering placeholder I

m

Insert the indent character into the Use bullet/numbering placeholder field. Note that you can
specify more than one character in this field. Right-click the place in the Text Entry field where
you want to insert the indent, and select Insert Bullet/Numbering Placeholder.

| Medium

"] [Mediwn

z

A

I 833888598083508553383838 ~

d333d3a3dadaddasaaadadaaaddaaddaadaaaaddaaaaaaaaaaas
d3333333a3a333333a3ada3333333333383333333333333333

@a3azaza3zzazazaa

aaaaaa. Cut
a3aaaaaaaazaazaaaaaaazaazaaaazaaa aaazaai
e Copy
, Paste
Text Box Size: (Smal) [ Med. |[lage |  Teem{ .
Jelete
Use bullet/numbering placeholder

Indent Character

Insert Inline Image
Insert Graphic Text

Ctrl+X
Ctrl+C
Ctrl+V

Del

Aazaaaaaaaaaazaaaanaadaaadaaaaaaaaaa3a333333333aa -
884333349358343393839333389

Insert Bullet/Numbering Placeholder

Insert Special Character

Note: If you insert a space into the Use bullet/numbering placeholder field, the space will be

recognized as an indent character. The indent can be used for purposes other than an itemized

list. The <indent/> tag will be inserted into the file. You can indent an entire text box.
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-
Ej page_05.ncpg®

1]

M Ending the Game

(== =]
E 140

Background Celor

L1} | 3

[ 352,v: 92

|t TedBex 00 1 [x 8V 10]

' Edit Object (Text Box)

Size:
[ Digplay object in 3D
[ Display inline pictures in 30
[7] Display colored strings in 30
a Display text
[ Do not enlarge test

m

[ Lladium

indent. A -
EEFEEEE] <indert.”
| —

EEEEE]

<indert.”
—

daaaa

Text Box Size: [Small ] [ Med. | Large |

Use bullet/numbering placeholder .

Note: When you set an indent and indent character, a line break will automatically be inserted before
the tag. There is no need to add manual line breaks before the tag.

4.6.7 Enabling/Disabling Size Adjustment

You can enable/disable size adjustment for each text box. Click on the text box, then check the Do not
enlarge text check box. The text in this box will not be adjustable by the user.

-

B page_02.ncpg®

4

TME  Game Introduction

(= =]=]

| Edit Object (Text Box)

El 40

Background Color

| 1 | »

| Do not enlarge text

»

# Basic Information

Size: x 304 1=

[ Display object in 3D
[ Display inline pictures in 30
[7] Display colored stings in 30

m

/| Display text

[ 361, v: 95]

[t TetBox00 ] [ 8 v: 10]

i [Medium

Note: All text within electronic manuals should be of adjustable size. Except for logos and
icons, the use of graphic text (that is, images containing text) is strongly discouraged.
The situations below are the only cases when Nintendo allows disabling of size adjustment:

Numbers in callout text (€), @, ©, etc.)
Headers and descriptions in explanatory callouts
Text where size adjustment would negatively affect the layout

Note: Please ensure that the layout is not affected by increasing the font size. Use the Enlarged-
Font Preview option in the Window menu to check the layout with the increased font size.
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Note: Electronic manuals displayed on the Nintendo 3DS contain a font enlargement/reduction button.
Tapping this button will change the size of all manual text. The default setting is shown in the
image to the left.

Health & Safety | Health & Safety
b | ¥ b | 1
Health and Safety Information Health and Safety
: A IMPORTANT Information
Before using this software, read all A IMPORTANT
content within the Health and Safety ) i
Infermation application on the HOME Before using this S_Of‘twares
Menu. read all content within the

Health and Safety Information

' To access this application, tap the | | application on the HOME

A icon 6n the HOME Menu, tnen ’ Men

tap Open and read the contents of | < u.

each section carefully. When you are ) ) )
finished, press to return to To access this application, tap
the HOME Menu. the 4 icon on the HOME

Menu, then tap Open and read

You should also thoroughly read the the contents of sach saction

Operations Manual, including the

Health and Safety Information C_afer“Y- When you are
section, before using Nintendo finished, press |@HOME  to
3DS™ software. rotiirn tn the HOME Moni

ﬁ ®Back || ®Enlarge | ﬁ ®Back | ®Reduce |

L Enlarge/Reduce Font |

Note: Electronic manuals display the system’s internal bitmap font at a reduced size, not at the
original size. As a result, when characters are rendered on the hardware, there are cases in
which the edges of characters appear to be very slightly clipped. This is a limitation of the text
rendering system of the Nintendo 3DS, and there are no effective workarounds at this time.
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4.6.8 Adding Comments

A comment feature was made available as a means for e-manual creators to communicate with each
other. It can be used to communicate peer review results or to manage the version of the set text
template.

1. Select the text object where the comment is to be added, and then click on “Comment” in the

Edit Object window.
EA download.ncpg El@ Edit Object (Text Box) =
T Download Play DI 430 =l Basic Information i
MName: TextBox_06
Position: X B Y 215}
XXXXXX (Download Play) W& g
This software supports multiplayer 3
. . o Comment = 3
games via wireless communication.
At least one player must have a copy
of the software. =
@ You Will Need: | Sz X:| Mg
- One Nintendo 3DS system per [| Display object in 3D i
player [7] Digplay inline pictures in 30
- At least one copy of the software | [ Display colored strings in 3D
ORI Display text
& A system update may be required. If [T Do not enlarge text
so, follow the on-screen instructions [Medium -
to update your system. If you see the
message, "The connection was <color rgb=F 0000300000000 </ colar E
interrupted" and the system update
fails, try updating the system via
System Settings. Far detailed -
instructions, refer to the "System
Update" page within your system’s Text Box Size: [ Smal H Med. H Large l
QOperations Manual.
Use bullet/numbering placehalder [
oo k E
|[X: 319, V: 442] |l TedBox 06 1 [x:8, Vv: 215] | il
2. The Comment Setting dialog box opens. Enter the comment.
Comment Settings @
Comment:
«<Checking to see if this game will support Download Play...»> -
ok || Cancel
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Whenever the text object is selected, the comment input into “Comment” in the Object Edit window is
displayed.

=

<<Checking to see if this game will support  »

Download Play...==

4.6.9 Checking the Layout

3. Check the layout of your text and images. Go to Edit > Page Settings > Margin Size to change
the size of the margin at the bottom of the screen.

4. The recommended margin sizes are shown in the table below. Make sure your e-manual uses
the proper margin sizes.

Table 4-3 Recommended Page Margins for the Page Layout Window

Left/Right Top/Bottom

Empty Pixels 8 10

Figure 4-1 Margin Sizes in the Page Layout Pane Window

[ poge Bivcpg™ = [ page 03.ncpg™ [E=SECR =

----- Cortras B 23 Background Color|[__] L — Ea.:kgmundc.mori
| T =
- )
A pity | id. )
' e Sdld.
i - S . 8 pixels
a c 10 pixels (Bottom) fror
‘ 1

» 4 . B

8([3?5‘5 I 10 pixels (Top)

e 2v 7 [ TedBox 00 | [% 8 ¥ 10] [ 327,v: 84 [ TedBoc00 | (¢ 8% 10]

Note: Itis forbidden to have text or images touch the edges of the window. Do not adjust the 10-pixel
margin on the top. As an exception, it is acceptable to have screenshot borders, frames, or
images (illustrations, background designs, and so on) on the left/right of the screen.

