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Fire Studio 6 Software License Agreement  
(v1.0 April 7th, 2016 ) 

 

PLEASE READ THIS SOFTWARE LICENSE AGREEMENT ("LICENSE") CAREFULLY BEFORE USING THE 
DIGITAL COMBUSTION SOFTWARE. BY USING THE DIGITAL COMBUSTION SOFTWARE, YOU ARE 
AGREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THE TERMS OF 
THIS LICENSE, DO NOT USE THE SOFTWARE. IF YOU DO NOT AGREE TO THE TERMS OF THE LICENSE, 
YOU MAY RETURN THE DIGITAL COMBUSTION SOFTWARE WITHIN 60 DAYS OF THE PURCHASE DATE 
TO THE PLACE WHERE YOU OBTAINED IT FOR A REFUND. ANY AND ALL INSTALLATIONS OF FIRE 
STUDIO MUST BE DEACTIVATED AND UNINSTALLED IN ORDER FOR A REFUND TO BE ISSUED.    
 
THIS AGREEMENT IS BETWEEN YOU AND DIGITAL COMBUSTION INC ("DC"). ACCESS TO OR USE OF DC 
SOFTWARE IS EXPRESSLY CONDITIONED UPON YOUR ACCEPTANCE OF THIS AGREEMENT'S TERMS. BY 
INSTALLING AND/OR USING THE DC SOFTWARE, YOU REPRESENT THAT YOU, AND/OR YOUR 
ORGANIZATION, IS CAPABLE OF ENTERING INTO A CONTRACT UNDER THE LAWS OF YOUR 
JURISDICTION AND AGREE TO BE BOUND BY THIS AGREEMENT'S TERMS. 
 
DC reserves the right, from time to time, with or without notice to you, to change the terms of this 
Agreement. The most current version of this Agreement will supersede all previous versions. 
 
IMPORTANT NOTE: This software may be used to reproduce materials. It is licensed to you only for 
reproduction of non-copyrighted materials, materials in which you own the copyright, or materials 
you are authorized or legally permitted to reproduce. If you are uncertain about your right to copy 
any material, you should contact your legal advisor. 
 
1. General 
The DC and any third-party software (including any content), documentation, digital images, clip-art, 
sound files, animations, and any videos accompanying this License whether on USB, in read-only 
memory, on any other media or in any other form (collectively the "Digital Combustion Software") 
are licensed, not sold, to you by DC, for use only under the terms of this License, and DC reserves all 
rights not expressly granted to you. You own the media on which the DC Software is recorded but DC 
and/or DC's licensor(s) retain ownership of the DC Software itself. The terms of this License will 
govern any software upgrades provided by DC that replace and/or supplement the original DC 
Software product, unless such upgrade is accompanied by a separate license in which case the terms 
of that license will govern.  Title and intellectual property rights in and to any content displayed by or 
accessed through the DC Software belongs to the respective content owner.  Such content may be 
protected by copyright or other intellectual property laws and treaties, and may be subject to terms 
of use of the third-party providing such content. This License does not grant you any rights to use 
such content nor does it guarantee that such content will continue to be available to you. 
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2. Permitted License Uses and Restrictions 
A. DC Software (Bundle) 
Subject to the terms and conditions of this License, you are granted a limited non-exclusive license to 
install and use DC Software on one computer per activation granted to you by DC.  You may not make 
the DC Software available over a network where it could be used by multiple computers at the same 
time. You may make copies of the DC Software in machine-readable form for backup purposes only, 
provided that the backup copy must include all copyright or other proprietary notices contained on 
the original. 
 
B. Activations 
DC allows for a set number of Activations per License purchased by the End-User.  Unless otherwise 
authorized by a duly-appointed employee of Digital Combustion Inc., the number of Activations 
allowed i) is 1 per Fire Studio 6 Instructor Edition license ii) is 1 per Fire Studio 6 Player Edition license 
iii) is 1 per Communication Link 6 license. Activation is conducted using a License ID provided by 
Licensor upon purchase of software license(s).  Activations and licenses are not synonymous.  In no 
way does the allowance of added Activations allow for more simultaneous instances of DC Software 
running than number of licenses purchased.  Activations are in use when the End-User's License ID 
has been entered / provided for validation or authorization of software installation.  Activations may 
be returned to the End-User automatically if correct "de-activation" procedures are followed, or at 
the discretion of DC.  Licensor shall not be held responsible for lost or stolen software License IDs, or 
any other codes or passwords used for the purpose of software activation.  Licensor shall also not be 
held accountable for lost, damaged, or stolen installations or activations due to End-User's 
equipment failure, a failure to follow correct installation and/or activation procedures, unsupported 
installation methods such as remote or network logins/installations or virtual machine environments, 
nor for any other reason where End-User is reasonably responsible.   
 
C. Restrictions 
You may not lease, rent, sublicense, publish, modify, patch, adapt or translate DC Software. You may 
not reverse engineer, decompile or disassemble DC Software, create DC Software derivative works, or 
attempt to create DC Software source code from its object code. You may not (i) use any illegal, 
counterfeit or modified hardware or software with DC Software; (ii) attempt to bypass, disable or 
circumvent any License System encryption, security or authentication mechanism; (iii) violate any 
laws, regulations or statutes or rights of DC or third-parties in connection with your access to or use 
of DC Software; (iv) obtain DC Software in any manner other than through DC's authorized 
distribution methods; or (v) exploit DC Software in any manner other than to use it with your 
computer according to the accompanying documentation and with authorized software or 
hardware.     
 
These restrictions will be construed to apply to the greatest extent permitted by the law in your 
jurisdiction. 
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D. Commercial Use 
Use of, or as result of using this software, the animation(s), picture(s) or other art provided in the 
software, cannot be used, displayed or distributed in any form for commercial purpose(s), unless End-
User or subsequent user is given express written permission from Digital Combustion, Inc.  If you feel 
your use of the DC Software would fall under the terms of this section, please contact Digital 
Combustion by phone, email, or written letter to discuss issuance of written permission. Contact 
Digital Combustion early in your process. We have many individuals,  institutions or organizations 
that use our software for commercial purposes. Please contact us for further information or support 
in these matters. 
 
3. Transfer  
You may not rent, lease, lend, sell for profit, redistribute or sublicense the DC Software. You may, 
however, make a one-time permanent transfer of all of your license rights to the DC Software to 
another party, provided that: (a) the transfer must include all of the DC Software, including all its 
component parts, original media, printed materials and this License; (b) you do not retain any copies 
of the DC Software, full or partial, including copies stored on a computer or other storage device; and 
(c) the party receiving the DC Software reads and agrees to accept the terms and conditions of this 
License. All components of the DC Software are provided as part of a bundle and may not be 
separated from the bundle and distributed as standalone applications. 
 
Updates: From time to time, DC, may, at its sole discretion, advise the End-User of updates, upgrades, 
enhancements, or improvements to the Software (collectively, “Updates”), and may license the End-
User to use such Updates upon payment of prices as may be established by DC from time to time.  All 
such Updates to the software provided to the End-User shall also be governed by the terms of this 
License. 
 
STAND-ALONE UPGRADES: IF A DC SOFTWARE UPDATE OR UPGRADE REQUIRES A FULL 
INSTALLATION, ALSO REFERRED TO AS A “STAND-ALONE UPGRADE,” YOU MAY NOT USE BOTH 
VERSIONS OF THE DC SOFTWARE AT THE SAME TIME NOR MAY YOU TRANSFER THEM 
SEPARATELY.  WHEN UPGRADING TO A NEW, FULL VERSION, YOUR LICENSE FOR THE OLDER VERSION 
IS TERMINATED AND MAY NO LONGER BE USED, NOR WILL IT BE SUPPORTED BY DC.  UPON 
TERMINATION OF THE PRIOR LICENSE, YOU SHALL CEASE ALL USE OF THE DC SOFTWARE AND 
DESTROY ALL COPIES, FULL OR PARTIAL, OF THE DC SOFTWARE.  BY MEANS OF EXAMPLE, IF YOU 
UPGRADE YOUR CURRENT FIRE STUDIO 5 LICENSE TO FIRE STUDIO 6, YOU MAY NO LONGER USE FIRE 
STUDIO 5.   
 
NFR (Not for Resale) Copies: Notwithstanding other sections of this License, DC Software labeled or 
otherwise provided to you on a promotional basis may only be used for demonstration, testing and 
evaluation purposes and may not be resold or transferred. 
 
Academic Copies: If the DC Software package has an academic label or if you acquired the DC 
Software at an academic discount, you must be an Eligible Educational End User to use the DC 
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Software. "Eligible Educational End User" means students, faculty, staff and administration attending 
and/or working at an educational institutional facility (i.e., college campus, public or private K-12 
schools).  DC Software labeled or otherwise provided to you as an academic License may not be 
resold for profit or transferred, except to an individual for personal, non-commercial use, or to a 
volunteer department, for use at volunteer department’s facility.  Under no circumstance must the 
resale price, if any, exceed the original purchase cost. 
 
Promotional Licenses: If your License of the DC Software was acquired at a promotional discounted 
rate, the License may not be resold for profit or transferred, except to an individual for personal, non-
commercial use, or to an educational institutional facility.  Under no circumstance must the resale 
price, if any, exceed the original purchase cost.  
 
Personal Licenses:  If your DC Software is acquired at a personal discount, you may only install and 
activate the License on a computer owned personally by you and not by the agency whom you work 
for, commercial, government, volunteer, or otherwise.  DC Software labeled or otherwise provided to 
you as a personal License may not be resold for profit or transferred, except to an individual for 
personal, non-commercial use, to a volunteer department, or to an educational institutional 
facility.  Under no circumstance must the resale price, if any, exceed the original purchase cost. 
 
4. Consent to Use of Data 
You agree that DC and its third-party license-activation partners may collect and use technical and 
related information, including but not limited to technical information about your computer, system 
and application software, and peripherals, that is gathered periodically to facilitate the provision of 
software updates, product support and other services to you (if any) related to the DC Software, and 
to verify compliance with the terms of this License.  DC may use this information, as long as it is in a 
form that does not personally identify you, to improve our products or to provide services or 
technologies to you. 
 
5. Internet Features 
Using DC Software features that require access to an Internet connection ("Internet Features") may 
require you to obtain wired or wireless Internet service from a third-party internet service provider 
("Internet Service Provider"). Internet access may NOT be available at your location, be free of charge 
or free from interruption or disconnections. If you wish to obtain Internet Service Provider services 
for your computer system, you must enter into the necessary Internet Service Provider agreements 
for those services. You are responsible for all fees incurred in connection with access to or use of the 
Internet.  Certain Internet Features may operate depending upon Internet connection factors not 
under DC's control. Browsing websites, playing programs or downloading programs or data may 
result in viruses, loss or corruption of data or other problems, and you assume all responsibilities and 
consequences resulting from engaging in these activities through your computer system. 
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6. Termination  
This License is effective until terminated. Your rights under this License will terminate automatically 
without notice from DC if you fail to comply with any term(s) of this License. Upon the termination of 
this License, you shall cease all use of the DC Software and destroy all copies, full or partial, of the DC 
Software. 
 
7. Limited Warranty on Media  
DC warrants the media on which the DC Software is recorded and delivered by DC to be free from 
defects in materials and workmanship under normal use for a period of sixty (60) days from the date 
of original purchase. Your exclusive remedy under this Section shall be, at DC’s option, a refund of the 
purchase price of the media containing the DC Software or replacement of the media, either of which 
requires returning defective media to DC or a DC authorized representative with a copy of the 
receipt. THIS LIMITED WARRANTY AND ANY IMPLIED WARRANTIES ON THE MEDIA INCLUDING, BUT 
NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY, OF SATISFACTORY QUALITY, AND 
OF FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION TO SIXTY (60) DAYS FROM THE 
DATE OF ORIGINAL RETAIL PURCHASE. SOME JURISDICTIONS DO NOT ALLOW LIMITATIONS ON HOW 
LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOU. THE 
LIMITED WARRANTY SET FORTH HEREIN IS THE ONLY WARRANTY MADE TO YOU AND IS PROVIDED IN 
LIEU OF ANY OTHER WARRANTIES (IF ANY) CREATED BY ANY DOCUMENTATION OR PACKAGING. THIS 
LIMITED WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY ALSO HAVE OTHER RIGHTS 
WHICH VARY BY JURISDICTION. 
 
8. Disclaimer of Warranties 
YOU EXPRESSLY ACKNOWLEDGE AND AGREE THAT, TO THE EXTENT PERMITTED BY APPLICABLE LAW, 
USE OF THE DC SOFTWARE IS AT YOUR SOLE RISK AND THAT THE ENTIRE RISK AS TO SATISFACTORY 
QUALITY, PERFORMANCE, ACCURACY AND EFFORT IS WITH YOU. EXCEPT FOR THE LIMITED 
WARRANTY ON MEDIA SET FORTH ABOVE AND TO THE MAXIMUM EXTENT PERMITTED BY 
APPLICABLE LAW, THE DC SOFTWARE IS PROVIDED “AS IS”, WITH ALL FAULTS AND WITHOUT 
WARRANTY OF ANY KIND, AND DC AND DC'S LICENSORS (COLLECTIVELY REFERRED TO AS “DC” FOR 
THE PURPOSES OF SECTIONS 7 and 8) HEREBY DISCLAIM ALL WARRANTIES AND CONDITIONS WITH 
RESPECT TO THE DC SOFTWARE, EITHER EXPRESS, IMPLIED OR STATUTORY, INCLUDING, BUT NOT 
LIMITED TO, THE IMPLIED WARRANTIES AND/OR CONDITIONS OF MERCHANTABILITY, OF 
SATISFACTORY QUALITY, OF FITNESS FOR A PARTICULAR PURPOSE, OF ACCURACY, OF QUIET 
ENJOYMENT, AND NON-INFRINGEMENT OF THIRD PARTY RIGHTS. DC DOES NOT WARRANT AGAINST 
INTERFERENCE WITH YOUR ENJOYMENT OF THE DC SOFTWARE, THAT THE FUNCTIONS CONTAINED 
IN THE DC SOFTWARE WILL MEET YOUR REQUIREMENTS, THAT THE OPERATION OF THE DC 
SOFTWARE WILL BE UNINTERRUPTED OR ERROR-FREE, OR THAT DEFECTS IN THE DC SOFTWARE WILL 
BE CORRECTED. YOU FURTHER ACKNOWLEDGE THAT THE DC SOFTWARE IS NOT INTENDED OR 
SUITABLE FOR USE IN SITUATIONS OR ENVIRONMENTS WHERE THE FAILURE OF, OR ERRORS OR 
INACCURACIES IN THE CONTENT, DATA OR INFORMATION PROVIDED BY THE DC SOFTWARE COULD 
LEAD TO DEATH, PERSONAL INJURY, OR SEVERE PHYSICAL OR ENVIRONMENTAL DAMAGE, 
INCLUDING WITHOUT LIMITATION THE OPERATION OF NUCLEAR FACILITIES, AIRCRAFT NAVIGATION 
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OR COMMUNICATION SYSTEMS, AIR TRAFFIC CONTROL, LIFE SUPPORT OR WEAPONS SYSTEMS. NO 
ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY DC OR A DC AUTHORIZED REPRESENTATIVE 
SHALL CREATE A WARRANTY. SHOULD THE DC SOFTWARE PROVE DEFECTIVE, YOU ASSUME THE 
ENTIRE COST OF ALL NECESSARY SERVICING, REPAIR OR CORRECTION. SOME JURISDICTIONS DO NOT 
ALLOW THE EXCLUSION OF IMPLIED WARRANTIES OR LIMITATIONS ON APPLICABLE STATUTORY 
RIGHTS OF A CONSUMER, SO THE ABOVE EXCLUSION AND LIMITATIONS MAY NOT APPLY TO YOU. 
 