Note: If the pictures and text touch the edges of the screen directly, it will be more difficult to read
when the electronic manual is displayed on the Nintendo 3DS. Margins should be maintained in
the page layout window of the CTR-ManualEditor tool to ensure maximal readability.

Note: The default width of a new text box is 304 pixels. This takes into account the 8-pixel space at
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the left and right sides.

5. Make sure no objects (or portions of objects) are placed outside of the page boundaries within
the page layout window.

Note: If an object (or a portion of an object) is placed outside of the page boundaries, it will appear as
shown in the figure below.

O page S8 ncrs” e | = oo bl |
T Enter page fitle here Ef 1% Background Color|[ |
TSR
| Enter text here.
1 Enter text hefe.
Emelf text here.
nter text here. — —
nter text hej IRLLLEL L b - b

[ 3LV g Idiing.

j Back @ Enlarge

4.7 Creating Images

The CTR-ManualEditor tool uses the proprietary Nintendo CTR-ManualTools_TGA image format.

4.7.1 Choosing CTR-ManualTools_TGA Image Types

There are multiple types of CTR-ManualTools_TGA images, with differing features such as
compression ratios. The types and uses are outlined in the table below.

Table 4-4 CTR-ManualTools_TGA Image Types and Uses

Image Type* | Use Characteristics Usage
Ad X - -
A8 X - -
HILO8 X - -
Reproduces images more faithfully than Images that are unreadable when created
RGB565 (@) ETCA1, but has a large file size. using ETCA1. Primarily small images, such
as game icons.
Reproduces images more faithfully than Not to be used, as the file size is too large.
RGB8 A RGB565, but has a large file size. Only to be used when high-resolution
images are required.
RGB565 with alpha compositing. Used to preserve transparent parts of
RGB5 A1 (@) RGB565 images when the transparent part
is not variable.
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Image Type* Use Characteristics Usage
RGB565 with alpha compositing. Used to preserve transparent parts of
RGB_A4 (@) RGB565 images when the transparent part
is variable.
RGB565 with high-precision alpha Not to be used, as the file size is too large.
RGB_A8 A compositing. Only to be used when high-resolution
images are required.
Compressed format. Has the smallest data | Used for screenshots and general images.
ETC1 O] :
size when compared to other formats.
ETC1_A4 0 ETC1 with alpha compositing. Used t_o preserve transparent parts of
ETC1 images.

* The “A” in the image type name refers to support for transparency (alpha blending).

Figure 4-2 Choosing a CTR-ManualTools_TGA Image Type

No transparency

—

Regular image
> (

Extra quality

Regular image

Transparency

Extra quality
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4.7.2 Creating an Image

1. Open Photoshop.
2. Select File > Open, then open the image you want to use in the CTR-ManualEditor.

3. Edit the image size. Go to Image > Image Size, then check the Constrain Proportions check
box and enter values in the Pixel Dimensions boxes.

Pixel Dimensions: 201. 1K (was 1.15M)
OK
aer . [ r— 1
S ) Lpiet = }u—_- s | L Pixel Dimensions
Height: | 240 | pixels v/ ere—
Document Size:
width: | 3.977 linches v =
ot 9,
[l Height: | 3.333 [nches v
Resolution: | 72 [pixelsfinch |
B[ ] H[ [“Iscale Styles
[¥] Constrain Propartions @ Constrain Proportions
Resample Image:
Bicubic (best for smooth gradients) v

Note: Electronic manuals have a width of 320 pixels. Decide image size while keeping in mind the
layout of the text on the page. For more details on image sizes, see Appendix B: Image Size.

4. Select File > Save As, then browse to the textures directory of the project folder.

Note: If you choose File > Save, you will overwrite your original image. As you may want to check
image size, etc. in your original image, it is recommended that you use Save As to preserve the
original image.

5. Set CTR-ManualTools_Tga as the file type, then enter the filename.

6. The CTR-ManualTools_Tga Format Options dialog box will be displayed. Choose an image
format, then click OK.

Note: For information about the formats, see section 4.7.1 Choosing CTR-ManualTools_TGA Image
Types.
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7. Place the new TGA file in the CTR-ManualEditor. Open the textures folder in the Project sub-
window, then select the image and drag it into the page layout window.

Project ok D page_06.ncpg”
CTR-X-¥YYY = o ) o TE  Viewing tha Soean O 214 Background €
E-L0 CTR-X-¥Y

=0 USA en
SH-ET) tebunes
'% ::ii:: i Here's a mnemonic for remembering
! I.‘t most of the Pennsylvania Turnpike
5B yous exits, starting from Allegheny Valley
1 page_01nepg and going up through Valley Forge!
% W‘—gg::"? "A pity Irving never does something
B e e bad, for fat Willy Blob can't get
B page_l5ncps happily home without raiding Morris
— 3 page_Bncpg Dances violently.”
-3 page_07ncpg )

[ Drag & Drop

Lmericas - English

Ciject Management

Dperation E
' [ =13 page 06
L IHS| - Picturs_0O
w2 i 5 {T] TewtBo_00

Note: You can also right-click inside the page layout window and select Create Picture.

Note: For information on how to insert a picture into a text box, refer to section 4.6.5 Adding Images.

4.8 3D Display Settings

Electronic manuals are divided into objects such as text boxes, pictures and frames. In the CTR-
ManualEditor tool, each of these objects can be set to display in 3D. This will make those objects
appear to float above the surface of the upper screen of the Nintendo 3DS system. When using this
feature, ensure you follow the rules given below.

Note: Nintendo has created a set of documents called the CTR Guidelines to eliminate trouble in the
marketplace with the CTR as much as possible, as well as to provide our customers with a better
game experience. The CTR Guidelines contain rules related to stereoscopic representations that
apply to e-manuals as well. Be sure to follow these rules when configuring objects to display in
3D within the e-manual editor. You can download the CTR Guidelines package from WarioWorld.
If you don't have access to this website, contact your Nintendo support representative.
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4.8.1 Rules for 3D Display

These are the basic rules for using the 3D display option. Objects that are recommended to be
displayed in 3D are marked "Yes," while objects that should not be displayed in 3D are marked with
"No." Optional features can be determined on a per-manual basis.

Table 4-5 Rules for 3D Display

Design Element 3D Image Description
per
room
urn
y into Game screenshots
Images and borders Optional I and the borders
r Mario surrounding them.
you
it up.
will be able to jump up
e, the ™332:%.,7°312 "355
s from
Mario™
s of
in
which
“four
Each Callouts used to
Image callouts Yes . . explain elements of
9 livided images (including
text and numbers).
Defeating Enemies _
The main header of
Headers Yes

There are several ways to defeat
enemies. They are listed below.

a page.
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Design Element 3D Image Description

Each coin is worth 100 points. When
you collect 100 coins, you will earn
an extra Mario.

Stomp on them.

Sub-headers Optional You can stomp
many enemies by
jumping onto them
from above. If you
run into an enemy,
you will lose a life.

Headers that are
not as important as
main headers.

Edit your photos by tapping &, then

choosing "Edit" from the menu.
Images placed
Images within text Optional within the flow of

When you see a message notification | "ning text.

(B), press ® to read the text.

Messages
Note: Press ® to reread the
message you were given at this

location.
Parts of text that

Colored text Optional - . . are optionally

to a different application at the | coloredin.