9. Limitation of Liability 
TO THE EXTENT NOT PROHIBITED BY APPLICABLE LAW, IN NO EVENT SHALL DC BE LIABLE FOR 
PERSONAL INJURY, OR ANY INCIDENTAL, SPECIAL, INDIRECT OR CONSEQUENTIAL DAMAGES 
WHATSOEVER, INCLUDING, WITHOUT LIMITATION, DAMAGES FOR LOSS OF PROFITS, LOSS OF DATA, 
BUSINESS INTERRUPTION OR ANY OTHER COMMERCIAL DAMAGES OR LOSSES, ARISING OUT OF OR 
RELATED TO YOUR USE OR INABILITY TO USE THE DC SOFTWARE, HOWEVER CAUSED, REGARDLESS 
OF THE THEORY OF LIABILITY (CONTRACT, TORT OR OTHERWISE) AND EVEN IF DC HAS BEEN ADVISED 
OF THE POSSIBILITY OF SUCH DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OF 
LIABILITY FOR PERSONAL INJURY, OR OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THIS 
LIMITATION MAY NOT APPLY TO YOU. In no event shall DC's total liability to you for all damages 
(other than as may be required by applicable law in cases involving personal injury) exceed the 
amount of the purchased License. The foregoing limitations will apply even if the above stated 
remedy fails of its essential purpose. 
 
10. Export Control  
You may not use or otherwise export or re-export the DC Software except as authorized by the law of 
the country wherein you have purchased or received the DC Software.  In particular, but without 
limitation, the DC Software may not be exported or re-exported (a) into any U.S. embargoed 
countries or (b) to anyone on the U.S. Treasury Department's list of Specially Designated Nationals or 
the U.S. Department of Commerce Denied Person’s List or Entity List. By using the DC Software, you 
represent and warrant that you are not located in any such country or on any such list.  You also 
agree that you will not use these products for any purposes prohibited by United States law, 
including, without limitation, the development, design, manufacture or production of missiles, 
nuclear, chemical or biological weapons; regardless of whether you reside within the United States or 
not. 
 
11. Government End Users  
The DC Software and related documentation are "Commercial Items", as that term is defined at 48 
C.F.R. §2.101, consisting of "Commercial Computer Software" and "Commercial Computer Software 
Documentation", as such terms are used in 48 C.F.R. §12.212 or 48 C.F.R. §227.7202, as applicable. 
Consistent with 48 C.F.R. §12.212 or 48 C.F.R. §227.7202-1 through 227.7202-4, as applicable, the 
Commercial Computer Software and Commercial Computer Software Documentation are being 
licensed to U.S. Government end users (a) only as Commercial Items and (b) with only those rights as 
are granted to all other end users pursuant to the terms and conditions herein. Unpublished-rights 
reserved under the copyright laws of the United States. 
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12. Controlling Law and Severability  
This License will be governed by and construed in accordance with the laws of the California, and 
shall inure to the benefit of Licensor and End-User and their successors, assigns and legal 
representatives.   If any provision of this License is held by a court of competent jurisdiction to be 
invalid or unenforceable to any extent under applicable law, that provision will be enforced to the 
maximum extent permissible and the remaining provisions of this License will remain in full force and 
effect. Any notices or other communications to be sent to Licensor must be mailed first class, postage 
prepaid, to the following address: Digital Combustion, Inc., A California Corporation, 9121 Atlanta 
Ave. #705 Huntington Beach, CA 92646. PH: 800-884-8821 
 
13. Complete Agreement; Governing Language  
This License constitutes the entire agreement between you and DC relating to the DC Software and 
supersedes all prior or contemporaneous understandings regarding such subject matter. No 
amendment to or modification of this License will be binding unless in writing and signed by DC. Any 
translation of this License is done for local requirements and in the event of a dispute between the 
English and any non-English versions, the English version of this License shall govern to the extent not 
prohibited by local law in your jurisdiction. 
 
14. Third-Party Software License 
This Software is copy-protected by Third-Party Software. Installation of the computer program(s) will 
also install this Third-Party Copy Protection and will control the trial of the Fire Studio 6 software and 
activation process. Directly after installing the Fire Studio 6 program the software will operate with 
some features disabled; this is the default “trial” mode.  By default, the disabled features include the 
“Save,” “Load,” and “Export” functions. A limited time trial of a full version is possible with a special 
“full trial” license ID provided by the Digital Combustion. It will provide a limited time frame for use of 
the full version before a new ID is required for extended use on your computer.  Call or contact Digital 
Combustion, Inc. for more information to activate as “full trial” or to activate after purchase if you did 
not receive License(s) electronically at purchase time. Call 1-800-884-8821 or via email at 
support@digitalcombustion.com. 
 
15. Third Party Acknowledgements 
Portions of the DC Software utilize or include third party software and other copyrighted material. 
Acknowledgements, licensing terms and disclaimers for such material accompany such material, and 
your use of such material is governed by their respective terms. 
 
Acknowledgment 
BY INSTALLING THIS SOFTWARE, THE END-USER ACKNOWLEDGES THAT IT HAS READ THIS LICENSE, 
UNDERSTANDS IT, AND AGREES TO BE BOUND BY ITS TERMS AND CONDITIONS.  Should you have any 
questions concerning this License, contact DC by letter at 9121 Atlanta Ave. #705 Huntington Beach, 
CA. 92646 or email at sales@digitalcombustion.com.   

mailto:sales@digitalcombustion.com
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An Introduction to the Fire Studio Suite 
 
Fire Studio is a professional software tool that allows you to create simulations for fire, hazmat, and 
other emergency situation training exercises. It is designed to give you the freedom to create 
situations you feel your organization will face and then use the simulation to prepare for it. Fire 
Departments, emergency personnel training facilities, military institutions, colleges, and other various 
government organizations from around the world currently use Fire Studio for training exercises.  
 
At the heart of Fire Studio lay its most important feature: importing custom digital photos. Anyone 
using Fire Studio has their own unique structures and hazards they may potentially be required to 
deal with. With Fire Studio, you can take pictures of these structures, import them into the software, 
create a simulated incident, and then use your simulation to train personnel. It doesn’t matter if it’s a 
residential house, oil platform, commercial jetliner, or fast food restaurant, if it can burn, smoke, leak, 
or explode, it belongs in Fire Studio. 
 
Fire Studio was created to conform to a broad spectrum of teaching formats. Many instructors find 
that projecting simulations onto a screen for the entire class to view works best for them, while 
others prefer the hands-on approach of having each student sit at their own computer. Instructors 
that want to run advanced training exercises can take control over multiple Fire Studio installations 
across a network or the Internet using our Communication Link software. 
 
No other software on the market is as user-friendly, cost-effective, and well-respected as Fire Studio.   
Increase the decision-making skills for all of your personnel involved in emergency response to help 
save lives.  Take your instruction to the level of detail and professionalism required to prepare your 
organization for what they might face.  Take them into the Fire Studio. 
 

Instructor vs Player (Desktop/Laptop) 

Simply put, the Instructor Edition allows you to create and play simulations, while the Player Edition 
only has the capability to play.  Simulations cannot be modified either temporarily or permanently 
with the Player Edition.   
 
The Instructor Edition forms the foundation of your Fire Studio training model.  In most setups, the 
Player is used to complement the Instructor by providing the ability to show simulations on multiple 
computers (1 Player license per computer required).  This setup provides the ability to train multiple 
personnel at once, most often with each looking at the incident from different perspectives.   To 
control the aforementioned views remotely across a network, you will need Digital Combustion’s 
Communication Link™ software.   
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Fire Studio Instructor Edition Key Features 

 Import your own digital photos and create realistic simulations. 

 Export and share simulations with other Fire Studio 6 or 6 users. 

 Create simulation test questions directly on the screen. 

 Use simulations created by the Blue Card Command Training program. 

 Create simulations for “reading smoke and fire” training. 

 Interactive user-event options. 

 Simulations are completely customizable by you and can be created for NIMS / ICS / IMS 
training. 

 Moving camera views to simulation an approach or movement. 

 Nearly 150 included background images, over 20 fire and 20 smoke elements, 12 explosions, 
18 haz-mat elements, and over 100 damage, placard, and other clip-art imagery you can use 
with your own backgrounds-- all customizable by size, color, speed, and many other factors. 

 Create and import your own still-image clip-art to tailor the simulation specifically to your 
department and needs.* 

 Motion video clip art such as victims 

 Built-in masking tool to create the effect of smoke and fire behind structures. 

 Take still-shots of your scene to print or add to presentations (PowerPointTM) 

 Import AVI (PC) or MOV (Mac) videos to use as backgrounds to your simulation and then add 
Digital Combustion fire and smoke! 

 Import your own narrative or sound effects as a WAV file. 

 Add objective or protocol lists to your simulation to view alongside your scene. 

 Export to PDF. 
 
 * 3rd Party Software required to create and modify content prior to import. 

 

Fire Studio Player Edition Key Features 

 Import your custom-made simulations for playback with animated fire and smoke, just as they 
were designed. 

 Simulations cannot be modified, created, or deleted.  Safe in user hands. 

 Retain all interactive functionality included in a simulation such as clickable icons or key-
triggered events. 

 Retain all Fire Studio native navigation commands such as advancing by the arrow key, the 
jump key combo, or the onscreen buttons.  Advance slides by time or by choice. 

 Functions with CommLink software to allow for robust training setups. 

 Take still-shots (screen captures) of your scene to print, add to presentations, or use in 
educational workbooks. 

 Export to PDF. 

 A lower-cost alternative when you need to present simulations on a system that you will not 
be designing on. 
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Communication Link 6 *Coming Soon* 

Digital Combustion’s Communication Link (CommLink) software brings all Fire Studio participants 
together onto one control interface where the training instructor may easily keep track of what each 
person is looking at, organize them into controllable groups, and facilitate remote simulation training 
exercises with the click of a mouse. 
 

Communication Link Key Features 

 

 Take managerial control of any number of Fire Studio 6 systems across a local network. 

 Instructors using CommLink can view the same screen their participants are viewing, 
fully animated.  View up to 6 on one screen. 

 Assign participants into ICS positions and tackle an incident from different angles, at 
the same time. 

 Remotely control what users look at on their own computer screen, progressing 
incidents seamlessly while changing the scenario according to performance and 
feedback.  

 Trigger key events on remote systems to evolve the scenario. 

 Control participants individually or as groups. 

 Send simulations to participants through the CommLink interface. 

 Text capability 
 
 

New in Fire Studio 6 

 
 New High Resolution Interface 

◦ Interface looks much better on high resolution displays.  
 Numerous Interface Design Improvements  

◦ Adjustable time scale on slider for better control.  

◦ Animation Slider.  

◦ Checkbox based layer editing.   

◦ Square viewer window for better previews.  
 New Event Editing Panel  

◦ New visual interface elements for simple changing of layer events.  

◦ Many settings visible on a single panel.  
 Link a layer to open an external web page in your browser.   

◦ Pull up maps, Google Street View, MSDS info, quizzes and more!  
 Fire Studio now remembers the screenshot path for your images.  
 Animated Layers  
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◦ Animate any layer to move across the screen.   

◦ Animate planes, cars, map icons, falling debris.   

◦ Increase or decrease the size of layers over time.   

◦ Animate color changes of any layer.  
 Initiated a new layer naming system for all default layers.   

◦ Names are shorter for all default layers.   

◦ Names include a prefix for each different layer type. (i.e. SM for all smoke layers.)  
 Improved speed in loading simulation files.  
 Numerous bug fixes and compatibility improvements.  

◦ Backwards compatibility to open Fire Studio 6 sims.  

◦ Fire Studio 6 sims can also be sent back to FS5 (stripping FS6 new features when played in 
FS5). 

 
 

Cross-Platform Capabilities: PC, Mac, and iPad 

 
At this time, network functionality between the Windows and Mac version of Fire Studio 6 remain 
exclusive.  The PC/Windows version of Fire Studio 6 will connect only with Communication Link 6 for 
Windows, and the Mac version of Fire Studio 6 (including the iPad Player app) will connect only with 
Communication Link 6 for the Mac. 
 
Simulations, however, are compatible between the various platforms: you can create a simulation on 
Fire Studio 6 for Windows and move it to Fire Studio 6 for the Mac, and vice versa.  Refer to the later 
section on exporting your simulation for details.  
 
 

System Design Example #1: Basic Single Display 

 
When you only need to show a single display to one or more people—typically with a big screen TV or 
projector-- you can use the Fire Studio Instructor Edition for all of your needs. 
 
In this example we’ll assume the department has only a single license of Fire Studio 6 Instructor 
Edition. 
 

How Many Views? 

 
Only one.  Simulations will be played back on a laptop or desktop connected to a big screen TV or 
projector.  Some departments also use a Smart Board, but Fire Studio has not been officially tested on 
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this environment.  You can operate your simulation in four window view mode to show 4 scenes at 
once, but all will be displayed on the same monitor. 
 

How Many Computers? 

 
You will be using only 1 at a time with a single license.  Simulations can be made on one computer, 
exported, and then transported to another computer across a network, CD, or USB stick. 
 

Typical Uses for a Single Display Setup 

 
1) Promotional Exams: The trainer will prepare a Simulation for the candidate 

ahead of time.  When the candidate’s training begins, the trainer will begin the 
Simulation, and control progression as necessary.  The same Simulation can be 
played again after to provide an identical experience to additional candidates. 

2) Initial Size-Up Practice: The trainer will prepare one or more Simulations ahead 
of time consisting of single views to represent first on-scene scenarios.  Under 
the guidance of the instructor, students can practice initial size-ups. 

3) Education: The trainer will prepare one or more Simulations ahead of time 
consisting of one or more Slides.  Simulations may be theoretical incidents that 
might occur, or a reconstruction of an incident that occurred in the past.  The 
instructor can use these Simulations as teaching tools during the class. 

 

System Design Example #2: Small CTC Setup Using CommLink 

 
Whether you're using CommLink in a single room, across multiple rooms, or across multiple stations, 
you'll need to first understand how the various components will come together. 
 
Let's use as a basic example an Entry Level System consisting of x1 Fire Studio Instructor Edition, x4 
Fire Studio Player Editions, and x1 Communication Link. 
 

How Many Views? 

 
At most, you can show 5 views with this setup, using all 4 Players and then the Instructor as the 5th 
view. The Instructor Edition will be used to create simulations between training sessions so it's your 
decision whether you will also use it as a viewer during training. 
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How Many Computers? 

 
With 5 views, 5 computers will be necessary-- one for each view-- and then an additional computer to 
run CommLink. In total, this setup will require 6 computers. If you decided not to use the Instructor 
Edition as an additional view, you would have a total of 4 views and then Communication Link, 
requiring only 5 computers. 
 
You might designate the computers something like the following: 
 
Computer Alpha  
Player Edition installed. Plan to show Side A of the structure. 
 
Computer Bravo  
Player Edition installed. Plan to show Side B of the structure. 
 
Computer Charlie  
Player Edition installed. Plan to show Side C of the structure. 
 
Computer Delta  
Player Edition installed. Plan to show Side D of the structure. 
 
Computer IC  
Instructor Edition installed. Plan to show Incident Commander's perspective. Optional. 
 
Computer Trainer  
Communication Link installed. Used by the Training Officer to control all of the systems above. 
 

Different Views or the Same? 

 
Each view (computer), running either the Player or Instructor Edition, will require its own Simulation 
file to display the scene. Most often, this will consist of a specific perspective of the training location 
at large. The example above is perhaps the most common, but it's really at your discretion what you 
want to show. So all together among your 4 or 5 different views, each could potentially be seeing a 
completely different perspective of the structure or some / all could be looking at the same 
perspective as well. 
 

How to Prepare? 

 
You will create the various perspectives as separate simulation files using the Fire Studio 6 Instructor 
Edition, and then load those files onto their corresponding computers prior to the exercise.   
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Using the Entry Level example above, the trainer would need to create 4 or 5 separate simulations 
using the corresponding structure imagery and then load the exported simulation files on to the 
appropriate computers. Residential Fire Side A would go onto Computer Alpha, Residential Fire Side B 
would go onto Computer Bravo, and so on. 
 
Finally, it is highly recommended that the Training Officer create an outline or flow chart of the 
simulation to assist him during the training.  
 

What Does Each Software Do? 

 
Here is a quick recap of what each of the three different software components provides: 
 
Communication Link (CommLink) 
Allows control over multiple simulations across a network.  Grants the operator the ability to change 
slides, windows, trigger events, and monitor live what each connected participant is viewing.  Install 
CommLink on the one computer your operator will use during training. 
 
Fire Studio Instructor Edition 
Design and play Simulations. Your training officer will use this software to create simulations. It can 
also be used as a viewer.  
 
Fire Studio Player Edition 
A viewer-only version of Fire Studio. You will install this on each viewer computer and use it to play 
back simulations for your participants. Simulations cannot be modified in a Player Edition. 
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System Requirements 

 Minimum Requirements Recommended Not Supported 

Operating System 
MS Windows 7/8/10 (64 
bit only) 
Mac OS X 10.8 
Mountain Lion or newer 

MS Windows 7 Pro / 
Windows 8.1 / Windows 
10 Pro (64 bit only) 
Mac OS: El Capitan or 
newer 

MS Windows (32bit) 
All Other 

CPU Intel Core i5 Intel Core i7 Intel i3 or older  

System RAM 1 GB 4 GB+ - 

Hard Disk Drive (HDD) 4 GB+ free space, 5400 
RPM 

7200 RPM or faster, or 
SSD 

Network Hard Drives 

Video Card / Graphics 
Chipset 

Mac: Intel Iris Graphics 
5100 or better 
PC: Intel HD Graphics 
5000 or better  

NVIDIA GeForce with 2 
GB+ video RAM 

NVIDIA Quadro/NVS, 
AMD FirePro/FireGL, 
Intel GMA Series, Intel 
HD Graphics older than 
5000 series 

USB Port - USB 2.0 Port - 

Network Card 
- 

10 Mbit/s or faster 
Ethernet or Wi-Fi 

- 

Sound Card / Sound 
Chipset 

Required for sound 
playback 

- - 

Screen Resolution 1024 x 768 1920 x 1080 - 

Keyboard Required for text entry - Onscreen Keyboard 

Mouse / Touch-Pad Optional Mouse Touchscreen 
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Additional Considerations 

 

 Microphone and sound card with MIC-IN for recording voice or sound effects 

 Digital camera for taking photos and importing them into Fire Studio 

 Digital video camera for recording video to import into Fire Studio 

 Network Interface Card (LAN card) for network connection with Communication Link or 
network sharing resources 

 Video card with TV-capture capability for capturing video from a DVD player, VCR, or television 

 Photo/Image editing software (Adobe Photoshop©, Paint.Net©, etc.) for making advanced 
modifications to digital photos or creating clipart 

 Speakers for connection to sound card 

 USB flash drive or external HDD to transport Exported Simulations to other computers 
 
 

System Performance 

 
Your computer’s hardware and software has a major impact on the performance you can expect from 
Fire Studio. For most simulations, when the above requirements are met, Fire Studio will perform at 
desired levels.  However, if you are attempting to run the software on a system that does not meet 
the above requirements, or you are designing incredibly large simulations, you may face some 
performance slowdown. 
 
Fire Studio will push the capabilities of your computer as you design more intense simulations using 
larger amounts of media. Pay special attention to the performance of Fire Studio as you design your 
simulation and keep in the mind the capabilities of the system you intend to playback the simulation 
on. If the computer you are designing your simulation on is much more powerful than the other, you 
should periodically test the simulation on the other system to be sure it won’t become overburdened. 
Always test out your simulations on the playback system before you present them.  
 

Guidelines for Better Simulation Playback Results 

 

 Design Simulations with the hardware level of the playback computer in mind.  Test your 
Simulation on the playback system to ensure it can handle what you've made.  

 Close any unnecessary applications running in the background.   

 Load simulations and view them just prior to use.  This will load the Simulation into memory. 

 Keep custom photos to a reasonable size by resizing them to the desktop resolution of your 
computer or smaller.  As a rule of thumb, aim for no larger than 1920 X 1200.  Smaller = more 
memory available.   
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 If a slide appears choppy or takes too long to load, try removing layers that are either unseen 
or unnecessary.  Also double check your background photo size (see the above bullet point).  
Finally, watch your hard drive light to see if it’s processing.  If there is a lot of hard drive 
activity, you may have an automated maintenance cycle in process. 

 Be sure your playback computer meets the hardware requirements of Fire Studio. Both the 
Instructor and the Player edition require the same hardware.   

 
 

Video Capture 
Exporting to video directly from Fire Studio always posed significant challenges for both us as the 
designers and you as the users of Fire Studio.  Ultimately, we decided to focus our efforts on the other 
aspects of Fire Studio and to leave video capture to one of the many dedicated programs available on 
the market.  A few of the most well-known examples are Camtasia,TM Fraps,TM and CamStudio.  Mac 
users have Apple’s Quicktime PlayerTM software with built-in video capture.  Some of the 
aforementioned options offer free versions while some are paid products.  All users who wish to 
capture simulations to video should review available options through the Internet to decide which 
suits their needs best.  Although videos can be played on just about any system, bear in mind that 
keyboard shortcuts and navigation icons will not work in a video file. 
 
For MS Windows users, we are including CamStudio with the Fire Studio software installation 
package.  CamStudio is free software also available for download at camstudio.org and along with the 
optional Lossless Codec, one we’ve tested with success.  However, we still encourage you to explore 
other options to find a screen capture application you enjoy.   
 
A generous CamStudio user has put together a video detailing the process of installing and using 
CamStudio.  We encourage you to watch this video if you’re new to the software. 
 
http://camstudio.org/forum/discussion/1214/camstudio-2-7-end-to-end-tutorial-and-review-videos 
 
For Mac users, Quicktime Player is an excellent option that is already built into your OS.  Here is a link 
to instructions on how to record video: 
 
https://support.apple.com/kb/PH5882?locale=en_US&viewlocale=en_US 
 
 
 
 
 
 
 

http://camstudio.org/
http://camstudio.org/forum/discussion/1214/camstudio-2-7-end-to-end-tutorial-and-review-videos
https://support.apple.com/kb/PH5882?locale=en_US&viewlocale=en_US
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Keyboard Shortcuts 
What you want to do Key Author Present 

Change between Four Window view and Single Window view S X X 

Open/Close the Network Panel N X X 

Show/Hide the Fire Studio Interface I X X 

Change to Present Mode P X  

Change to Author Mode A  X 

Show Fire Studio in a Window or in Full Screen F X X 

Show/Hide selection rectangles Space X  

Pause the Slide (when Interface not shown) Space  X 

Move to next Slide Right Arrow X X 

Move to previous Slide Left Arrow X X 

Move to next item in a selected scroll-down menu Down Arrow X  

Move to previous item in a selected scroll-down menu Up Arrow X  

Show/Hide the Mini Panel (when Interface not shown) Tab  X 

Show/Hide window information overlay F2 X X 

Change window information overlay between black & white F3 X X 

Change Language Settings F5 X X 

Jump to Slide. Use: [J] then [Slide #] then [Enter] J  X 

Select one of the four Windows in the current Slide 1 to 4 X X 

Hide/Unhide Windows 1-4 in the current Slide Shift 1 - 4 X X 

Event Key (Numeric Keypad) Num 0 to 9  X 

Event Key (Typewriter Keys) Ctrl 0 - 9  X 

Screenshot to Memory (Desktop), MS Windows PrtScn X X 

Screenshot to Memory (Active Window), MS Windows Alt + PrtScn X X 

Screenshot to File (Desktop), MS Windows 8.1 or newer  + PrtScn X X 

Screenshot to File (Desktop), Apple OS  + Shift + 3 X X 

Screenshot to File (Part of Screen), Apple OS  + Shift + 4 X X 

Screenshot to File (Selected Window), Apple OS  + Shift + 4 
then Space Bar 

X X 
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Installation Guide 

 

Upgrading from an Earlier Version of Fire Studio 

 
If you currently have a prior version of Fire Studio installed on your computer, please uninstall it 
before installing Fire Studio 6.  Even if you have purchased an upgrade, the new software you receive 
does not “build-upon” your earlier version.  Your upgraded license replaces your old one.   
 
 

Trial Period 

 
Fire Studio 6 has a 30-day trial period (also referred to as demo mode) built into the software.  During 
the trial period, the software functions normally with all of the same features and capabilities as a 
“full” or “activated” installation.  Entering a License Number is not required when running the 
software in demo mode.   
 
As a matter of common practice, we always recommend that users, or IT professionals performing the 
installation, run the software once or twice prior to activation, ensuring it operates properly.  It is 
entirely possible for the installation and activation to work flawlessly, but then to encounter issues 
with Fire Studio during launch or operation of the software due to any number of reasons.  Resolving 
any technical issues prior to activation helps avoid any possible (accidental) loss of total activations 
with your license. 
 
 
 

Administrator Privileges (Windows Users Only) 

 
Fire Studio 6 must be installed and run once using an account with full administrator privileges.  Upon 
running the software for the first time, right-click on the Fire Studio 6 icon and choose Run as 
Administrator.  This allows several files and/or registry entries to be created during the installation 
process.     
 
Once Fire Studio 6 has been installed and run once, it can be used by non-administrator accounts.  
However, additional permissions may be required depending on the level of security on the system 
and the version of Windows you are using. 
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In order to run properly, users of Fire Studio 6 should have FULL PERMISSIONS (read, write, modify, 
delete, etc.) to the “Fire Studio 6” folder and all of its sub-folders.  The default location for this folder 
is C:\Program Files\DigitalCombustion.  
 
By default, a FireStudio6 folder will be created in the Documents library in Windows to help eliminate 
many of the security restriction problems that sometimes arise.  In some cases, if the Documents or 
Public Folders have been restricted or deleted, the software will instead place certain custom files in 
the application install folder outlined above. 
 
 

Windows Home Edition Users 

 
Windows Home Edition offers the least amount of flexibility in creating user accounts and in the most 
extreme cases only Administrator accounts will have write access outside of the My Documents 
folders.  Users with Home Edition will be required to use Administrator accounts if they cannot set 
write permissions to the Fire Studio 6 folder.   
  
 

Remote Desktop Installations *Not Supported* 

 
Fire Studio 6 is not designed to be remotely installed and Digital Combustion, Inc. cannot provide 
technical support nor guarantee the software will work correctly if an installation or activation is 
attempted in such a way.  Please install Fire Studio 6 locally at the machine that will be running the 
software.   
 
 

Installing on a Server *Not Supported* 

 
Fire Studio 6 is not designed to be installed and run remotely from a server.  In other words, it must 
be installed and used by someone physically located at the device.  Digital Combustion, Inc. cannot 
provide technical support nor guarantee the software will work correctly if the end-user attempts to 
use the software from a remote terminal or similar configuration.  Furthermore, it is a violation of the 
EULA should more than one person be running the software remotely in excess of the number of 
purchased licenses.   
 
Example of a Server Setup: Installing software onto a shared server or cloud server, which end-users 
log into from their remote stations. 
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Note that the above references running the software directly from a server and not merely loading 
simulation files from a shared drive.  You should be able to accomplish the latter, but multiple Fire 
Studio installations will be unable to use the same file at once.  Therefore, to accomplish this, you (or 
your IT dept.) should setup multiple folders on the shared drive, each with their own copy of the 
simulation file.  Third-party software can be installed to automate the copy process 
 

Installing Fire Studio 6 (Windows) 

 

Step 1: Finding the Files 

 
Insert your Fire Studio 6 USB into an available USB port or navigate to the folder where you extracted 
the files from the downloaded ZIP file.  You should have the following files: 
 

 
 Documentation:  Contains manuals, the EULA, and any other supplemental documents. 

Resource:  Contains any 3rd party auxiliary drivers or install packages you might 
need. 

Update:  This folder will contain important updates to Fire Studio 6, if available, 
when you receive the software.  Refer to included documentation for 
installation instructions. 

Video Capture:  Contains the CamStudio screen-capture software and the optional 
CamStudio Lossless codec.   

 
 

Step 2: Launching setup.exe 

 
Begin installation by double-clicking on setup.exe and follow the instructions presented on the screen.  
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Click Next. 

 
We recommend keeping the default installation path.  Click Next.   
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Click Next. 
 

 
You will likely be presented with a UAC warning.  Click Yes. 
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Installation will proceed normally.  Depending on the speed of your PC and whether you’re installing 
from USB or file on the hard drive. 
 

 
Once Fire Studio has completed installation, click Close.   
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Step 3: Running Fire Studio  

 
Once installation is complete, you can run the program by double-clicking on the Fire Studio 6 icon on 
your desktop or through the Windows Start Menu: (All) Programs → FireStudio6 → FireStudio6. 
 

 
Win8.0 Users: You may want to pin the shortcut to your Start Menu to run it directly from the Metro 
interface. 
 
 

Step 4: Trial (No) or Activate (Yes)   

 
If you’ve just installed Fire Studio or are still running the software as a demo, upon launch you will be 
presented with a pop-up box.   

 
 
Click No to run as a demo or Yes to launch the License Manager.  If you’ve purchased a license or 
currently hold a license for Fire Studio 6, you can click Yes to enter in your credentials (found on your 
invoice or receipt).   
 
Details regarding activation of Fire Studio can be found in the section after Installing Fire Studio 
(Mac). 
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Installing Fire Studio (Mac) 

 
 

Step 1: Extract the Zip File 

 
If you downloaded Fire Studio 6 from the Digital Combustion website or were sent a link to download 
it, the file you receive will be a .ZIP file.  Essentially, this is a package that contains one or more files, 
all bundled (and compressed) into a single file for easier delivery.  If you’re installing from a USB stick, 
you can skip this step and move onto Step 2.  
 
For most users, the downloaded Zip file can be found on the desktop, however, depending on your 
own personal settings, you may have downloaded the file to another folder.  You’ll need to use Finder 
to locate it in this case.  

 
On the Mac, extracting the Zip file is very easy.  Simply double-left-click on the Zip file and the 
contents will automatically be extracted.   
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The extracted contents will be placed into a folder with the same name as the Zip file. 
 

 

Step 2: Locating FireStudio6.pkg 

 

If You Are Installing from a USB Drive…  

 
Navigate to your USB drive which contains the Fire Studio USB stick.   
 

 
Double-click on Mac Installation Files. 
 

 
The FireStudio6.pkg file is located here. 
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If You Are Installing from a Downloaded Zip File…  

 
Navigate to the folder you extracted the Fire Studio Zip file to.  If Zip file was located on your desktop, 
the folder should be on your desktop as well. 

 
Double-click on the folder (not the Zip file) to open it.  The contents should look like the following 
screenshot: 
 

 
The FireStudio6.pkg file is located here. 
 
 

Step 3: Begin Installation 

 
Begin installation by double-clicking on FireStudio6.pkg and follow the instructions presented on the 
screen.  You will use the same file to setup both Fire Studio Instructor and Player editions. 
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Click Continue. 
 

 
 
Please be sure to read the license agreement as proceeding with the installation constitutes your 
agreement to be bound by it.  Click Continue when ready. 
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Click on Agree to accept the terms of the license and continue installation.  If you click Disagree, 
installation will cease. 
 

 
The next screen shows how much space the software requires and allows you to change the install 
location if necessary.  We recommend leaving the default settings.  Click on Install to begin. 
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If Mac security pops up a window asking for your password, you’ll need to enter that to continue.  
This would be your Mac user password, not the Fire Studio Activation Password. 
 

 
Installation of the software should proceed automatically and quickly. 
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Once completed, you can click on the Close button to close the window. 
 
 

Step 4: Run Fire Studio from Applications or Create a Shortcut 

 
Once installation is complete, you can run the program by selecting it in your Applications drop-down 
menu or from Applications in Finder, if you still have it open.  You can also create a shortcut on your 
desktop from the Applications file or add it to your Launch Pad by clicking and dragging the Fire 
Studio 6 icon to your desktop or Launch Pad, respectively. 
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Step 5: Trial (No) or Activate (Yes)   

 
If you’ve just installed Fire Studio or are still running the software as a demo, upon launch you will be 
presented with a pop-up box.   
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Click No to run as a demo or Yes to launch the License Manager.  If you’ve purchased a license or 
currently hold a license for Fire Studio 6, you can click Yes to enter in your credentials (found on your 
invoice or receipt).   
 
Details regarding activation of Fire Studio can be found in the next section. 
 