HOME Menu or turn the system off

while the game is paused.

Once the game is restarted, the

temporary save data will be deleted.
Main text No ) Regular text in the

manual.

4.8.2 Enabling 3D Display

Select an object in the page layout window and move to the Edit Object sub-window.

e 2D Image
Select the image and check the Display object in 3D check box in the Edit Object sub-window.
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W oy
: IETE TR
;***{
’%' = d

[Cad )0 Ml |

o
£

FI]:II LT

| o EETOG R

mn

Base 3D_03_02tga

Display object in 30

(@ Display a single picture in 3D

) Use a 3D istersoscopic) picture

———————————————————

Use Base as Left Image

Note: If you are displaying a single 2D image in 3D, the entire image will appear to jump out of the
page. There will be no 3D effect (sense of depth) within the actual image.

e 3D Image

1. Select the image and check the Display object in 3D check box in the Edit Object sub-window,
then select Use a 3D (stereoscopic) picture.

Base smile_C.tga

Display ohject in 30

() Display a single picture in 30

@ Use a 3D (stereoscopic) pictures
:

Use Base as Left Image

Right
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2. Set the left and right images.

|
©
Base smile_C.tga D

[¥] Display object in 3D

() Display a single picture in 3D

@ Use a 30 |stereoscopic) picture y
0®
A 4

Left smile_L.tga E] J

I &

Use Base as Left Image I

m

Right smile_R.tga D

Note: This will create the 3D effect within the image. Left and right images are required. If a base

image is not present, the image for the left eye will be used when the 3D depth slider is set to
OFF.

¢ Images Within Text

Select the text box containing the image(s), then check the Display inline pictures in 3D check
box.

o Text
Select the text box in the page layout sub-window.
To display the entire text box in 3D, check the Display object in 3D check box.
To display inline pictures in 3D, check the Display inline pictures in 3D check box.
To display specific colored text in 3D, check the Display colored strings in 3D check box.

[] Display object in 3D
[ Display inline pictures in 3D
[ Display colored strings in 30

e Frames

Select a frame object in the page layout window, then check the Display object in 3D check box
in the Edit Object sub-window.

e Grouped items

Select the grouped objects in the page layout window. Right-click and select Display Selected
Objects in 3D. All objects in the group will then be displayed in 3D.
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Not

483 C

I I

i

Iy 11
1%

1Y %

-~ L) -’

= Create Picture Ctrl+P
Create Text Box Ctrl+T
Create Frame Ctrl+K
Group Ctri+G
Group Linked Ctrl+L
Ungroup Ctrl+ Shift+G

Lock Selected Objects Ctrl+2
Unlock All Ctrl+Shift+2

Hide Selected Objects Ctrl+3

Show All Hidden Objects Ctrl+Shift+3
Display Selected Objects in 30 Ctrl+Shift+R

f Display Selected Objects in 200 Chrl+Shift+D

efficient than

You can check which objects are and are not set to display in 3D.

1.

There are three icons in the toolbar for 3D Display. From left to right, they are Flat Content, 3D

Content (Layer 1), and 3D Content (Layer 2). They are all enabled by default.

(@ ManualEditor

File Edit Object Select  View Window Preview Tools Help
e O le)E|E |5 [a]a)|v w el w e
_
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2. Click the Flat Content icon to turn it off. All objects not set to display in 3D will become
transparent. All non-transparent objects in this view will appear stereoscopically on the Nintendo

3DS system.
All layers active Flat Content layer disabled
=LL vicw LAl = & 8 vicw LAl
[| r' . | " | :| E o =

| Screen Layout |

Hmts & Trrcks Hints & Tricks
IF you gel stuck, check out these lupsl e !

comes to. Ilfe ‘when you touch it.
You can get past it without
awakening it by holding yvour
shield in front of you and walk
into the statue; it'll just bounce
off your shield wnhout cornlng_
'ajwe' T 1

r'Thxesse annoying winged
mushrooms drap bombs on yau.-

" They usually fly away when you
~get close and attempt to attack
~with your sword, s¢ use a Iong
,L;dlstante weapon to take rl out!

Configuring the 3D Intensity

The intensity of the 3D display can be set independently for each page. You are free to set these as
you like. To edit the 3D intensity for the active page, select Edit > Page Settings to bring up the Page
Settings dialog box, then change the 3D Intensity value to match the specifications of your software.

Note: For Nintendo-published titles, the recommended 3D Intensity values range from 0.3 to 0.6, and all pages
should be set to the same 3D intensity.
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4.9 Exporting the Project

This section explains how to export CTR-ManualEditor data as a binary file. This compresses the
electronic manual and converts it into a binary BCMA file, to be combined with the software ROM.

1. This process will export the project folder shown in the Project sub-window of the CTR-
ManualEditor.

Project £3)

o £ O © [

503 CTRX-YYYY
=-£3 USA_en

=0 textures
4 templates
--[a) 3D_03_02tga
&) Rainbow tga
[ screen_01tga
) smile_Ctga
- &) smile_Ltga

- [ smile_Rtga

=-£7) layouts
[ generic_figs ncpg
--[3 page_01ncpg
[ page_02ncpg
[ page_03ncpg
[} page_04.ncpg
[ page_05ncpg
[ page_06.ncpg
.[® page_07ncpg
[ page_08ncpg
[ page_09.ncpg
3 ve_figsncpg
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2. Select File > Export Project as Binary.

3. Select the language(s) you want to export.

r Export Project as Binary |
Project Export Settings

Language Folder:

Language C... Language Name
U | Engiish

Binary Bxport Settings

Folder to export to: [j

Filename to export as:
CTR-X-YYYY

Other

("] Export textures using old format
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4. Click on the "Binary Export Folder" icon. Choose a folder to export the binary file to, then click

OK.
| Export Project as Binary -
Project Bxport Settings fr o
Browse For Folder [
Language Folder:
Specify the directory where the binary files should be
Language C... Language Name exported to
J =: English
4 | CTR-X-YYYY -
. _BINARY_DATA
. AAAAAAAL
. BEBBEBB
cceeccc =
poooDDD
. EEEEEEE
FFFFFFF il
o m k
Binary Export Settings
Folder to export to: m
Filename to export as:
CTR-X-YYYY
Other

"] Export textures using old format

5. Enter a name for the binary file. Only half-width alphanumeric characters can be used.

Note: When combining the manual with the game ROM, the binary data must be named
“Manual.bcma;” otherwise it will not work properly.
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6. Click Export. If the export is successful, the pop-up window below will appear.

-

ManualEditor

)

Binary cutput has completed.

5,

A

Once you have done that, you must use CTR-SDK in order to incorporate the binary file you have
exported into your application. For more information about this process, please refer to the following

documents.

e Section 3.1 Structure of CTR Data Files within the CTR Master Editor User’s Manual, which is
included as part of the CTR Master Editor package.

e Chapter 4 Creating Download Applications within the CTR Download Application Programming
Manual within the CTR Programming Manual package.

e The Guide to Developing a Build System document and the function reference page for ctr makerom
within the CTR-SDK package

Note: As a result of adding e-manual support for card-based applications, Nintendo plans on revising
the CTR Download Application Programming Manual in the future and renaming it the CTR

Application Creation Flow Programming Manual.