 

Activating Fire Studio 

 

Activation 

 

 Your License ID and Activation Password will be required for activation.  You can find this 
information on your invoice or receipt, as well as through the new Customer License Portal. 
These credentials will be provided by Digital Combustion, Inc. when your order has been 
processed (after purchasing) or if you have been authorized for the Full Demo.  Please keep 
this information securely in your records to protect against unauthorized use and also for 
future activation or deactivation purposes.   

 An Internet connection is required for activation.  However, this connection can be on a 
separate computer.  Read more in the sections below.    

 Purchasing a license for a Fire Studio product allows 1 activation per license.  If you follow the 
instructions in this manual correctly, you can move your active license an unlimited number of 
times.  Additional, non-concurrent activations may be provided by Digital Combustion on a 
case-by-case basis.  Please contact Digital Combustion for further information. 

 Initial installation always begins as an Instructor Edition trial or an Instructor/Commlink dual 
trial.  When you activate, the software will configure itself according to the entered code.  
Player codes will set the software to a Player Edition, an Instructor code to an Instructor 
Edition, and a Commlink code to Commlink software.  

 In nearly all cases, you should never activate on top of an already activated license.  If you’ve 
made a mistake and used the wrong credentials, deactivate the license first, then use your 
new information to activate again. 

 

Launch the License Manager (Windows) 

When you are ready to activate (or deactivate) the software, you must proceed into the License 
Manager.  If your trial period has expired, you will automatically be brought to this menu and not 
allowed to proceed without activating.   
 
 

Win 7: Windows Start Menu → (All) Programs → FireStudio6 → License Manager 
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Win 8: (From the Metro interface) All Apps -> FireStudio6 -> License Manager 

 
Win 10: Windows Start Button -> All Apps -> FireStudio6 -> License Manager 

 

 
 
Or open Windows Explorer and navigate to the file directly.  Double-click on the License Manager 
application. 
 

 
 
The License Application will appear like in the following screenshot.   
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Your status may be different depending on whether you’ve been using the demo or if the software 
has already been activated. 
 

Launch the License Manager (Mac) 

 
With Fire Studio started click on the File menu option at the top of your screen and choose License.  If 
your trial has expired, you should be brought into the License Manager automatically. 
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Activate Online *Best Method* 

 
Using Activate Online provides the fastest way to activate Fire Studio.  Click on the button labeled 
Activate Online.   
 

 
 
Type in your credentials in the appropriate fields.  The Installation Name field is optional but provides 
a way to identify that particular computer when managing your licenses through the License Portal.  
We highly recommend entering a nickname or computer ID to help you differentiate this install.   
 

 
Click Activate to initiate the automatic activation process.  The License Manager will communicate 
over the Internet to the license server to validate your credentials.  
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If successful, you will receive a pop-up like in the screenshot provided.  Click Ok and you’ll be brought 
to the status screen.   
 

 
 
With the status listed as Fully Licensed, you’re ready to start using Fire Studio.  Click Exit and then start 
Fire Studio as normal. 
 
 

Activate Manually 

 
A manual activation allows you to use a website to enter in your information and retrieve a special 
code in return.  When activating in this way, your computer running Fire Studio does not need the 
internet connection.  Instead, you can use a separate device connected to the Internet to retrieve the 
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necessary information.  In some cases, where your network may block all traffic other than web 
pages, you may be able to use the same computer, even though the Activate Online method did not 
work.     
 
The option to Activate Manually will soon be available. 
 
 
 
 
 
 

Activation Failure? 

 
There are some circumstances in which your activation by either of the methods above might fail: 
 

1. Fire Studio is already activated.  

 You should be able to use the software normally. 
2. You do not have admin rights on your computer. 

 In most cases, admin rights are necessary to certify the License ID and install the 
proper files on your system.  Your IT department may need to perform the activation or 
provide you with access rights to do so. 

3. You have reached the limit on the number of activations allowed for the license number you 
are using.   

 You can deactivate another machine to free up an activation. 

 Contact Digital Combustion if you believe there should be an available activation.  You 
can also check your license status through the Customer License Portal. 

4. You've attempted to Activate Online and are prevented from connecting to the license server 
because of a firewall, proxy, or anti-virus program running. 

 Temporarily shut down your anti-virus software or firewall to perform the activation 
and try again. 
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Moving Your License 
 

Deactivating Fire Studio 6 

 
When you wish to remove Fire Studio 6 from your computer, your first step should be to deactivate 
the license so that it may be used on another computer.  All activations and deactivations are handled 
through the License Manager application. 
 

Launch the License Manager (Windows) 

 
 

Win 7: Windows Start Menu → (All) Programs → FireStudio6 → License Manager 
 

Win 8: (From the Metro interface) All Apps -> FireStudio6 -> License Manager 
 

Win 10: Windows Start Button -> All Apps -> FireStudio6 -> License Manager 
 
 

 
 
Or open Windows Explorer and navigate to the file directly.  Double-click on the License Manager 
application. 
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The License Application will appear like in the following screenshot.   
 

 
If you are not using a licensed version of the software, the button to deactivate will not be lit.   
 
 

Launch the License Manager (Mac) 

 
With Fire Studio started click on the File menu option at the top of your screen and choose License.  If 
your trial has expired or if the license has already been deactivated, you should be brought into the 
License Manager automatically. 
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Deactivate 

 
Deactivating your license requires an Internet connection and can be completed in a single step.  Click 
on the Deactivate button.   
 

 
 
This will initiate a connection over the Internet to free the activation on the license server and turn off 
the activation on this system.  You will no longer be able to run Fire Studio 6 on this computer (unless 
you activate again), but should now be able to activate the license on another computer. 
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Click OK to return to the License Manager and then Exit to shut down the application. 
 

 

Deactivation Failure? 

 
There are some circumstances in which your deactivation might fail: 
 

1. You do not have admin rights on your computer.   

 In most cases, Admin rights are necessary to make the correct adjustments to your 
registry and licensing drivers when performing most activation, de-activation, 
installation, or uninstallation functions. If applicable, you should contact your IT 
department to perform any of these procedures. 

2. You are prevented from connecting to the License Server because of a firewall, proxy, or anti-
virus program running.   

 Disable any anti-virus software and allow the License Manager application to go 
through the firewall.  You may need to contact your IT department for instructions. 

3. You are not connected to the Internet or are experiencing temporary service difficulties.   

 Reboot your computer and try again. 

 Reboot your router. 

 Try deactivation again at a later time. 
 

Uninstalling Fire Studio 6 (Windows) 

 
If you will be moving Fire Studio 6 to a new computer, you should first follow the instructions in the 
previous section Deactivating Fire Studio 6.  If, however, you are installing Fire Studio 6 onto the 
same computer you can uninstall it normally, then reinstall without the need to activate again.   
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Step 1: Windows Control Panel 

 
You can uninstall Fire Studio 6 through the Windows Control Panel.  Depending on the version of 
Windows you use, the menu option will either say Add or Remove Programs, or Uninstall a Program.  
No other special steps are required, although it should be noted that like most uninstall routines, 
user-created content will not be automatically erased.  This includes your custom backgrounds, 
simulations, clip-art, libraries, and all the folders they are located in.  These will only be erased if you 
delete them manually as you would other files on your computer. 

 

Step 2: Uninstall a Program 

 
Click on Uninstall a program then select the Fire Studio 6 application from the list of installed 
software.   
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Step 3: Uninstall 

 
Click on the Uninstall command at the top of the list to initiate the uninstall process.  Follow the 
onscreen prompts to remove the program. 

 
 

Uninstalling Fire Studio 6 (Mac) 

 
If you will be moving Fire Studio 6 to a new computer, you should first follow the instructions in the 
previous section Deactivating Fire Studio 6.  If, however, you are installing Fire Studio 6 onto the same 
computer you can uninstall it normally, then reinstall without the need to activate again.   
 
There are several methods for uninstalling software on the Mac but we will cover what is perhaps the 
easiest method. 
 

Step 1: Applications 

 
Bring up your Applications screen via the Go menu option at the top of your desktop. 
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Step 2: Locate the Fire Studio Icon 
 
On the Applications screen locate the Fire Studio 6 icon.  This is used for Fire Studio Instructor, Player, 
and also Communication Link.  Click and drag this icon into your Trash Can. 
 

 



  
Fire Studio 6 Page 56 

 

Step 3: Confirm 

 
You will be prompted to confirm the changes.  Enter your password and click OK. 
 

 

Step 4: Delete Completely? 

 
To completely delete the program you will need to empty your Trash Can as well.  This is especially 
important if you plan to install Fire Studio 6 or Communication Link back onto this computer.   
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Tutorials: Learning the Essentials Quickly 
This Tutorials section of the manual covers, step-by-step, the most common used features for 
creating a simulation.  We will cover more than the barest minimum, but not venture into the more 
advanced aspects of Fire Studio.   By reading through this section in its entirety and replicating the 
steps on your own computer, you will learn all of the skills necessary to create a usable simulation. 
  

Tutorial 1: Custom Content Folders 

 
One of the first things you should do before creating your own simulation is setting up a custom 
content folder on your computer.  Although you can place this folder wherever you like, we highly 
recommend placing the folder in Documents – FireStudio6, which gets created during installation.   

 
You can use this folder for your content, create subfolders within it, or use an entirely different folder 
in another location if you wish.  It is entirely up to you.     
 
In the example below, we’ve created two custom folders under FireStudio6: Police Station Fire and 
Screenshots.  Thinking ahead, we’re planning to put content for a new scenario into the former, and 
for the latter, we just want a general place to dump all of our simulation screenshots.  Again, you are 
encouraged to setup your folders in a way that best makes sense to you, but for this tutorial we will 
be using these folders. 
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One nice thing about creating your folder in Documents – FireStudio6 is that it keeps it separate from 
what other users see.  Some instructors have expressed concern about potential candidates seeing 
their simulations or background photos.  Each user has their own Documents Library to help keep 
content separate and folder access can be restricted in your operating system to help protect content 
even further.    
 
However, if the reverse applies to you, and should you desire to share your content with other users, 
you will want to place your folder somewhere public, possibly even on the root of the C drive to 
ensure others can access it.  Instead of using Documents, in this case, you could create your own Fire 
Studio 6 folder directly on the C drive.  You can name the folder anything you wish, but here is an 
example: 

 
Some users may want to place their content directly on the desktop or within a folder on the desktop.  
This is ok to do, but please note that moving, renaming, or deleting your content may cause your 
simulations, which use that content, to break.  This especially includes USB removable drives which 
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may not be inserted at all times.  So choose a location you're comfortable keeping your files at for a 
potentially a long period of time. 
 
We will not go over the operating system steps to creating new folders on your computer in this 
tutorial as many great tutorials already exist online for these basic skills.  Instead, let's look at some 
additional examples of how to arrange and name your custom content folders. 
 
Example 1 

 
In this example, we've created a folder called My Custom Content located 
under the FireStudio6 folder in Documents.  Within My Custom Content, 
we've also created additional sub-folders where we'll place our photos, 
saved libraries, saved custom layers, and saved simulations.  We could 
create additional sub-folders if we wanted to organize our content even 
more.  
 
 
Example 2 

 
Another way to organize would be by simulation.  In this case, we've 
created simulation sub-folders under My Simulations.  We will place our 
photos into the relevant folder ahead of time (to later add them to 
libraries) and then whenever we save libraries, simulations, or custom 
layers, we will put them in the corresponding simulation sub-folder as well.  
This is probably the most common way to organize your content and keeps 
everything for a single simulation in one folder. 
 
Ultimately the choice is yours on how and where you organize your content.  Keeping in mind your 
access restrictions and normal file use, do what makes the most sense to you. 
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Tutorial 2: Create Libraries and Import Your Own Photos 

 

The ability to use your own photos is one of the most important features of Fire Studio.  No 
simulation will be more useful than the one using pictures from your own area.   
 
Bringing your photos into Fire Studio is fortunately a relatively easy process and simple to master 
once you understand the steps.  Although initially a 3-step process, you can choose to skip Step 1 
once you've already created a library to use.    
 

Preparation 

 
Before getting started, you will first need to place your photos in a permanent or at least semi-
permanent location.  Even though you will “Load” your pictures into the software, Fire Studio will 
continue to reference the photos at the location they are placed.  Refer to Tutorial 1 for more details. 
 

Step 1: Create your Library 

 
1. Start Fire Studio so you're at the main console view.  On the left side click on the button that 

reads Library to change the interface at the bottom to the Library Panel. 
 
 
 
 
 
 
 
 
 
 
 
 

2. To the left of the Preview Box is the Library List that shows all of the libraries you currently 
have loaded. When you first use Fire Studio, only the default libraries that came with the 
software will be listed, but you will need to create a new one in order to add your own 
content. 
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3. Click on the Create button. 

 
4. A file explorer window will appear.  Navigate to the location where you'd like to create your 

new library file, type in a name for the library in the File name box, and then click Save.  In the 
example below, we’ve already setup a folder named Police Station Fire within FireStudio6 in 
Documents.  You are free to create and name folders as you like.  Note that at this stage we 
are not yet loading photos.  As the Save as type is showing Library Files, only library files will 
be shown in the folder. 
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5. You will be brought back to the Fire Studio screen.  Scroll the Library List down and you will see 
your new library at the bottom. 

 
 

6. Click on the library to highlight it and you'll notice there is no content listed to the right as we 
have yet to load any.  Let's do that now! 

 
 

Step 2: Load Backgrounds into your Library 

 
1. With your library selected, click on the Load Background button located at the far right of the 

Library Panel.  Note: If you were adding clip-art or any new fire or smoke layers, you would use 
the Load Layer button.  And for adding a sound clip, Load Sound. 

 
2. A file explorer window will appear.  Navigate to the location where you placed your photos.  In 

the example below, we've already placed our pictures in the Police Station Fire folder along 
with the library we created earlier.  When navigating there, the picture can be previewed using 
normal file explorer settings. 
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3. Select your photo and click on the Open button. 

 
4. You will be brought back to the Fire Studio console and will now see your photo listed in the 

box to the right of the Preview Box.  Selecting the photo will show you a preview of the image. 
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Step 3: Add Photos from your Library into your Simulation 

 
1. To add your photo to the current active window, simply click the Add button located just below 

the Preview Box. 
 

 
 

2. Congratulations! You've now created a new library, added your photo to it, and then placed 
that content into your simulation.  Feel free to add more photos to that library to build upon 
it.  Remember, you already have the library built, so you can go directly to loading photos into 
it. 
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Tutorial 3: Add a Background Image to Your Simulation 

 
In this tutorial we will look at the quick and easy steps to adding a background to your simulation and 
how to do so with all four windows of the slide.  We will be using custom photos which we’ve already 
added to the library created in Tutorial 2. 
 

Step 1: Begin with a New Simulation and Change to the Library Panel 

When you launch Fire Studio 6 Instructor edition, you will begin with a blank simulation.  But if 
another simulation is loaded, you can click on New Sim to start fresh.  Your screen should look like the 
image below.  This is slide 1, window 1.  We’ll get to the other windows soon. 
 

 
 
Click on the Library button on the left-side of the console to bring up the Library Panel. 
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This is where you will add most of the content in Fire Studio. Let’s add a background. 
 

Step 2: Add a Background 

Select the your customer library from the Library List on the left side, then scroll down on the Content 
List and select the picture you want to add.  A preview of the image will appear in the Preview Box.  In 
the example below, we’ve selected our custom library from the previous tutorial and then selected 
Police A Side.png from the Content List on the right.  You will see a preview of the image appear in the 
Preview Box.   
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Click on the Add button under the Preview Box to insert the image into your simulation.  The picture 
will be placed into your current active window; in this case, slide 1 window 1.   
 

 
 
Now that we have a background in window 1, let’s add backgrounds to the other 3 windows of this 
slide.  These four views will show the four sides of the structure. 
 

Step 3: Change to Four Window View Mode and Add More Backgrounds 

Press S on the keyboard to change to the Four Window View mode or click on the Four WinView 
button on the left side of the console. 
 
You will notice a green border around window 1.  This represents the currently selected or active 
window.  If we were to add layers, copy windows, edit windows, or any other function related to a 



  
Fire Studio 6 Page 68 

 

window, it would apply to this one we have selected. 
 
We want to add backgrounds to the other three windows however and that first requires selecting 
another window merely by clicking on it.  Once selected, we can add a background to each using the 
same steps detailed above.   
 

 
 
Go ahead and add backgrounds to each of the other windows according to the following guidelines: 
 
Add your B Side picture to Window 2 (Police B Side.png in our example.) 
Add your C Side picture to Window 3 (Police C Side.png in our example.) 
Add your D Side picture to Window 4 (Police D Side.png in our example.) 
 
(The four windows are labeled in yellow in the screenshot above but you will not see that text on your 
screen.) 
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Windows are primarily used to show different views of the location at the same point in time, but 
other uses include overhead maps, charts, teaching points, or close-ups.   
 
That concludes this tutorial on adding background images to your simulation. 
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Tutorial 4: Add and Customize Fire, Smoke, and Other Layers 

 
Adding fire, smoke and most other layers follows similar steps as adding backgrounds except that you 
need to have a background placed prior to placing your other layers. 
 

Step 1: Change to the Library Panel and Select a Library 

 
Click on the Library button on the left-side of the console to bring up the Library Panel.  This is where 
you will add most of the content in Fire Studio.   

 
 
On the left of the Preview Box is the Library List which contains all of the libraries you currently have 
loaded.  Libraries contain the specific content you will use in your simulations such as background 
photos, animated fire, smoke, and vapor, video-clip art, placards, sound files, and so on.   
 
In the pic above, the Fire library has been selected and the contents are displayed on the panel to the 
right.  Like with the Library List, you can scroll down to see content that extends beyond the display 
area. 
 
 

Step 2: Choose the Layer You Want to Use and Add it 

 
Select the layer you want to add from the list on the panel to the right.  In the example below, the 
layer FR-Spot2 is selected.  The selection will be highlighted in the panel and a preview will appear in 
the Preview Box in the middle. 
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This particular layer is somewhat dark and can be hard to see clearly on the black background.  
Clicking on the BG box will make it transparent and easier to see. 
 

 
 
You can go through the list previewing each layer to determine which you want to add.  Once you 
have the selected layer you want to add, click on the Add button located just below the Preview Box.  
The layer will be placed onto the current window. 
 
 

Step 3: Position Your Layer 

When the layer is added to your scene, it will appear surrounded by a green box.  This lets you know 
that layer is selected.  You can immediately move the layer by clicking within the green box, holding 
the mouse button down, and dragging the layer where you want it placed.  Don't worry too much 
about precision at this point, you can always move it again later, and likely will after the next step.  
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You may also have noticed that the new layer has been added to the panels on either side of the 
console: All Layers and Window Layers.  The All Layers panel is a complete listing of ALL the layers in 
your entire simulation-- every slide, every window-- while the Window Layers panel shows you 
everything in the currently ACTIVE window.   
 
 

Step 4: Edit Your Layer 

Most of the time you will need to modify your layer to make it the size you 
want, perhaps change the color, change the angle, etc.  With the layer still 
selected, click on the Edit button located on the right-side of the console. 
 
The panel at the bottom of the console will change to the Edit Layer Panel.  
There are numerous properties you can change which will be outlined in more detail later in this 
manual.  For this tutorial, we will adjust the scale of the fire layer we have added.   

 
First click on the Position button to the left.  This brings up the various size & positional properties 
that can be modified.  To adjust, move the horizontal slider bar left or right, or click on the – and + 
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signs to adjust by an increment of 1.  You can also click directly on the value, type in a number, and 
press the Enter key.  Additionally, once you've clicked on the slider bar, you can use the mouse wheel 
to change the value.  Last, if want the value to be 0, you can press the 0 button. 
 

 
 
We’ve lowered the Scale to 85 and moved the fire to the machinery vent on the left by clicking and 
dragging the layer directly in the viewing area.  You could also move the layer by changing the Position 
X and Position Y values to adjust the horizontal and vertical position, respectively.  In most cases 
dragging the layer works best, but if you need to move a layer off-screen or bring it back from off-
screen, you’ll need to use adjust the values on the panel. 
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Step 5: Final Touches, Finish Editing, and Repeat 

After making adjustments to the layer properties, we’re ready to add another layer.  Click on the 
Finish Editing button on the right-side of the console.  You can edit any of your layers at any time, as 
many times as you need, so don’t worry if you need to make adjustments later.  Just be certain the 
layer you want to modify is surrounded by the green box and highlighted in the Window Layers panel 
on the right.   
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We’ve gone ahead and added some additional elements as an example of how you can make the 
scene look.  There are many other properties you can modify to make the smoke and fire—any 
layer—more realistic, but are beyond the scope of this tutorial.  Later sections in the manual will 
cover those details, but we encourage you to experiment on your own. 
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Tutorial 5: Saving your Simulation 

 
It is always good practice to save your simulation while you are building.  Losing all of the work you 
have accomplished over the past hour or two is enough to frustrate even the most patient of users.  In 
this tutorial, we’ll cover the quick steps to saving your simulation to a file.  Please note that if you 
intend to transport your simulation to another computer, you will need to use the export function 
discussed elsewhere in this manual. 

Step 1: Go to the Slide Panel 

If you’ve been going through the tutorials so far, you may currently be viewing the Library Panel 
where you content is located.  In order to save, we need to change to the Slide Panel.  You can do so 
by clicking on the Slide button that appears on the left-side of the console. 
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Step 2: Simulation Name and Save Button 

On the Slide Panel, you can see what your simulation is currently named.  If you have not yet saved 
your simulation it will read New Simulation.  For now, click on the Save Sim button. 
 

 

Step 3: Choose a Folder and Name for the Simulation 

After clicking on the Save Sim button, a file explorer screen will pop-up.  You can navigate to whatever 
folder you’d like to save your simulation to, and then type in a name for the simulation in the File 
name box.  Click Save when you’re done. 

 
You can save your simulation in any folder you like, but our recommendation is the FireStudio6 
subfolder located under Documents.  Wherever you choose to save, just be sure to remember where 
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you put it, so you can load it again later. 
 

Step 4: Confirm Simulation Name 

Once you’ve clicked on Save, you’ll be returned to the Fire Studio screen where your simulation name 
will now be listed as indicated in the screenshot below.  At this point, your simulation is now saved 
and you can continue working, or exit the program.   
 

 
 
If your simulation happens to be very big or complicated, it can sometimes be a good idea to save 
using a different file name.  That way, if you make a mistake or don’t like how the sim is turning out, 
you can always load an older save instead of starting over.   
 
Generally speaking, it is not advisable to save (or export) directly to an external device such as a USB 
stick.  Save your simulation to the hard drive and then make a copy to place on your USB. 
 
This concludes the tutorial on saving your simulation! 
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Tutorial 6: Creating a Simple Mask 

 
In Fire Studio lingo, a mask is a four-sided, shape-able layer that allows you to hide other layers from a 
selected portion of your screen. More specifically, any layer below the mask (except the background) 
will be hidden, while the layers above it will not. 
 
Masks are incredibly easy to make in Fire Studio 6 and often an essential part of making your 
simulation appear as realistic as possible.  Below is an example of how a mask can be used.  Sticking 
with the police building, we want to show the smoke we had placed in window 1, as it would appear 
from our angle in window 2.   
 

 
This particular location is difficult to work with, but notice that the smoke appears as though it is 
emanating from the other side of the building?  In earlier versions of Fire Studio, you had to create a 
clip-art of the section and paste it on top, sandwiching other layers between. In Fire Studio 6, the 
mask tool makes it much easier.  
 

Step 1: Preparation 

First we start by changing to the window we want to modify and placing either the same or similar 
layer to the one on the other side of the structure.  In our example, we’ve used the same smoke layer 
as the other side and positioned it approximately where it would be located on the other side.   
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The fastest way to add the same layer is selecting the same smoke from the All Layers Panel and 
clicking Add. 
 

 
Ok, so with the smoke layer in place, let's proceed to add the mask!  
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Step 2: Add the Mask, Move it, and Adjust its Shape 

On the left side of the control panel is the Add New Mask button.  Click it to place your mask layer on 
the screen. 
 

 
 
Initially the mask layer is a rectangle placed in the center of the screen, but by clicking and dragging 
the points on the four corners, you can position it to fit your image.  You can even click and hold in the 
center to move the entire mask, just as you would clip art.  
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In the example below, we've placed the top two points along the roof line and moved the bottom two 
points so the encapsulated area covers all of the smoke we want to hide. As mentioned earlier, any 
layer placed below the mask on the layer list and located within the area of the mask on the screen 
will be hidden. And that's precisely what we want to do to the section of the smoke layer that appears 
below the roof line.  
 
Notice that when stretching or moving one of the four corners it becomes red. 
 

 
With our Mask where we want it, we can click somewhere else in the background to deselect the 
mask and see how it looks.  
 

 
And that's it! You can move the points until you have the smoke layer as close as possible to the roof 
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line (or whatever other object you're "placing it behind") and even place additional masks if your 
background is more complex.  
 
To complete out this slide, we’ve gone ahead and placed smoke in all four windows, using masks 
where necessary.  If you will be continuing through these tutorials, you will need to do the same.  
Don’t forget to save! 
 

 
 
Masks are treated similar to clip-art layers, so you have access to the Edit Layer panel and can modify 
their properties to do all sorts of interesting things! Don't be afraid to experiment and find new ways 
to use masks to improve your sims!  
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Tutorial 7: Adding a New Slide 

 
In the prior tutorials, we've worked with only a single slide in the simulation.  But in most cases, you 
will want to use several slides to show your scene evolve, provide alternate “paths” for progression, 
or to show additional views of the incident such as rooms inside the structure, key equipment, 
stairwells, and so on.  Fortunately, adding additional slides is very easy.    
 
 

Step 1a: Adding a Blank New Slide 

 
On the Slide Panel, make sure the both the Copy and Move boxes are unmarked.   
 

 
 
Note the number of slides as 1 of 1 slides.  Now click on the Add New button to create a new, blank 
slide.  
 

 
 
The new slide will be placed at the end of your simulation. 
 

 
In this example, the 1-slide simulation becomes a 2-slide simulation and you are moved to slide 2 to 
begin working.  The Previous button also lights up to allow you to change back to the previous slide.   
 
Finally, on a separate note, the Blank text written next to Slide: is where you can name your slide.  It 
does not necessarily mean the slide does not contain any content-- although in this case it IS blank 
because we created a new blank slide.  Next we'll look at creating a copied slide! 
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Step 1b: Adding a Copied New Slide 

 
On the Slide Panel, make sure both the Copy and Move boxes are unmarked. 
 

 
 
Change to the slide you want to copy and click on the Copy box to place a mark there.  In this 
example, we have just a 1-slide simulation so we'll be making a copy of slide 1.   
 

 
 
Now click on Add New.   
 

 
 
The new slide, a duplicate of the slide you were on, will be placed at the end of your simulation. 
 

 
In this example, the 1-slide simulation becomes a 2-slide simulation and you are moved to slide 2 to 
begin working.  The Previous button also lights up to allow you to change back to the previous slide.   
 
 
 

Step 2: Setting the Slide to Advance Automatically 

 
Now that we have 2 slides in our simulation, let’s configure slide 1 to automatically advance to slide 2.  
For this simulation, we’ll say that slide 2 represents 10 minutes into the scenario, so after 10 minutes 
on slide 1, the sim will automatically transition to slide 2 to show the scene evolve. 
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In Author Mode and while on slide 1, click on the Edit Window button on the right-side of the console. 
 

 
 
The Edit Window panel appears at the bottom.  Click on the + button on the bottom-right to increase 
the duration scale to 10 minutes.  
 

 
 
 
 
 
 
Next, move the slider bar all the way to the right until the indicated time reaches the 10 minute mark.   
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Now click on the Set Slide Duration button.  The duration time will become 10 minutes. 
 

 
 
Click on Finish Editing and you’re done! 
 
 

 
Remember that the automatic transition will not occur until you change to Present Mode.  When 
setting a slide duration for the first time, it is usually best to try it first with a shorter time to ensure 
you’ve set it up properly.  You can always go back and change the time again afterwards. 
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Tutorial 8: Adding Text 

 

Step 1: Add Your Backgrounds or Load a Simulation 

For this tutorial, we will be using the basic four-window simulation that we created in Tutorial 6. You 
may load that simulation now or create it using the steps outlined in that tutorial.  Using your own 
simulation is fine as well as long as you have a background in each of the four windows.  Here is a 
screenshot of the four-window simulation: 
 

 
 
In the screenshot, you can see that Window 4 is currently selected and active.  Let’s start there and 
add some text to label it as D-Side. 
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Step 2: Click Add New Text to Place the Layer in the Window 

On the left side of the console click on the button labeled Add New Text.  This will place a text layer 
into your active window, which for now will merely be New Text.  Also note that the new layer appears 
in both the All Layers and Window Layers panels on either side of the console. 
 

 
 

Step 3: Edit the Text 

Right away we can change the text by editing it in Edit Layer panel.  Click in the text box where it 
currently says New Text and then change it to read D-Side.   Press Enter on the keyboard.  DO NOT 
click on the Save Layer button!  Not only does the text in the window change, but so do the labels in 
both of the layer panels.  
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Step 4: Move the Layer 

Now click and drag the text layer to the bottom-middle of the window.  It is not necessary to click 
Finish Editing just yet as we will soon be modifying additional elements of the text layer. 
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Step 5: Adjust Additional Properties: Color 

With the Text layer now in place and the text itself correct, we can work on adjusting some of the 
other properties to make it appear to our satisfaction. 
 
First, let’s adjust the most obvious issue: the coloring.  Click on Diffuse Color on the left-side of the 
console.     
 

 
The panel will change to show the Diffuse Color options.  In our example, since the pavement is 
somewhat bright, a dark color would provide good contrast.  When diffusing, you are removing color 
from the layer so to create blue text, we can set Red and Green down to 0.  For your own image you 
may want something different.  You can refer to the Color Chart in this manual for values on achieving 
other colors. 
 

 
 
With these settings we end up with a nice blue text, easily visible. 
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Step 6: Adjust Additional Properties: Size 

 
Next let’s enlarge the text layer.  Click on the Position button. 
 

 
You can make it larger or smaller depending on your needs. We will set the value to 275, but feel free 
to set your scale to whatever looks best on your screen.  You can use the scroll bar, the + / - buttons, 
or click on the number directly to change it. 
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After enlarging the text you may want to adjust its position.  Feel free to do so by clicking and 
dragging, or adjusting the Position X and Position Y fields in the same panel. 
 

 
 

Step 7: Finish Editing and Repeat the Steps for the other Windows 

Those are all the adjustments we will make to the text layer in this tutorial so click on Finish Editing to 
close the Edit Layer panel. 
 
Using the steps we’ve gone through so far, place similar labels in the other three windows. Although 
there is a short cut to copying the layers, it’s a good idea to create a few from scratch to learn the 
process. 
 
When you’ve placed all the text layers, your slide should look something like the image below.  
Sometimes finding the right coloring can be difficult depending on the background.  In our example, 
the B-Side is particularly problematic.  To correct this, one option might be to modify the background 
image (outside of Fire Studio) and create a white or black area where text can be placed more clearly.  
Enlarging text can also be helpful, but you don’t want to distract too much from the scene. 
 
 
 
 
 
 
 



  
Fire Studio 6 Page 94 

 

 
 

 
 
That completes the tutorial on adding text.  At this point, you should have an understanding of the 
simple steps to place text in your simulation. Once you learn how modify layers in other ways, you can 
apply that knowledge to text layers as well! 
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Tutorial 9: Bringing Your Simulation to Another Computer 

 
Many training officers prefer to show their simulations on computers other than the one they build 
them on.  Furthermore, if you are building several simulations that represent different perspectives, 
and plan to show them on multiple computers at once, you will need to make your simulation 
portable by exporting it. 
 

Step 1: Have Your Simulation Loaded 

 
If you have already been working on your simulation and it’s ready to go, you can skip to Step 2.  
Otherwise, on the Slide Panel, click on the Load Sim button. 
 