Note: The maximum file size of an e-manual binary is 6656 KB per language.
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5 Using Design Templates

Design templates have been prepared for elements that frequently occur in electronic manuals. These
templates are divided into headers, callouts and tables. These should be generally used, regardless of
software type. This chapter explains how to prepare and use these design templates.

5.1 Preparing Design Templates

Use the Template Manager to export the design templates for general-purpose use. To start the

Template Manager, select File > Template Manager.

1. Select the category generic_ fig, then select the three template types and click on Add.

Template Manager

Template Folder
C¥CTR_manuaFECTR-X-YYYY¥USA_en¥layouts

Template Category

|genenc_fig =)
Available Templates

Filename Page Title

Templates to Merge

Filename Page Tile

P 1

Export Folder
C¥CTR_manuaFECTR-X-YYYY¥USA_en

Filename of Page to Output

>

—
2

Paste Paths to
NCPG Files
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2. Enter the output file name and click Export.

Template Manager (]
Template Folder
CHCTR_manuaFCTR-X-YYYY¥USA_en¥layouts B

4| m " »

Templates to Merge

Filename Page Title
generic_fig/generic_fig... Multipurpose Tables
generic_fig/generic_fig... Multipurpose Headings
generic_fig/generic_fig... Multipupose Callouts

Paste Paths to
NCPG Files
Export Folder
C¥CTR_manuaPECTR-X-YYYY¥USA_en
Filename of Page to Qutput

==

Note: The exported NCPG file will be a composite template page. This page should be deleted before the
completion of the manual, so the file name is not important.
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3.

manual.

generic_fig.ncpg

==y |

TITLE

Hl]ﬁipurpuse :féﬁles

147287

[ferlipunsase Tilles

u DEFG
HLIKLA K

therdefghi
Abicdefghi

I E
AGEDE

Abcdefghi

Insert Texk for

__I neert Text for Sub-He

4 L}

¢ 370,%: 2] | 1dling.
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5.2 Creating Headers

You can create headers and sub-headers. In the example image below, text boxes (a) and (b) will
become headers, while (c) will become a sub-header.

1. Open the relevant file.

Control Mario and make your way to
each area's goal while defeating
enemies along the way.

Worlds and Areas —— (A

There are four kingdoms, or worlds,
n Sarasaland, and there are three
areas in each world.

Clearing an Area —1— (B)

hen Mario makes it to the goal at

he end of an area, he clears the
rea and can proceed to the next
rea.

@ Bonus Game —1— (C)

During the bonus game, press @ to
stop the ladder from moving. Mario
will walk to the right to collect a
bonus.
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2. Open the composite template file you created in part (3) of section 5.1 Preparing Design
Templates. Select the header and subheader templates, then copy them.

Multipurpose Graphic Headings ]

Insert Text for Heading
Insert Text for Heading

e - - eading Copy

- - & Edll -

Multipurpose Graphic Sub-Headings l
R e e e e T R e R v e ke )
|Insert Text for Sub-Heading ]
e

ey eyt Dovefip ey ispisey e s st nperit— S |

BInsert Text for Sub-Heading
i Insert Text for Sub-Heading
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3. Paste them into your manual page.

-loix
e IEasic Game Flay |5|:I|:I

Control Mario and make your way to
each area's goal while defeating
enemies along the way.

Worlds and Areas

There are four kingdoms, or worlds,
n Sarasaland, and there are three
areas in each world.

Clearing an Area

hen Mario makes it to the goal at

he end of an area, he clears the
rea and can proceed to the next
rea.

'® Bonus Game

During the bonus game, press @ to
stop the ladder from moving. Mario
will walk to the right to collect a
bonus.

Insert Text for Heading

I nsert Text for Sub-Heading
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4. Since there are two headers, you'’ll want to copy and paste the header so it appears twice.
Change the text in the headers and sub-header to match the text in the manual. You can select
and edit grouped text boxes by left-clicking while holding down the Ctrl key.

R
TIme IEasiu: Game Play |545

LI Tllsd Wil all dlTd; 11T “iITSola LG

rea and can proceed to the next
ea.

'@ Bonus Game

During the bonus game, press @ to
stop the ladder from moving. Mario
will walk to the right to collect a
bonus.

Worlds and Areas
Clearing an Area

i Bonus Game

([ 201, ¥: 603] | tding. |
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5. Delete the original text boxes from the manual, and move the new headers and sub-header in to
replace them.

Control Mario and make your way to
each area's goal while defeating
enemies along the way. Control Mario and make your way to
each area's goal while defeating
enemies along the way.

There are four kingdoms, or warlds
n Sarasaland, and there are three Worlds and Areas
@reas in each world.

m

There are four kingdoms, or worlds
n Sarasaland, and there are three

When Mario makes it to the goal at areas in each world.
the end of an area, he clears the -

area and can proceed to the next q Clearing an Area
area.

hen Mario makes it to the goal af
he end of an area, he clears the

During the bonus game, press @ to rea and can proceed to the next
stop the ladder from moving. Mario

ea.
o walk to the right to collect 3
bonus.

uring the bonus game, press @ to

Worlds and Areas stop the ladder from moving. Mario
ill walk to the right te collect a
Clearing an Area onus.

1 Bonus Game

5.3 Creating Callouts

This section uses a game screenshot as an example for creating callouts.
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1. Open the page that requires callouts.

Work in Progress Manual (Sample)

| page_23.ncpg o ||“E|"g

T Game Screen ]t 588

Game Screen

‘he game screen is the screen

< | m r

[X: 347,V: 142] | Idling.

© 2010-2013 Nintendo 57 CTR-06-0060-001-J
CONFIDENTIAL Released: August 6, 2013



CTR Electronic Manual Creation Guide

Part 1 — Manual Creation Workflow

2. Select the specific callout types you require and copy them.

Q generic_fig.ncpg

TITLE

Multipurpose Tables

=)o s

Elt 147287

X 121,V: 1473]

[ Group_18 ]

[X:

23, Y: 1229]

Copy
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3. Paste them into the manual page.

e e |

T Game Screen —

Game Screen

The game screen is the screen

4 I | 3

X 241, V: -10] |Idling. | .
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4. Adjust the placement, line length and numbers of the callouts.

O Game Screen

(Game Screen

The game screen is the screen
where the adventure takes place.

@ Equipped ltems

This displays the items you currently
have equipped. Press & to use the
item in the left slot. Press & to use
the item in the right slot.

This shows the number of rupees
you currently have.

& Heart Meter

This displays your life force in heart
containers. Each time you get hurt,
your heart containers will lose some
life force. If all your Heart Containers
are empty, yvour game will end.

4 1

=)

Background Color

|[X: 136,¥: -15] | Idling.
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5.4 Creating Tables

This section uses the red-framed portion below as an example of how to insert tables.

1. Open the manual page with the relevant table.

Work in Progress Manual (Sample)

page_24-controls.ncpg |Di|]r@,|g

M Enter page title here 210 Background Color

Controls for Actions

1 Basic Actions

Move

Jump
Squat
Backflip

< | L1} »

X 357,V 234] |1dling.

2. Select the table templates from the composite template and copy them.

generic_figs.ncpg (5]

O Myltipurpose Tables [Elt 147287 Background Color

Multipurpase Tables

ABCDEFG I —
HIKLMN Copy

ABCDEFG [
HIIKLMN Abicdefghi

ABCDEFG
HIJKLMN

[X: 351,Y: 220] |[ HorizonG_00 ] [X: 8, Y: 37]
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3. Paste them into the manual page. This example table has 4 rows, so copy and paste one of the
rows to make an extra one.

page_24-controls.ncpg® @ . page_24-controls.ncpg® @ .