 
In your file explorer window, navigate to where you saved your simulation, select it, and click Open.  
Your file explorer interface may look differently depending on the OS you’re using and settings. 
 

 
Your sim will load and you’ll be ready for the next step. 
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Step 2: Export 

 
Click on the Export Sim button located on the Slide Panel. 
 

 
 
The file explorer will appear.  You can choose an existing .dcs file to save to, overwriting it, or you can 
export your simulation using a new name, thus creating a new file.  We strongly recommend the latter 
whenever exporting your simulation.  Creating new files leaves you with a history of fallback sim files 
you can revert to in an emergency.  Conversely, overwriting a sim file is permanent and there’s no 
going back.   
 
 

 
 
Select the file you want to overwrite or type in a new file name and click Save.  For all intents and 
purposes this procedure will be just like saving your simulation except that a new .lbr file will silently 
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be created and automatically added to the Library List.  The new .lbr file will be located in the same 
folder you just exported to. 
 

Step 3: Confirm Export 

 
Once you export, you’ll be back at the Fire Studio screen.  If you chose a new file name, it will be 
listed in the simulation name box.  A message will appear in red at the bottom indicating a successful 
export. 
 

 
Finally, if you want to be extra certain your simulation exported, you can check the folder outside of 
Fire Studio i.e. with your file browser.  In the screenshot below, you can see two files with the same 
name, but different extensions: .dcs and .lbr.  You must copy both of these files to your other 
computer to play the simulation successfully.  Any means of transfer is fine: USB stick, network, CD, 
etc.  You must keep these two files together in a folder on the other computers! 
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.lbr File Not There?  

 
Just above, we mentioned that two files are generated: a .dcs and an .lbr.  And that both are needed 
to load your simulation on other computers.  There is an exception!  If you are NOT using any custom 
content such as background photos or clip art, a custom library file (.lbr) will NOT be generated as it is 
NOT needed.  The Instructor Edition and Player Edition of Fire Studio both contain all of the default 
photos, fire, smoke, clip art, and other elements so those will never need to be transported between 
computers.      
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Tutorial 10: Showing a Sim in Present Mode or in a Player Edition 

 
At this point, if you’ve been following the tutorials, you’ll have a usable sim ready to go.  You’ve 
exported the simulation in the previous tutorial and so should now have a .dcs file and most likely an 
.lbr file as well-- assuming you used your own background photos.  In this tutorial we’ll go through the 
steps of loading your simulation in both an Instructor and Player Edition, and then the basic 
commands available to navigate a short simulation. 
 

Step 1: File Placement on the Presenting Computer  

 
Your exported simulation files can be placed anywhere on the computer, but our recommendation—
and the location we’ll use for this tutorial—is in your Documents folder, under the FireStudio6 
subfolder.  Although it should be possible to load simulations directly from a USB stick, you will need 
to keep the USB stick plugged in at all times.  For this reason and for faster performance, we still 
recommend copying the files onto the hard drive. 
 
Using our file explorer, we’ve copied the two files into Documents – FireStudio6 – 1234 Police St.  The 
file doesn’t necessarily need to be in its own folder, but it keeps it organized.   
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Step 2a: Load the Simulation and change to Present Mode (Instructor Edition) 

 
On the Slide Panel, click on Load Sim. 

 
In your file explorer window, navigate to where you saved your simulation, select it, and click Open.  
Your file explorer interface may look differently depending on the OS you’re using and settings. 
 

 
 
Back at the console, change to Present Mode by clicking on the Present Mode button or pressing P on 
the keyboard. 
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Step 2b: Load the Simulation (Player Edition) 

 
On the Player console, click on Load Sim. 
 

 
 
In your file explorer window, navigate to where you saved your simulation, select it, and click Open.  
Your file explorer interface may look differently depending on the OS you’re using and settings. 
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Step 3: Pausing and Starting the Simulation 

 
At this point you should be looking at Present Mode or the Player interface, which are identical.  Here 
is a screenshot of how our example simulation looks: 

 
When you switch to Present Mode in the Instructor edition or load a simulation in the Player, the 
simulation will automatically start playing.  You will see the Slide playing time counting and any 
animated layers or timers will also begin. 
 
Let’s pause the simulation by clicking on the Pause button. 
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This will freeze all of the animations, sound, video, and the slide timer.  You may want to click the 
Reset button to reset the slide back to the true starting point, especially if you have automatic times 
built in and are not quite ready to begin the simulation.   
To start the simulation again click on the Play button. 
 

 
If you have the interface hidden, you can press on the Spacebar to pause and resume the simulation.   
 

Step 4: Rotating Between the Four Windows 

 
In the simulation we created during the prior tutorials, we setup four sides of the structure within the 
four available windows.  Now let’s look at changing between them, while only showing one at a time.  
This is perfect for when the participant does a walk-around! 
 
To change to another window, you merely need to press 1-4 on the keyboard.  Use the numbers 
located above Q, W, and E; not the numbers on the keypad. 
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Step 5: Advancing Forward or Back One Slide 

 
To move to the next slide in your simulation, press the forward arrow key.  To move to the previous 
slide, press the back arrow key.  You can change slides whether you’re viewing a single window, all 
windows, Author or Present Mode. 
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You can also use the Previous and Next buttons to move to the previous or next slide, respectively. 
 

 
Finally, you can click and drag the slider bar left and right to move your simulation one slide back or 
one slide forward, respectively. 
 

 
There are some additional ways to navigate through your scenario, but those will be covered in the 
advanced sections of the manual.  For the majority of sims you’ll be creating however the above three 
methods will be all you’ll need. 
 
Additionally, that wraps up the tutorials chapter of the manual.  If you’ve gone through all the 
tutorials, you should now be able to create a basic simulation usable in a live training session, 
promotional exam, or the classroom.  The rest of the manual will look deeper into Fire Studio 6 and 
examine some of the more involved features of the software.  We strongly encourage beginners to 
practice the steps learned in the tutorials before moving on to the more advanced features. 
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Author Mode vs Present Mode 
 
When using Fire Studio, you will either be in Author Mode or Present Mode.  As the corresponding 
names imply, you will use Author Mode when designing simulations and Present Mode when playing 
them back.  Each mode is distinct and it is important that you know which you are working in.   
 
 

Author Mode 

 
When starting Fire Studio 6, you will begin in Author Mode.  All of Fire Studio’s powerful design tools 
will be available to you here through the control panel.  Different panels, covered more in-depth in a 
later section, are available to you while in Author Mode.  It is important to note that time-based 
settings, such as fade-ins/outs of layers and auto slide advancement, will NOT be active in author 
mode.  Obviously, it would be impossible to modify a slide if it kept changing!  Additionally, keyboard 
shortcuts will not become active until you are in Present Mode. 
 

Author Mode Features at a Glance 

 

 Saving, loading, exporting, and starting a new simulation. 

 Creating new slides, both blank and copied. 

 Moving slides to other places in your simulation. 

 Labeling slides, windows, and layers. 

 Adding or removing all layers, including text and masks, fire and smoke, to your 
simulation. 

 Creating new or loading existing libraries to house your custom content including 
background photos, clip-art, and sound. 

 Setting up navigation icons, timed events, and key-activated events. 

 Setting up the moving camera or moving clip-art. 

 Modifying all layer properties. 

 Inserting video as a background. 

 Setting up single or multi-view windows. 
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Present Mode 

 
Present Mode changes the interface, removing the control panel, and blocking all of the design-
oriented commands, while enabling timers, keyboard shortcuts, and moving clip-art.  You are unable 
to make changes to your simulation while in present mode, preventing any accidents from occurring 
during a presentation.  Trainers will use Present Mode to show their simulation and more often than 
not, will keep the Present Mode interface hidden from view. 
 

Present Mode Features at a Glance 

 

 Playback of a simulation with active timers, fades, and slide transitions. 

 Clickable icons you have configured will become active. 

 Sounds will play. 

 Jump keyboard shortcut is available to skip to any slide in the simulation. 

 Capture a still-image screenshot of your current active window. 

 Generate a PDF file of your entire simulation. 

 Pause, play, or reset the current slide. 

 Full-screen view of each slide with no interface. 

 Camera panning and clip-art movement become active. 
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Changing Between Modes 

 
There are two methods for changing between Author Mode and Present Mode: left-clicking the 
forenamed buttons on the interface or using keyboard shortcuts.  The Present Mode button will be 
shown only while in Author Mode.  Click on the button or press P on the keyboard to change to 
Present Mode. 
 

 
 
The Author Mode button will be shown only while in Present Mode and only when the full interface is 
in view.  Click on the button or press A on the keyboard to change to Author Mode. 
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The Viewing Area 
 
This is the space located between the All Layers panel and the Window Layers panel.  When you first 
start Fire Studio, the viewing area will be completely black.  Your slide or window contents will be 
shown here and can display either one window at a time, or all four windows.  It is possible to remove 
the interface by pressing I on your keyboard, or clicking on the Interface button, so the viewing area 
will fill the entire screen.   
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Single Window View vs Split Window View 

 
On the left-side of the control panel is the Four WinView(S) button.  Left-clicking on this button (or 
pressing S on the keyboard) will toggle your interface between Single Window View and Split Window 
View.   
 

 
 
Single Window View, as shown in the screenshot at the beginning of this chapter, fills your viewing 
area with one big window, and is the default view when you start Fire Studio 6.  Although Single View 
defaults to window 1 initially, it can be changed to any of the four windows in the slide.  Additionally, 
even when showing only a single window, you have the other three at your disposal and can rotate 
between them using the 1-4 number keys on your keyboard.   
 
 

 
 
 
 
 
 

 
 
 
 
Split Window View lets you see multiple windows at once.  What you actually see depends on 
whether you are in Author or Present Mode, and how many of the windows have content.  Let’s look 
at a few examples: 
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Author Mode   

All four windows are always shown in Split Window View regardless of whether there is content in 
them.  You can click on any window to select it and begin adding content.  If you switch to Single View, 
the currently selected window will expand to fill the viewing area. 
 

 

Present Mode: Content in Window 1 Only 

When using Split Window View in Present Mode and content exists in one window only, then only 
that one window will be displayed.  For all intents and purposes it will appear exactly as Single 
Window View. 
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Present Mode: Content in Windows 1 & 2 

When using Split Window in Present Mode and content exists in two windows, the screen will be split 
in half.  This allows the windows to be as large as possible. 
 

 

Present Mode: Content in Windows 1, 2, & 3 

When using Split Window in Present Mode and content exists in three windows, the screen will be 
divided as shown in the example below.  This allows the windows to be as large as possible. 
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Present Mode: Content in All Four Windows 

When using Split Window in Present Mode and content exists in all four windows, the screen will be 
divided into equal quadrants, just as while in Author Mode.   
 

 
 
Regardless of your current view setting, you always have four windows to work with in any one slide.  
How you choose to present your simulation is entirely up to you and it’s important to remember that 
the simulation will be saved exactly how you have it setup in Author Mode.  So if you want to show 
only a single window when you change to a particular slide, then you need to set that slide to Single 
Window View, and save the simulation.  If you want to show all four windows, then set it to Split 
Window View while in Author Mode, and save the simulation.  When presenting, you can always flip 
between modes using the S key.  
 
 

When to Use Single Window View 

 

 When you want the participant to see only one view of the incident at a time. 

 A slide with training objectives. 

 A map of the area shown to someone who is not yet on-scene. 

 While building the simulation so the scene is easier to work with. 
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When to Use Split Window View 

 

 When you want the participant to see more than one view, or one view of the incident and a 
map, objectives, witness report, etc. 

 A master version of your simulation to be used by the training officer so he can see all of the 
views at once, or with notes he can reference. 

 While building the simulation so you can look at all views at one time. 
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The Four Windows of a Slide 
In Fire Studio, a window is one section—one quarter—of a single slide.  As discussed in the previous 
chapter, you can view up to four windows at a time within any one slide.  In this chapter, we’ll explore 
the key commands related to windows with the exception of the Edit Window feature, which will be 
covered in the later, more advanced section of this manual.    
 

Understanding Slides and Windows 

 
All simulations consist of a number slides with each slide containing 4 windows.  You may not always 
use every window per slide, but they are always available to you.   
 

 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
When building your simulation, you will MOST LIKELY progress from slide 1 to slide 2 to slide 3 and so 
on—automatic transitions are, in fact, only possible from slide to slide.  The additional windows, 
however, can provide different views of the incident at that same moment in time.  Below is a simple 
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diagram of a common, basic simulation format.   
 

 
Slide 1 consists of a single image showing the approach to the scene.  This may be a photo taken 
through the front windshield of the engine or just a photo of the structure from down the street. 
 
Advancing to slide 2, we have the initial size-up.  Each of the windows has a picture of the four sides 
of the structure as it appears when the crew first arrives on-scene.  At first, your students may see 
side A only, but using the number keys on the keyboard you can rotate between all four. 
 
At the 10 minute mark, the simulation moves to slide 3.  The same four background images are being 
used in the four windows but perhaps it is fully involved at this point and the crew has begun taking 
action.  As the simulation designer, you would add additional smoke and fire to this slide.  
 
Finally, slide 4 is the knockdown and final time period of the simulation.  Slide 4 may represent a 
successful completion of the exercise.  As such, you would remove any fire from the scene, and 
perhaps replace the black smoke with a lighter color variation. 
 
There is no set limit to the number of slides you can use in your simulation, but you can only ever 
have four windows per slide.   
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Key Differences between Slides and Windows (Summarized) 

 Each slide consists of four windows. 

 There is no limit to the number of slides you can have in your simulation, but you can only 
utilize up to four windows per slide. 

 Change slides using one of the following:  

◦ Forward and back arrows keys on the keyboard. 

◦ Slider bar on the bottom of the interface. 

◦ Previous and Next buttons on either side of the aforementioned slider bar. 

◦ Jump shortcut: J + Slide # + Enter key. 

 Change windows using the numbers 1-4 on the keyboard.  

 You can set a timer to advance to the next slide automatically. 

 Windows are primarily meant to show alternate views at the same point in time, usually 
additional sides of the structure. 

 You can view more than one window at a time in Four WinView mode.  In this mode, Fire 
Studio automatically adjusts the display to show only the windows in use. 

 
 

Selecting Windows with the Mouse or Keyboard 

 
There are three ways of selecting windows within Fire Studio 6: you can select them directly by 
clicking anywhere within them, you can press 1-4 on the keyboard (using the numbers above Q W E), 
or when in Author Mode, you can click on the window option buttons. 
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There are, however, some slight variations in how selecting a window appears depending on whether 
you’re in Single or Four View (Split Screen) mode. 
 

Single Window View 

If you are in Single Window View mode, you will change to the corresponding window, and it will be 
your active window.  
 

Four Window View 

If you are in Four View Window mode, you will see the window outlined in green, and it will become 
your active window.  
 

A Selected Window is an Active Window 

 
Any window that is selected is the active window.  This means that any layers, masks, or text that you 
add, will go into that window.  It also means that the Window Layers panel on the right will be 
displaying content for that window only.  Using the Copy Window, Paste Window, Clear Window, and 
Edit Window buttons will apply the relevant features to the active window.  Needless to say, it’s 
important to pay attention to which window is currently active. 
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Hiding & Revealing Windows 

 
Sometimes when you are presenting a scenario using several windows, you may want to temporarily 
remove one from view, or perhaps you want to start with only a single window visible, and then bring 
up additional ones after some period of time.  You can accomplish this by hiding and un-hiding 
individual windows with the Shift + window # key combination.  Hiding or un-hiding window 1 would 
be Shift + 1, for example (Hold down Shift then press 1).     
 
Let’s look at an example first in Author Mode: 

 
 
The above image shows all four windows in Multi Window View mode.  Next we’ll hide window 2 by 
pressing Shift + 2. 
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Window 2 becomes black when it’s hidden and an X is placed in the Hide box next to Window 2.  You 
could also click on the box to hide or un-hide the window. 
 
In Present Mode or in the Player edition, you won’t have the Hide boxes, so you’ll need to use the 
keyboard exclusively.  In the screenshot below we can see the same slide in Present Mode. 
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It is also possible to hide a window in Single Window View, then reveal it. 
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Labeling Windows 

 
To label individual windows in Fire Studio 6, left-click once in the text area to the right of the four 
radial window buttons.  A blinking cursor will appear and you can then make modifications as 
necessary using the keyboard.  Once you have typed in a label, press Enter to confirm it. 
 

 
 
Labeling windows can be useful to identify the scenes you are looking at and provides a label if you 
print your simulation to a PDF.  Labels would also help someone else understand your simulation—or 
help you remember later on! 
 
Generally, most people will want to label the windows according to the view: Side A, Side B, Roof, 
Overhead, etc. But ultimately the decision is yours.   
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Copy & Paste Windows 

 
Sometimes it is necessary to copy an entire window.  To do so, just select the window you’d like to 
copy, and then click on the Copy Window button located on the right-side of the control panel.   
 

 
 
Next, navigate to the slide where you’d like to place the window and select the window you’d like to 
paste your copied window into.   
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Click on the Paste Window button.   
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A standard warning message will appear to confirm.  If you have existing content in the selected 
window, it will be completely replaced.  Click Ok to proceed. 
 
 

 
 
Everything within the window you copied will be pasted into the selected window: background, 
animations, clip art, etc.  
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Clearing a Window 

 
If you’ve placed a copied window in the wrong location or simply want to redo the window from 
scratch, you’ll need to clear all of the contents.  Clearing a window is very easy.  First, select the 
window you’d like to erase. 
 

 
 
Next, click on the Clear Window button.   
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A warning message will appear asking you to confirm.  Click OK to proceed. 
 

 
And that’s all! 
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Working with Slides 
 
Now that we’ve covered working within the innards of slides, it’s time to look at ways that the slides 
themselves can be manipulated. 
 

Advancing Forward or Back One Slide 

 
To move to the next slide in your simulation, press the forward arrow key.  To move to the previous 
slide, press the back arrow key.  You can change slides whether you’re viewing a single window, all 
windows, Author or Present Mode. 
 

 
You can also use the Previous and Next buttons to move to the previous or next slide, respectively. 
 

 
Finally, you can click and drag the slider bar left and right to move your simulation one slide back or 
one slide forward, respectively. 
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Moving to a Slide Out of Sequence 

 
While you will probably use the arrow keys more often, there are times when it is necessary to move 
to a slide out of sequence.  When building a branching scenario (where the participant’s feedback 
determines how the incident will progress), for example, the next slide that needs to appear on the 
screen will not be the next slide in the sequence.  Perhaps the participants do well and the instructor 
wants the incident to proceed to a knockdown?  Or maybe they don’t react quickly enough and the 
fire begins to spread to another part of the structure?  These various outcomes can be thought out in 
advance during the design process and brought up on the screen when necessary. 
 
There are two ways to change to a slide out of sequence: using the lock box and slider bar, or pressing 
a series of keys on the keyboard.   
 

Moving Out of Sequence: Lock Box and Slider Bar 

 
In Present Mode with the interface shown or using a Player edition, click on the Lock box.   
 

 
 
This holds the current slide in view while you move the slider bar.   
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Click and hold the mouse button to move the slider bar to the right.  The current slide number listed 
will change.  
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Once the slide you want to jump to is listed as the current slide, uncheck the Lock box to jump right to 
it. 
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Moving Out of Sequence: Keyboard Combination 

 
The keyboard shortcut is more direct.  First press the J key on the keyboard, followed by the number 
of the slide you want to jump to, and then press Enter.  You don’t need to hold down the keys, just 
press them each once in sequence.  This can be a quicker method to change slides and is the only 
choice available if you have the control panel hidden from view. 
 

+   Slide #   + 
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Labeling Slides 

Just above the slider bar is a field for naming the current slide.  Left-click in the field once and you will 
get a blinking cursor.  Edit the name using your keyboard and press Enter when complete.  
 

 
Naming the slides in your simulation is the best way for you to identify them at a later time, especially 
during a presentation.  In Present Mode, when skipping to a different slide using the slider bar, the 
name of the slide will appear in the slide name field before you even release the mouse button.  This 
can assist you in jumping to the correct slide.  Instead of just a slide number, you will have a name or 
description to identify the slide.   
 

Adding a Blank Slide 

 
On the Slide Panel, make sure the both the Copy and Move boxes are unmarked.   
 

 
 
Note the number of slides as 1 of 1 slides.  Now click on the Add New button to create a new, blank 
slide.  

 
The new slide will be placed at the end of your simulation. 

 
In this example, the 1-slide simulation becomes a 2-slide simulation and you are moved to slide 2 to 
begin working.  The Previous button also lights up to allow you to change back to the previous slide.   
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Duplicating a Slide 

 
On the Slide Panel, make sure both the Copy and Move boxes are unmarked. 
 

 
Change to the slide you want to copy and click on the Copy box to place a mark there.  In this 
example, we have just a 1-slide simulation so we'll be making a copy of slide 1.   
 

 
 
Now click on Add New.   

 
The new slide, a duplicate of the slide you were on, will be placed at the end of your simulation. 
 

 
In this example, the 1-slide simulation becomes a 2-slide simulation and you are moved to slide 2 to 
begin working.  The Previous button also lights up to allow you to change back to the previous slide.   
 
 
 

Moving a Slide 

 
Fire Studio 6 always creates blank or copied slides at the end of a simulation.  However, you can move 
these slides—or any slides for that matter-- to any point in your simulation.   
 
First, on the slide panel, navigate to the slide that you want to move and check the Move box down 
below.   
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Now using either the slider bar or the Previous and Next buttons, change to the slide position you’d 
like to move this one to.  For example, if the slide is currently number 2, such as in the example, and 
you want to make it slide 3, you will click on the Next button once.  If you wanted it to become slide 1, 
you would click on the Previous button. 
 
Finally, uncheck the Move box and your slide is now in place! 
 
 

Deleting a Slide 

 
To completely delete a slide from your simulation, navigate to the one you want to delete so it is your 
current slide.  Then left-click on the Clear button located to the right of the slide name. 

 
 
A warning message will appear.  Click OK to proceed. 
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The current slide will be erased and you’ll now see the total slide count go down by one. 
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Adding Content with the Library Panel 
The majority of imagery you will insert into your simulation will be brought in through the Library 
Panel.  To access the Library Panel, click on the Library button located on the left side of the console.  
Note that this button changes between Library and Slide, denoting the panel you will change to when 
clicked.   
 

 
 
 
The bottom portion of the interface will change to the Library Panel, giving you access to all the 
commands you need to manage and utilize background photos, sounds, animations, clip-art, and of 
course, libraries.   
 
 

 
 

What is a Library? 

 
Libraries contain the media you will load into your simulation.  By default, Fire Studio will contain a 
selection of libraries ranging from background photos to video clip-art.  These default libraries cannot 
be editing or deleted as they must remain standard across all installations of Fire Studio software.  Of 
course, one of the key features of Fire Studio is to build your own libraries for your own custom 
content.   
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The Library List 

 
On the left-side of the Library Panel is the Library List.  Any library that is currently loaded into Fire 
Studio will be shown here with the default libraries first followed by any newly created libraries last.   

 
Using the vertical bar on the right, you can scroll down to access libraries further down the list.  When 
you click on a library to select it, you will see the library name listed up top, as well as the contents of 
the library to the right (more on this later). 

 
Next we’ll take a look at the buttons to the left of the Library List which will directly affect the libraries 
available to us. 
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Creating a New Library 

 
Creating a new library is the first step in getting your custom content into Fire Studio.  It is also your 
only means of organizing content within the program.    
  
Click on the Create button to the left of the Library List.   

 
 
A file explorer window will appear that will let you select where to create your new library file.  In Fire 
Studio 6, you can place this file anywhere you like, however, we strongly recommend placing this file 
under Documents – Fire Studio 6.  Furthermore, it is generally better to separate files even further 
with subfolders. 
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Type in a name for your library and click Save or press Enter.  Do NOT name your library by the same 
name you plan to save your simulation as.  This may cause a problem exporting your simulation 
later.   
 
With the new library saved, you will then return to the Fire Studio console and can see your newly 
added library at the bottom of the Library List. 
 

 
Note that at this time, you will not be selecting photos to bring in.  At this stage, you are only setting 
up the new library file which you’ll load content into afterwards.  Once you’ve created a custom 
library, you can add to it as many times as needed.  You don’t need to create a new library for every 
photo or even every sim, only when you want a new bucket for organizing your content. 
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Organizational Suggestions 

 
There are primarily two good ways you can organize folders and libraries: by content type and by 
simulation. 
   

Organize by Content Type 

 
Using this method, you would title subfolders and libraries by the category or type of content you will 
place into them: car accidents, residential structures, nuclear plants, etc.  This would provide an easy 
means to finding content depending on the type of scenario you want to create.  One drawback, 
however, is that you may end up with a lot of files in each folder, although less folders overall.  Here is 
an example screenshot: 
 

 

Organize by Simulation 

 
Utilizing this format, you would title subfolders and libraries by the specific simulation you’re going to 
create now.  You would likely name them by address or some other unique reference.  Organizing by 
simulation will require you to setup a folder and new libraries for each simulation you create, 
however, it tends to be the most intuitive method, the easiest to track down all content for a specific 
simulation for, and the most commonly used style by Fire Studio users.  As mentioned prior, do not 
use the same exact name for libraries that you will your simulation.  Here is an example screenshot: 
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Things to Avoid 

 

 Saving or placing your photos, libraries, and folders all over your computer will make it difficult 
to find them later; it may also lead to accidental deletions or moving of the files, which would 
break the related simulation.  Also keep in mind that your successor may want to use your 
simulations in the future. 

 Saving or placing your content on a USB stick, external hard drive, or network computer often 
leads to missing content errors in your simulation.  You can use these devices to transport 
exported simulations, but don’t place raw photos, folders, or libraries on them. 

 Do not name your library the same name as your simulation or vice versa.      

 Do not move, rename, or delete your pictures or libraries once you’ve set them up in Fire 
Studio.  If any changes are needed to your files, do that prior to setting up your library. 

 
 
 

Using Your Own Content: Photos, Clip-Art, and Sound 

 
In order to use your own content such as digital pictures, clip-art, and sound, you first need to import 
this content into one of your custom libraries.  If you have not yet created your own custom library, 
please refer to the prior section in this manual.  Once you have loaded the content into the library, it 
is then accessible to use in any simulation you create on your computer.    
  
First, select your library from the Library List. 
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Any content currently loaded into the selected library will appear in Media Content Panel on the right.  
In our example, we’ve just created a new library so there is nothing currently in it.  You’ll also notice 
the three load buttons light up on the right side of the console: Load Background, Load Layer, and 
Load Sound.  You will use these to import your custom content into the selected library.  These 
buttons will not light up when selecting one of the default libraries that come with Fire Studio since 
you cannot add to them.  Here is a quick rundown of when to use each button: 
 

Load Background 

Use this button to import your digital photos into a custom library.  Acceptable file extensions include: 
.PNG, .JPG, .TGA, and .BMP. 

 

Recommended Photo Resolution 
1920 x 1080 
The above figure represents a picture’s resolution or 
dimensions, not the file size.  Digital pictures do not need 
to be any exact resolution, but 1920 x 1080 is a good 
target to aim for. 
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Load Layer 

Use this button to import your own clip-art, a saved layer, or new downloadable animations from 
digitalcombustion.com into a custom library.  Acceptable file extensions include: .TGA, .DCA, and 
.DCD. 

 

Load Sound 

Use this button to import your own sound files into a custom library.  Acceptable file extension: .WAV.   
 

 
Referencing the above, click on the button that applies to the content you wish to import.  A 
navigation window will appear to let you find your content.  In this example, we’re importing a 
background photo.   
 

File Extension Uses 
.DCA is used for animation layers and is an independent 
file you’ll typically download. 
.DCD is a saved, custom layer which relies on an 
animation installed in Fire Studio. 
.TGA when loaded as a layer operates as clip-art, which 
can be resized and moved around the screen; Digital 
Combustion is able to support Paint.net for creating clip-
art .tga files. 
 

Audio Formatting 
Format: PCM 
Sampling Rate: 44.1 KHz 
Bit depth: 16 bits 
Channels: 2 
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Click Open to choose the selection. 
 

 
 
The selected layer is now a part of your library and immediately accessible to add to your simulation.  
You can continue to add more content to your library or begin building your simulation. 
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Removing Content from a Library 

 
Sometimes it is desirable to remove content from a library such as when you’d like to re-edit the 
content, rename the file, or simply want to remove excess items from the list.  Removing content 
from a library does NOT delete the file; it merely takes it out of the library.  In fact, if you were to 
accidentally remove the wrong content, you can merely load it again using the steps from the prior 
section of this manual. 
  
Select your library from the Library List and then select the content you wish to remove in the panel 
to the right of the Preview Window. 
 

 
 
Click on the Clear button located on the bottom-right. 
 

 
 
A warning message will appear.  Click OK to proceed. 
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Be sure not to remove any content from your libraries that is being used in a simulation.  Doing so will 
likely result in an error message and a white box where the content should be when next you try to 
load the simulation.  Normally, loading the content back into the library will restore the image (after 
reloading the simulation again).   
 
 

Removing a Library from the Library List     

 
You may want to remove a library from your Library List if aren't using it for any current simulations or 
if you ever feel the need to redo the library from scratch.  Although not necessary, it can be useful to 
keep your Library List as short and neat as possible. 
 
Select the library from the Library List and click the Remove button. 
 

 
 
A warning message will appear.  Click OK to proceed. 
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Removing a library from the Library List does not permanently delete it.  You can always load the 
library again at a later time if you need it.  Default libraries that come pre-installed cannot be 
removed. 
 
 

Loading a Library 

 
Libraries that have been removed or are coming from different computers, can be loaded into Fire 
Studio with a few simple steps.  Note that if you’re loading an exported simulation, you do not need 
to load the library separately: it will be loaded automatically with the simulation. 
 
To load a library, click on the Load button to the left of the Library List. 
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A file explorer will pop up.  Navigate to where the library (.lbr) file is located, select it, and then click 
Open. 
 

 
 
You will return to the Fire Studio console and the loaded library will now appear at the bottom of the 
Library List. 
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Previewing and Placing Content into Your Simulation 

 
Just as in earlier versions of Fire Studio, you will insert content into your windows with a simple select 
and click procedure.  In this chapter—up until now—we have only looked at the steps involved in 
manipulating libraries and the content within them.  Now it is time to add that content into a 
simulation.   
 
Regardless of whether you’re adding a background photo, an animated layer, clip-art, or sound, if 
you’re adding content from your library, it is all accomplished using the same steps.  That being said, 
we will go through the steps for each to reveal some of the additional options available. 
 

Background  

 
First select the library that has your content and then select the media you want to use in the list to 
the right of the Preview Window.   
 

 
 
A preview of the content will be shown in the Preview Window.  Once you’ve found the image you 
want to add to your currently active window, click the Add button. 
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Layers 

First select the library that has your content and then select the media you want to use in the list to 
the right of the Preview Window.   
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A preview of the content will be shown in the Preview Window.  Once you’ve found the layer you 
want to add to your currently active window, click the Add button. 

 
 
Unlike a background, you’re free to move a layer around immediately.  Or, you can do so later when 
you make additional edits. 
 

BG Box 

In some cases, the layer content you’re looking at may be dark—black even.  Let’s take a look at an 
example.  Below, we’ve selected the SM-SloRight smoke layer from the Smoke library.  It’s somewhat 
visible, but we’d like to see it a bit more clearly. 
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By clicking on the BG box, we can remove the black background, leaving only a transparency.  This 
allows for a much better view of the layer.  Of course, an additional option would be to add the layer 
to your simulation and then just remove it if you don’t like it.  Previewing is faster though. 

 
 

Sound 

First select the library that has your content and then select the media you want to use in the list to 
the right of the Preview Window.   
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Obviously, there is no visual preview of a sound file, so instead you’ll see an icon displayed for all 
sounds.  Once you’ve chosen your sound, click Add to place it within the current active window. 
 