LIk .Enter page title here 383 TITLE .Ent'er page title here 437

[Controls for Actions

Controls for Actions

1 Basic Actions

Move | = | Move
Uump @ | Jump
| Fs | Squat
| e ® | Backflip +(E)
" ABCDEFG .
AR o<defoh HUKLMN Abcdefghi
ABCDEFG .
DRSO ocdeihi HUKLMN Abcdefghi
' ABCDEFG .
R (Ao defohi e Abcdefghi
: ABCDEFG .
. = = HUKLMN Abcdefghi
i 272, v: 461 |1dling. i
4 I 3
| 329, v: 378 [1dling. s
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4. Input the text from the current manual table into the new table.

o =

page_24-controls.ncpg® L= |[£_&]

e .Enterp.agetii.:leﬁere 357

Controls for Actions

¥
@
P
ot ()

£

X 272,¥: 209] |1dling. |

5. Delete the original text boxes, and move the new table up to replace them.

Jeliasssuibsien . page_24-controls.ncpg® F'"i"’. .

T Enter page title here 357

Controls for Actions

B Basic Actions

L 'Enterpageti{:le'here 23

Controls for Actions

Move

o
-

Squat 7
Backflip
L P———————————— | ——————
[ 4% 204] |1dling. | i[X: 203,Y: 353] ”Id“”Q' |
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Using Communication Feature Icons with Black Backgrounds:

The e-manual templates have been created with white backgrounds for the most part, and the
communication icons that have been prepared assume the use of white backgrounds as well. If you
decide to create pages with black backgrounds, please replace the icons within templates that use
these icons with the ones with black backgrounds, as shown below.

Table 5-1 Using Communication Feature Icons with Black Backgrounds

(The icon files below are found in the “textures” and “mark” folders in the Templates folder.

Communication

Icon and Filename

Download Play

download_icon.tga

Feature On a White Background On a Black Background
Local Play m
local_icon.tga local_icon_W.tga

download_icon_W.tga

Internet Communication

a

internet_icon.tga

]

internet_icon_W.tga

StreetPass

)

passing_icon.tga

£))

passing_icon_W.tga

SpotPass

2,
J-

spotpass_icon.tga

“m

spotpass_icon_W.tga

Note: The actual texture files for these icons have neither borders nor background colors.
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6 Appendix A: Creating Original Templates

This chapter explains how to create templates and use them through the template manager. This is for
use when publishers wish to create new design templates for manuals, rather than the ones included
in the template package. As an example, a header template will be created.

@ purple_frame.ncpg* [&H@&] 1

I Epey page title here E[I 52 Background Color

-

Enter text here.

[X: 355,V: -19] | 1dling.

i i ' P

Frame Object

Note: If you have already created a header like the above, skip to step 16. Steps 1-15 describe how
to create this type of template.
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1. Click on the “Specify Project Folder” icon and select the "Templates" directory that has the CTR
e-manual templates.

o DT o

B e =R E

=

=171 Templates
=-2) USA_en
=7 textures

E-F% ve_menu
E-' templates
E-' misc
-F% mark
&% hard
{E‘-‘ frame
E-' esrh

=7 layouts

&£ waming

- ve

{E‘-‘ support

- middieware
E-' instruction
-5 greeting

-2 generic_fig
E-' fort

E-' emanual_code
E-' copyright&trademark
&£ communications
-3 button

- USA es
- USA fr
-7 USA_pt

Amernicas - Enghsh

2. We will use Photoshop to create the four corners of the header frame.

3. Open Photoshop. Select File > New, and set the dimensions to 8x8 pixels, with 72 ppi.
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Mew ﬁ‘

Name: [ 0K |
Preset: Custom - 1 | Cancel ]
Size: [ Save Preset... ]
Width: 8 pixels - Delete Preset...
Height: 8 pixels -
| Device Central... |
Resolution: 72 pixels/inch -
Color Mode: RGB Color  » B bit -
Background Contents: Transparent - Image Size:
\¥) Advanced 192 bytes
4. Create an image like the image below.
B Untitled-2 @ 3200% (Layer 2, RGB/8) | = || = |[niam]
3200% 8| 4 r i
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5. Select File > Save As. Browse to the "<desired_language>¥textures¥frame" sub-folder of your
templates directory and set the image format to "CTR-ManualTools_Tga." Input the filename and

click Save.
saveas 20
Save in: §| [0 frame j @ ? S

Mame = | Size I Type I Date ~
; frame_R_gray_01.tga 1KE TGA File S/11):
;frame_R_gray_Ell_E.tga 1KB TaA File S/21)
Zframe_R_gray_Ell_S.tga 1KE TGA Filz 1/13f
;frame_R_white_For_gray_D1.... 1KE TiaA File S/
Z free_arrow.tga S5KE Tia File 1/13):

. fres_line_blue_01.tga 1KE TiaaA File 620
EFree_line_blue_ﬂl_ﬂl.tga 1KE TiaA File /a20
;free_line_blue_ﬂztga 1KB TiGA File 9620
;free_line_blue_DZ_Ell.tga 1KB TaA File Q&2
Zfree_line_blue_DS.tga 1KE TGA Filz T
;free_line_blue_m.tga 1KE T File Q620
Z free_line_orange_01.tga 1KE Tia File TN
Z free_line_orange_01_01.kga 1KE TiaaA File 620
. free_line_orange_02.tga 1KE TiaA File /a2 =
File name: Ipurple.tga j Save I
Format: || CTR-ManualT acls_Tga (TG4 VDA ICEV ~ |} Cancel |

—Save Options
Save: [~ &sacCopy [~ Haotes
v Alpha Channels I”  Spot Colors
I~ Layers
Calor: [T Use Proof Setup: Warking CHYK

™| 1CC Profile: sRGE IEC61066-2,1

[~ Thumbmai v Use Lower Case Extension

CTR-06-0060-001-J 68 © 2010-2013 Nintendo
Released: August 6, 2013 CONFIDENTIAL



Part 1 — Manual Creation Workflow CTR Electronic Manual Creation Guide

6. Check the RGB5_A1 option and click OK.

Help
Format Type
L4 20
La MipMap
® A4 @ No MipMap
an Generate MipMap Al
Use MipMap
LA4
Ian ETC Encoding

= Fast Perceptual
) HILOB

) RGBS65

For LayoutEditor
Padding 0% (0.0 KB)

Data Size
€ RGBA4 0.1 KB (128 bytes)
© ReBAG Last Format
ETCL _
CVETC1 A4 —
User Data
[ o« ][ cna | [@Preview [RGB [¥]Alpha [F)1e00% [+

Note: As this image contains transparent parts and is small, RGB5_A1 should be used. For more
information on selecting an image type, refer to section 4.7.1 Choosing CTR-ManualTools_ TGA
Image Types.

7. In CTR-ManualEditor, select File > New Page to create a new page.

8. Right-click inside the page layout window and select Create Frame Object. A frame will be

created.
(] Untitled.” (o] ® |3
HE  Enter page title here DI S0 Background Color

Frame Object

< | m b

[X: 142, Y: 290] |1dling.
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9. Set the width of the frame to 304.

B Untitled.* EEr=] [ Edit Object (Frame)

i .Enterr:agetitleﬁerc- 60 Background Color =) Basic Information
Mame: Frame_{0
Posttion: i B Y 104
=

Frame

[ Display obiect in 30

Size: % 304~ 40

4 T b
[ 212,v: 65] |t Frame 0o 1 ¢ 8 10] |

|Teﬂr.mlb=d: 1@ No Textures || |

10. Select the One Texture option in Specify 4 Corner Picture, and click on the Open File icon.
Select the TGA file you created earlier and click Open.

] Untitled.* [= (@ [=] || EditCbject Frome) [=]
EE Enter page title here Elt 0 Background Color || {|¥  Basic Information
- a8
[T Display object in 30
Size: ES= R
Textures Used:  No Textures ()
2 D b " Four Texures
[X: 360,V: 65] [ Frame 00 ] [ 8 ¥: 10] :
| usl Open - ===
: @@i |« USAen b tedures » frame Search frame r)
- Open File
Organize » New folder = 0 @ P D
i R _ Date modified Type -
e i : H
7 Libraries B purpletga 10/18/201012:42 .. TGA File B | | P Orontotion: He
& Documents n o 9/ 4:41 PM TGA File i VFip
o) Music P8 threeb_heading_big_02tga 9/ TGA File .
=) Pictures T threeb_heading_big_shadow.tga 9/ TGA File || ) Enable Colors
B Videos | 8 threeb_heading_mid 01 tga 5/ TGA File (IS
= 1 threeb_heading_mid_02.tga 9/ TGA File |5 I : Frame Body Color: R G B
1% Computer 18 threeb_line_blue 01.tga 9/ Toarie WSS ] | 255 255 255
s Local Disk (B:) i threeb_line_blue 01 01.tga 9/ TGA File
& Local Disk () P threeb_line_blue 02.tga 9/ TGA File
=¥ jerebal3 (noa.r T threeb_line_blue 02 01.tga 973 TGA File . ([|S8
¥ dept (\\noa.ninte .~ [ 1 ] 3
Filename: purpletga T v [teturefiles figa) -
Open |», Cancel |

Note: For more information on the One Texture and Four Textures options, read the tool’s help
documentation. A frame like the one below will be created.
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1.

Untitled.”

TITLE

Elt s0

Enter page title here

4 [

Background Colur_lZIé

(L

[E=5 EoH =

?[X: 256, Y: 121] Il Frame 00 ] [% 8 ¥: 10]

The next step is to fill the frame with color. Check Enable Color, and then in the Edit Object

sub-window, click the Color Picker button. In the Color Picker window, click on the Eyedropper
icon and click on a colored part of the frame. Click OK.

R

T

- - T

| [ cancel

—:

]

Size: X 304 : Y 407";}
Totures Used:  NoTexures | B
' One Texture
| Four Textures
frame/purple.tga B
Picture Orientation: H Fiip
V Fip
[¥] Enable Colors
R G B
189 2 255

Eyedropper

The frame will now look like the image below.
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Untitled.”

TITLE

<

Enter page title here

L

Elt s0

UL

Background Color“:”

¢ 123, % 7]

|l Frame 00 ] [x: 8, ¥: 10]

12. Right-click inside the page layout window and select Create Text Box.

Untitled.”

WE  Ener page title here

I

50

Background Color“:”

% 64,¥: 37]

|l TetBox 00 ] [%: 8 Y: 60]

13. Set the width of the new text box to 288 pixels. It will now be layered on top of the frame. Place
the text box in the center of the frame.

-
purple_framencpg

TITIE

Enter page title here

5

LU

=EI=]

Background Color

|l TeaBox 00 1 [x: 16,v: 18]

| Edit Object (Text Box)
=) Basic Information
Name: TextBax_00
Postion:
]
Size:

ERE 18[2]

m
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14. Select both objects, then right-click and select Group Linked.

[ Untitled.”

ME  Enter page title here

<

[E= H )
[}t 56 Background Color ||:||

Create Picture Ctrl+P

Create Text Box Ctrl+T
Create Frame Cirl+K

Group Linked Ctrl+U
ongrony o

Lock Selected Objects Ctrl+2
Unleck All Crl+Shift+2
Hide Selected Objects Ctrl+3
Show All Hidden Objects Ctrl+Shift+3

mn

Display Selected Objects in 3D Ctrl+Shift+R
Display Selected Objects in 2D Ctrl+Shift+D e

m | 3

[ 154v: 29)

|t Frameoo 1 pe 8w 10 |

Note: For more information on groups, read the tool’s help documentation.

15. Set the margins and change the text box’s text color to white.

You can select and edit grouped text boxes by left-clicking while holding down the Ctrl key.

Note: Setting the margins lets you set the space between the text box and the frame edge on the top

and bottom sides.

Note: Make sure that you change the title of the page in Page Settings. This is the title that will
appear in the template manager.
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16. Select File > Save Page to save your new template.

17. Create a new folder with an identifiable name.

Organize « Mew folder = = @
@ Documents = MName ° Date modified Type =
o' Music 1. greeting 9/21/201012:43 PM  File folde
Pictures | inquiries 10/5/2010 6:10 PM  File folde —
B Videos J legal 9/23/2010 12:07 PM  File folde
| middleware 7/21/2010 11:33 AM  File folde
18 Computer E | product_code 9/21/201012:43 PM  Filefolde|=
&a Local Disk (B:) || sample 10/18/2010 1:22 PM  File folde
& Local Disk (C) ki ve 10/11/201012:51 ... File folde| ||
5 jerebald \noa.x 1 warning 0/23/2010 1207 PM  Filefolde = |
5 dept (\\noa.ninte | m | 3 :
File name: purple_frame.ncpg - |
Save as type: [Nintendo rmanual page. (*.ncpg) vl i

'~ Hide Folders

18. Enter the file name and click Save.

S

—

(J=l )i« Ushen » loyous b zomple < ép|f Seorchzomple ]}

R

Organize = Mew folder 3=z -

@ Documents & Mame Date modified Type

J) Music

Pictures Mo iterns match your search,

E Videos

1% Computer
—w Local Disk (B:)
£, Local Disk (C3)
5# jerebal3 (\\noa.r
o dept Mhnoaninte _ |

File name: | [Jifa =T

Save as type: ’Nintendo manual page. (*.ncpg)

* Hide Folders

The new template can now be used with the template manager.
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7 Appendix B: Image Size

This appendix gives more details on the sizes of images used in electronic manuals.

The CTR-ManualTools_TGA format has special characteristics, and by understanding these
characteristics and keeping images at appropriate sizes, the image data size and overall manual size
can be reduced. There is a limit on the internal memory available in the Nintendo 3DS, so developers
are recommended to keep manual sizes as small as possible.

Factors addressed include Nintendo 3DS screen size, electronic manual width, characteristics of the
images used in electronic manuals, and image size adjustment in light of these factors.

7.1 Nintendo 3DS Screen Size / Electronic Manual Width

Figure 7-1 Nintendo 3DS Screen Size / Electronic Manual Width

Nintendo 3DS Screen Size Electronic Manual Dimensions

I— 400 pixels —l I_ 320 pixels _l

|

240 pixels

|

Upper Screen
(400%240)

Lower Screen

(320)(240) 240 pixels

I— 320 pixels —I I_ 320 pixels _I
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7.2 Electronic Manual Image Characteristics

The width and height of the images used in electronic manuals are stored as powers of 2. They do not
have to be square — rectangular images are also acceptable. To create images with smaller data size,
it is best to keep height and width values as exact powers of 2. The smallest image size is 8x8 pixels.

Figure 7-2 TGA Characteristics

The numbers created by multiplying 2 by 2, then multiplying the
result by 2 in succession. For example, the powers of 2
between 8 and 320 are 8, 16, 32, 64, 128, 256.

256 pixels
128
64
L 32 —_
-1
8
[16°
L
32| pixels
64 pixels
128 pixels
256 pixels
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7.3 Image Size Adjustment

As an example, we have an image with a 130x78 pixel size.

Figure 7-3 Image Size and Powers of 2

256 pixels
128
64
— 32
4 1
8
F%SIIIIIIIIIIIIIIIII
C ANEEEEEEEEEEEEEE
32 pre. ANEEEEEEEEEEE RN
| EEEEEEEEEEEEEEEN
EEEEEEEEEEEEEEEN
64 pixeis HHHEEEEENEEEEEENI
EEEEEEEEEEEEEEEN
EEEEEEEEEEEEEEEE
EEEEEEEEEEEEEEEN
HENEEEEEEEEEEEEEN
128 pixels
256 pixels

The black portion corresponds to a 130x78 pixel-sized area. As images as processed as powers of 2,
this image size will be considered to be 256x128 pixels. The light blue area is useless extra data
contained in the image data size. To avoid this, the image size should be reduced so that it fits within
the 128x64 pixel boundary.
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By reducing the 130x78 pixel image by 80%, it becomes 104x62 pixels, as shown below:

Figure 7-4 Image Size and Powers of 2 (2)

128
64
— 32
-16
8 | —I
| 1'68 ANEEEEEEEEEEN
L AEEEEEEEEEEE
32 pixesHHHETNEEEEEEEE
ANEEEEEEEEEEN
ANEEEEEEEEEEN
64 pixe's HHHAHNEEEEEEEER
ANEEEEEEEEEN
| HEEEEEEEEEEEEN
128 pixels
256 pixels

256 pixels

The light blue area represents wasted space, which has been significantly reduced. When creating images,

please keep the power-of-2 principle in mind and resize images appropriately.
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8 Appendix C: Combining Multiple Projects’ Data
Into a Single Multilingual E-Manual

This appendix gives more details on the how to create multilingual electronic manuals from separate

projects, each of which contain data for one or more languages.

8.1 Creating Binary Files

1. Prepare project data for the languages you want to include in your e-manual.

a2 s
-v| « (QSDisk (C) » data » CTR » e-manual » - +?|| Search e-manual p'
o
Organize « Include in library « Share with - Mew folder B » [ 9
[ Favorites CTR-X-¥YV_1
Bl Desktop E CTR-X-YYYY_2
4 Downloads
=1 Recent Places
=l Libraries
| Documents -
2. Create a new folder called cTR-x-YYYY.
[F=5 | EeR =
-v| <« (0SDisk () » data » CTR » e-manual » - +?|| Search e-manual ,D'
N,
Organize = A Open Include in library = Share with - Mew folder ¥ o« [l Q
- Favorites CTR-X-VYY
Bl Desktop = CTR-X-YYYY_1
CTR-X-YYYY_2

4 Downloads

=| Recent Places

= Libraries

| Documents -

3. Copy the language folders (for example, those shown in the screenshot below) within the project
data from step 1, and paste them into the new cTrR-x-yYYY folder.

(E=% ECR ==
@v-v| « data » CTR » cmanual » CTRXYYYY » ~ [ %2 ][ search CTRx-vyyY 2|
Organize » Include in library « Share with + MNew folder i o« O (7]

-~

4.0 Favorites

Bl Desktop
4 Downloads TWN_en TWHN_tc
=| Recent Places
4| Libraries
- |5 Documents -
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4. Launch CTR-ManualEditor and specify cTr-x-yYYYY as the project folder.

-

' Specify Project Folder @
Folder Name  C:¥data¥CTR¥e-manual¥CTR-X-1YY E]
Language MName Americas - English

ok || Ccancel |

5. Select File > Export Project as Binary.

e

Mew Page Ctri+M
Open Page Ctrl+0
Template Manager Ctrl+I
Set Language Mame

Specify Project Folder Ctrl+)
Create Multilingual Data for Project  Cirl+5Shift+C
Save Project as Images Ctrl+M
Export Project as Binary Ctrl+5hift+B
Quit Alt+F4,Ctrl+Q

6. Insert checks in the boxes for the languages you want to include in the e-manual, then click
Export.

Export Project as Binary ==
Project Export Settings

Language Folder.

Language C... Language Name
TWN1c| Englsh
TWN en  Engish

Binary Export Settings

Folder to export to: E]
C¥dat=¥CTR¥e-manuai¥Binary Data

Filename to export as
CTR*YYYY

Other

[ Export textures using old format
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8.2 Selecting the Languages

1. Open the e-manual, then either touch the button in the lower-right corner of the Touch Screen, or
press the Y Button.

&1 CTR-EMU [ESREE

Instruction Manual

Contents

2. Tap the button for the language you want to display.
] CTR-EMU [E=SREE

Language

Change the language
of the manual

Current: Traditional Chinese

v Traditional Chinese

Taiwanese English

(E)Back
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Revision History

Version

Revision Date

Category

Description

3.3

2013/06/13

Changed

¢ 4.2 Creating a Project Folder
Removed references to Region Codes, including Table 4.1: Project
Region Codes

e Overall
Updated images throughout to remove region codes.

3.2.1

2013/01/16

Added

¢ 4.6 Creating the Main Body
Added 4.6.8 Adding Comments.

¢ 5 Using Design Templates
Added a method to open Template Manager before the procedure.
Added a method to edit grouped text to Step 4.
Added the file location of the communication feature icons file.

o Appendix A: Creating Original Templates
Added a description of the “Select Project Folder” icon to Step 1.
Added to check “Enable Color” to Step 11.
Added a method to edit grouped text to Step 15.

Changed

¢ 3.1 Installing Photoshop
Changed to 3.1 Installing Photoshop

¢ 3.2 Installing CTR-ManualEditor
Changed to 3.2 Installing CTR-ManualEditor and added a description of
installing the Photoshop plug-in.

¢ 4.2 Creating a Project Folder
Changed the final number of the e-manual code from 1 digit to 2 digits.
Updated images

® 4.4 Merging Templates
Changed the content of Steps 1 and 2 for the case when merging
templates for the first time.

¢ 4.6.8 Adding Comments
Updated images

¢ 4.9 Exporting the Project
Updated images

o 5 Using Design Templates
Changed “Template” to “Templates.”

o Appendix A: Creating Original Templates
Changed the Background Color for image in Step 3 to “Transparent.”
Appendix C: Combining Multiple Projects’ Data Into a Single
Multilingual E-Manual
Updated images

¢ General
Changed the menu and label names for the text and images to match
the menu and label names in CTR-ManualEditor Version 1.3.5.
Changed “electronic user’s manual” to “e-manual.”

Changed “electronic instruction code” to “e-manual code.”
Changed the project name from CTR_XXXX to CTR-X-YYYY.

e Updated images throughout to reflect the new project name, CTR-X-
YYYY.

3.2

2012/12/18

e For NOA: This version was superseded with no changes by version
3.2.1 before publication.
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Version | Revision Date | Category Description
Added e 3.3 Checking the Templates
e Added Figure 3-4 Example of Template Structure
3.1 2012/10/10
e 2 Operating Environment
Changed o Added Photoshop CS6 info per the release of CTR-ManualTools
Version 1.3.4.
2.5 2010/04/25 Added ¢ 8 Appendix C: Creating E-Manuals With Multiple Selectable Languages
2012/03/22
24 (Unreleased at — * No changes
NOA; changes were
rolled into 2.5)
e Section 4.6.1 Creating a New Page
o Added a note that the maximum number of pages files allowed per
language is 99.
e Section 4.6.4 Changing the Color of Specific Text
o Added a note that page files can have no more than 200 color tags.
231 2011/03/09 Changed ¢ Section 4.6.7 Enabling/Disa.inng Siz.e Adjustment ' .

o Added a note that describes a minor text-rendering bug that is
endemic to the font-rendering subsystem of the Nintendo 3DS
system, and that this may occur in electronic manuals.

e Section 4.9 Exporting the Project
o Added a note that the maximum binary file size of an e-manual is
6656 KB per language.
¢ Section 4.8 3D Display Settings
o Added the “Configuring the 3D Intensity” section.
e Section 4.9 Exporting the Project
o Changed the filename that should be specified during binary output
from “manual.bcma” to “Manual.bcma.”
22 2011/10/31 Ch d
ange o Added an explanation of what to do after you have output the e-
manual as a binary file.
e Chapter 5 Using Design Templates
o Added the “Using Communication Feature Icons with Black
Backgrounds” section.

e Overall

o Reformatted some of the numbering.
e Section 3.1 Installing CTR-ManualEditor

o Changed support@noa.com from red to black text.
e Section 3.3 Checking the Templates

o Updated Figures 3-1 and 3-2 to match the latest templates.

2.1 2011/08/10 Changed e Section 4.4.1 Basic Method

o Updated several of the images demonstrating the procedure.
e Table 4-3

o Revised the table formatting.
¢ Section 4.6.7 Enabling/Disabling Size Adjustment

o Clarified the rules about the use of text that does not enlarge when
the user changes to the large font size in ManualViewer.
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Version

Revision Date

Category

Description

e Chapter 6 Appendix A: Creating Original Templates
o Updated the second image to reflect the latest template structure.

2.0

2011/08/08

Added

¢ 4.3 Creating Multilingual Manual Data
o Added this section.

Deleted

e Deleted Table 4-3, since it contains region-specific template information
that already appears in Part 2.

Changed

e General

o Split document into two parts: “Part 1 — Manual Creation Workflow”
and “Part 2 — Template Units”.

o Moved chapters 5-7 to “Part 2 — Template Units” and updated
explanations/text for all templates.

¢ 2 Operating Environment.

o Added Photoshop CS5 as a supported program.

o Removed Photoshop CS as it is no longer supported.
¢ 3.2 Installing the Photoshop Plug-in

o Added Photoshop CS5 to the table.
¢ 4.2 Creating a Project Folder

o Updated information about the folder name in step 1.
¢ 4.8 3D Display Settings

o Table 4-6 Rules for 3D Display: Changed “Images and frames” from
“Yes” to “Optional”.

¢ 4.9 Exporting the Project
o Adjusted the Note in step 5.

1.2.2a

2011/06/15

Changed

Updated screenshot for 5.1 Greetings (Required).

Updated screenshot for 5.2 Health and Safety Information (Required), and
added a table explaining the conditional text.

Updated screenshot for 5.3 Online Precautions.

Updated screenshot for 5.5 Disclaimer / Mini-EULA (Required), and
changed the section name "Disclaimer / Mini-EULA" to "Terms of Use."

Updated screenshot for 5.10 Product Code (Required).

Updated an incorrect procedure number within the table in section 6.1
Nintendo 3DS Local Play.

Updated screenshot for 6.5 SpotPass.
Updated screenshot for 7.1.2 "Ending the Game" Template (Required).

1.2.2

2011/03/08

Added

Added templates for the QR Code Decoder and QR Codes in section
5.9.2 QR Code-Related.

Added section 6.5 SpotPass.

Added an entry for "SpotPass" to Table 6 1.

Added section 7.1.2 "Ending the Game" Template (Required).
Added section 7.1.3 "Virtual Console Features" Template (Required).

Changed

Changed references to NW4C_Tga format to CTR-ManualTools_Tga
throughout.

Changed references to NW4C_Photoshop_Plugin to CTR-
ManualTools_PhotoshopPlugin in Chapter 2 Operating Environment
and section 3.2 Installing the Photoshop Plug-In.

Modified the instructions in section 5 Template Units: Explanation/Editing
(First Page), and removed NOE-specific content, since NOE-specific
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Version

Revision Date

Category

Description

instructions are now listed in the NOE version of this "cookbook."

Updated the screenshot of the "Greetings" template in section 5.1
Greetings following revisions to the template to reduce redundancy
between the "Greetings" and "Health & Safety" templates, which appear
next to each other.

Created sub-section 5.9.1 Mobiclip Library and added to the description
about using the Mobiclip templates.

Restructured the sub-sections of 7 Virtual Console—Specific Edits to
correspond with the individual pages that e-manual developers must
create.

Modified the instructions in section 7.1.1 Health and Safety Information
(Required).

Deleted

Removed the "Creating Merged Templates for Virtual Console Titles"
section.

2010/01/19

Various edits and additions throughout the entire document. Because the
English version of this document has not been released yet outside the
company, we have omitted the detailed revision history to expedite the
release.

1.0.5

2010/12/10

Corrected typos in section 1.1.
Added section 3.1 Installing CTR-ManualEditor.

Updated the content of 3.2 Installing the Photoshop to clarify that the
NW4C Photoshop Plugin is installed automatically by the installer.

Added section 3.3.2 on the languages in which the e-manual templates
are provided.

Added a note to section 4.2 that the naming conventions for e-manuals'
project folders have not yet been finalized.

Added a note to section 4.2 that the "Oceania" region covers both
Australia and New Zealand, and added information about which region
code to use for titles released both in Europe and Oceania.

Corrected typos in Table 4-2.

Split section 4.3 Merging Templates into two sections, one (4.3.1)
containing the basic method, and the other (4.3.2) containing an
advanced method for speeding up work in the Template Manager.

Added templates for Virtual Console features to Table 4-3.

Added [NOA Only] and [NOE Only] tags to some of the templates listed
in Table 4-3.

Added a note to section 4.8 clarifying that binary output files can only
contain half-width alphanumerics in their filenames.

Corrected the caption for Table 5-1.

Expanded the information about the standard copyright statement in
section 5.5, and updated the screenshot.

Renumbered the appendices as numbers instead of letters to make the
numbering consistent between the NCL and NOA/NOE versions of this
document.

Added info about Virtual Console features to Chapter 9.

Removed the entries for middleware and font attribution notices in the
Virtual Console Template Unit Insertion Order (Table 9-1).

Revised the text in section 9.1.1 to clarify that Table 5-1 contains the
appropriate page titles for the Health and Safety Information page.

Added section 9.2 Templates for Virtual Console Features.

1.0

2010/10/06

Revised draft version.
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