 
 
A sound icon will appear in the top-left of the window in Author Mode, but will not be shown in 
Present Mode.  Although enclosed in a green selection box, you cannot move the icon on the screen.  
Furthermore, the sound will not play automatically until you’re in Present Mode. 
 

Preview a Sound Effect 

However, since it makes sense to preview a sound file prior to adding it, you can listen to the selected 
sound file by clicking on the Play button. 
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That completes the chapter on adding content with the Library Panel.  There are other ways to bring 
in different types of content, which we’ll take a look at in later chapters. 
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Applying Masks to Create Realism 
 
With a 2-dimensional, flat background, you’re probably thinking there is no way you can show fire or 
smoke coming from the other side of the structure.  You have this big hi-rise venting smoke on one 
side, but if you walk around the building, it disappears?  Obviously that isn’t realistic.  Enter the mask.   
 

What is a Mask? 

 
Dictionary.com defines a mask—amongst various definitions—as “anything that disguises or 
conceals.”  In Fire Studio, a mask operates as a layer that can conceal other layers placed behind it.  
Here is a simple example of what the same scene looks like, first without a mask, and then with:   
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

Without the mask, the smoke layer is sitting on top of the roof, maybe coming from the skylight if 
adjusted a bit more.  But that’s not what we want.  With the mask, the smoke appears to be coming 
from behind the house.  If our candidate were to walk around, he or she might see something like 
this: 

Without mask With mask 

http://dictionary.reference.com/browse/mask?s=t
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The masking tool in Fire Studio empowers you with the ability to create the illusion of 3d and is crucial 
in making your scene as realistic as possible.  Fortunately, gone are the days of having to cut out an 
entire section of the background photo to lay on top of your fire and smoke.  Let’s explore the easy 
steps to inserting a mask into your simulation! 
 
 

Placing a Mask into your Scene 

 
Inserting a mask layer into your simulation is as easy as clicking the Add New Mask button on the left-
side of the console. 
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A green box will appear in the active window. Clicking and dragging within the mask will let you move 
it.  
 

 
 
 

Changing the Size and Shape of a Mask 

 
At first glance, the mask appears to be outlined by the same kind of green line that other layers get 
outlined with.  However, upon inspection, you will notice a solid square on each of the four corners.  
These are your stretch points which allow you to bend and shape the mask to fit your needs.    
 
In the example below, we’ve moved the four points until they cover the smoke we want removed on 
the viewer’s side of the house: from the roofline down. 
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You can only form the mask into a four point shape, so if you need to work with a complicated setup, 
you’ll need to use additional masks.  For example, let’s take a look at how we could use multiple 
masks in the event the smoke were behind the chimney.  
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Placing the smoke layer behind the roofline and the chimney requires four masks to make it look 
as real as possible.  We’ve used a little Paint.net magic to show you all the masks as best as 
possible since normally you can only have one highlighted at a time.  Although it required more 
work, the end result looks very nice. 
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Like most other layers, a mask takes its place in the Window Layers panel, and can both cover layers, 
as well as be covered by layers on top of it.  Additionally, many of the layer properties for masks can 
be changed and events set for it.  More details on those aspects will be explained in upcoming 
chapters!   
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Adding Text 
 
Text can allow you to add information that participants need to be aware of, notes to the instructor 
controlling the scenario, possible actions a student might take, or even a selection of answers to a 
question posed by the trainer. 
 
Although added in a somewhat different manner than a fire or smoke layer, in most other ways text 
acts like any normal layer, allowing various properties to be modified. We’ll touch on that briefly in 
this section and cover the options in more detail later in the manual. 
 
On the left side of the console click on the button labeled Add New Text.  This will place a text layer 
into your active window, which for now will merely be labeled New Text.  Also note that the new layer 
appears in both the All Layers and Window Layers panels on either side of the console. 
 

 
 
Right away, the Edit Layer panel appears allowing us to change the text.  Text cannot be edited directly 
on the layer itself, you must use the panel at the bottom.   
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Click in the text box where it currently says New Text to change what’s written.   Press Enter on the 
keyboard.  ** DO NOT click on the Save Layer button! **  
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Not only does the text in the window change, but so do the labels in both of the layer panels.  
 
At this point, you can move the text layer like any other by clicking and dragging it, or make any 
further modifications using the Edit Layer panel.  The following two chapters will cover in detail what 
aspects can be changed amongst the various types of layers as well as managing layers in a broader 
sense. 
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Managing Layers 
 
For the most part, you’ll be using the Edit Layer panel to edit the various properties of your selected 
layer.  But before we get to that, let’s take a look at a few commands on the main console which also 
apply to layers. 
 
 

Moving Layers in Front of or Behind Other Layers 

 
Sometimes you will need to move a layer in front of another or vice versa; perhaps you want smoke in 
front of a fire, or a fire fighter in front of a water stream.  The Window Layers panel on the right-side 
of the console is not just a list of all the layers in the window, but a stack order of all the layers as well; 
a reversed stack actually.  The layers listed are in order from furthest behind to furthest in front.  The 
background layer will always be at the top, since it’s on the bottom, and your front-most layer will be 
at the very bottom of the list. 
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To move a layer in the stack, click on it to select it, and then use the Up or Down buttons to move the 
layer accordingly. 
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Removing a Layer 

 
If you need to remove a layer from your simulation, you merely need to select it and then click on the 
Clear button located at the left-side of the console. 
 

 
 
Click OK to proceed. 

 
 
The layer is now gone from the window as well as the Window Layers panel on the right.  However, 
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note that it is still listed in the All Layers panel on the left.   
 

 
 

Deleting a Single Unused Layer from the All Layers Panel 

 
In the previous section we removed a layer from a window but saw that it still remained in the All 
Layers panel.  Earlier in the manual we learned that the All Layers panel contains a list of every single 
layer in the entire simulation.  It also happens that even cleared layers will remain on the list; that is, 
until you remove them. 
 
An unused layer refers to a layer that is no longer present in any slide of your current simulation. 
To remove a single unused layer, click on it to select it.  You will know the layer is not being used 
because the Clear button will light up. 
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Click on the Clear button.  A warning dialogue will appear.  Click OK to proceed. 
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The unused, selected layer is removed from the All Layers panel and the buttons once again go dark. 
 

 
 
 

Clearing All Unused Layers 

 
Over the course of your simulation, you may add and remove many layers.  As a result, you could end 
up with many unused layers, though you might not remember which are unused.  Instead of clicking 
on each layer to find the unused one, you can simply wipe them all out.  Fortunately, it is very easy to 
clean out these layers by using the Clear Unused Layers button, which lights up when any unused 
layer exists, regardless of what layer you have currently selected. 
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In the example below, there are three unused layers on the All Layers panel.  Currently, a different 
layer is selected.  You do not need to select one of the unused layers in order to use the Clear Unused 
Layers button. 
 

 
 
Clicking Clear Unused Layers will bring up a confirmation dialogue box.  Click OK to proceed. 
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All of the unused layers will be cleared from the All Layers panel.    
 

 
 
As a matter of good practice, you should flush out these unused layers prior to your final save of the 
simulation as well as prior to exporting. 
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Adding a Layer from the All Layers Panel 

 
If you have a layer in the All Layers panel you’d like to duplicate and place into your current active 
window, you can do so by selecting the layer and clicking the Add button just below the panel.   

 
A duplicate of the selected layer will be added—even a selected layer that is unused in the simulation.  
If you have been asking yourself why keep unused layers at all, this is your answer. 

 
This can be a convenient way to quickly add a layer you’ve already configured.   
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Finding a Layer in Your Libraries 

 
The Find in Library command allows you to locate the selected layer amongst all of the libraries you 
currently have loaded.  If you've modified a layer, but want to add the original, this command will 
locate that layer for you to add. 
 
Select a layer in the All Layers panel; you’ll be searching for the original of this selected layer.  If you 
don't have a library loaded that contains the original, or you've selected a mask, the Find in Library 
button will not be lit. 
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Click on the Find in Library button. 

 
 
The Library Panel will automatically open and highlight the correct library and content.  If you like, you 
can now add the original as you would normally add content: with the Add button. 
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Replacing One Layer with Another 

 
The Replace from Library command allows you to swap a layer present in your simulation with one 
from the library.  What makes this method unique is that the new layer retains the same values as the 
old.  Size, rotation, animation speed, and so on, are all examples of values which would carry over.  
Doing this would allow you to test different layers in your scene without losing any property 
adjustments made to it.  Configuring your layers will be covered in the next chapter, but for now let’s 
look at the steps to layer replacement.   
 
Select the layer you want to replace in your current window.  Next, find the layer you want to replace 
it with and select that one as well.  You can only replace a layer with another of the same type: 
background with background and sound with sound.  Any of the other types of layers such as fire, 
smoke, clip-art, etc. can be replaced by any of those as well: fire with smoke, clip-art with fire, video 
clip-art with placards, and so on. 
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Click on Replace from Library and the layer image will change, whilst keeping all other properties the 
same. 
 

 
 
Of course, at this point, you can make modifications to the layer as normal, or replace the layer again 
if need be.  At the least, it may be a good idea to rename the layer to something more appropriate.  
We’ll explore how to do just that in the next chapter! 
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Basic Layer Edits 
 
Fire Studio allows for many properties of the layers to be customized in the Edit Layer panel.  Layers 
can be made larger, smaller, rotated, and skewed.  You can change the coloring, speed up the 
animation, or have them fade-in.  In this chapter, we’ll look at the core elements that most users will 
work with regularly and then cover, in the following chapter, the more advanced features.  Events, 
being slightly more complicated that adjusting values, will be covered in the next chapter.   
 
Due to differences in layers, not all of the same features are found for each type of layer.  A sound 
layer would not need an animation speed setting, for example.  Keep this in mind when you are 
editing a layer and don’t see a particular value to change; the software is intentionally designed to 
hide features that are not applicable.  That being said, many, if not most, of the same values are 
available for all types of layers.    
 
 

Common Controls 

 
To edit any kind of layer you merely need to select it then click on the Edit button located on the right-
side of the main console.  This will bring up the Edit Layer panel appropriate to the layer you have 
selected.  Similarly, when you are done editing the layer, click on the Finish Editing button on the 
right-side of the main console, which will now be highlighted in red. 
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Changing Values 

 
You have several methods for changing the various properties in each category.  Below is the standard 
interface you’ll use. 
 

 
 
 
 
 

Slider Bar 
Click and hold on the slide bar toggle, 
then drag left and right to adjust. 

Mouse Wheel 
Click on the slider bar toggle once, then 
you can use the scroll wheel on your 
mouse to adjust the value. 

Plus and Minus Buttons 
Increases and decreases the value by 1, 
respectively. 

Type in the Value 
Click where the value is listed and then 
type in a new value.  Press Enter when 
done. 

Set to 0 Button Click this button to set the value to 0. 

 
 
 
Some values are merely on and off boxes: marked for on, unmarked for off.  Click on them to change 
the settings. 
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Ambient Color 

 

 

Red 

Adjusts the ambient red in the selected layer.  For backgrounds, Fire Studio detects full ambient color 
to start and so sets the value to 255.  Other visual layers such as clip-art, fire, smoke, etc. are 
interpreted to having no ambient color, so values begin at 0. 
 

Green 

Adjusts the ambient green in the selected layer.  For backgrounds, Fire Studio detects full ambient 
color to start and so sets the value to 255.  Other visual layers such as clip-art, fire, smoke, etc. are 
interpreted to having no ambient color, so values begin at 0. 
 

Blue  

Adjusts the ambient blue in the selected layer.  For backgrounds, Fire Studio detects full ambient color 
to start and so sets the value to 255.  Other visual layers such as clip-art, fire, smoke, etc. are 
interpreted to having no ambient color, so values begin at 0. 
 

Copy & Paste (Ambient Color & Resource) 

The Copy and Paste buttons allow you to copy the values within the current data panel so it may then 
be pasted onto that of another layer.  Only the values of the same category can be pasted.  For 
example, Ambient Color values of one layer can only be pasted into the Ambient Color fields of 
another layer.  Resource values of one layer can only be pasted into the Resource fields of another 
layer.  Note that the Copy and Paste buttons you see within Diffuse Color, Position, and Events work a 
little differently and will be covered in the next chapter.  Additionally, the steps to copying and pasting 
values will be looked at in more detail in the next chapter as well. 
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Diffuse Color 

 
 

 

Red  

Diffuses the red color from the selected layer.  For backgrounds, Fire Studio does not detect ambient 
color to start and so sets the value to 0.  Other visual layers such as clip-art, fire, smoke, etc. are 
interpreted to having full ambient color, so values begin at 255.  You cannot diffuse color from a 
background until you’ve added to its ambient color. 
 

Green  

Diffuses the green color from the selected layer.  For backgrounds, Fire Studio does not detect 
ambient color to start and so sets the value to 0.  Other visual layers such as clip-art, fire, smoke, etc. 
are interpreted to having full ambient color, so values begin at 255.  You cannot diffuse color from a 
background until you’ve added to its ambient color. 
 

Blue 

Diffuses the blue color from the selected layer.  For backgrounds, Fire Studio does not detect ambient 
color to start and so sets the value to 0.  Other visual layers such as clip-art, fire, smoke, etc. are 
interpreted to having full ambient color, so values begin at 255.  You cannot diffuse color from a 
background until you’ve added to its ambient color. 
 

Alpha 

This property adjusts the transparency of the layer.  By default, the layer will begin at its highest level, 
which means it isn’t transparent at all.  As you lower the Alpha value, you’ll be able to see through the 
layer as it fades.  Setting the value to 0 makes it completely invisible.  In other programs, this feature 
is sometimes referred to as opacity. 
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Position 

 
 

 
 

Position X  

Adjusts the X coordinate of the layer: moves the layer left and right. 
 

Position Y 

Adjusts the Y coordinate of the layer: moves the layer up and down. 
 

Rotation 

Turns the layer in a clockwise or counter-clockwise direction. 
 

Scale  

Makes the layer smaller or bigger, maintaining the dimensional ratio. 
 

Point 1/Point 2/Point 3/Point 4 

These are the four corner point coordinates for a mask.  Adjust the X point to move the corner left 
and right.  Adjust the Y point to move the corner up and down.   
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Resource 

 

 

Resource Path 

An informational value only, the Resource Path field displays the selected layer name and the library it 
is located in.  This information can be very helpful if you ever end up with missing content, giving you 
the details necessary to find the media, and put it back into the library it needs to be in.  
 

Slides with Layer Instances 

This panel shows the occurrences of the selected layer in the entire simulation.  Only linked layers and 
backgrounds which were copied with Add Slide will appear more than once however.   
 

Width  

Increases or decreases the width of the layer.  Adjustment occurs symmetrically from the center of 
the layer.  This field changes between Width, ScaleX, or blank depending on the type of layer selected.   
 

ScaleX 

Stretches a text layer to the right, anchoring the left border where it is.  This field changes between 
Width, ScaleX, or blank depending on the type of layer selected.   
 

Height 

Increases or decreases the height of the layer.  Adjustment occurs symmetrically from the center of 
the layer.  This field changes between Height, ScaleY, or blank depending on the type of layer 
selected.   
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ScaleY 

Stretches a text layer down, anchoring the top border where it is.  This field changes between Height, 
ScaleY, or blank depending on the type of layer selected.   
 

Animation Loop  

An on or off value that determines if the layer repeats its animation forever (on) or plays just once 
(off).  This field changes between Animation Loop, Sound Loop, or blank depending on the type of 
layer selected. 
 

Sound Loop 

An on or off value that determines if the sound repeats forever (on) or plays just once (off).  This field 
changes between Animation Loop, Sound Loop, or blank depending on the type of layer selected. 
 

Anim. Speed 

Animation speed changes the number of frames per second for the layer.  This value can be set higher 
to make the animation faster, to 0 to make the layer freeze, or to a negative value to reverse how it 
plays.  This field changes between Anim. Speed, Volume, or blank depending on the type of layer you 
have selected.   
 

Volume 

When controlling volume for a sound layer, it will be used to reduce the default sound value of 100 
down to 0.  This field changes between Anim. Speed, Volume, or blank depending on the type of layer 
you have selected.   
 

Copy & Paste (Ambient Color & Resource) 

The Copy and Paste buttons allow you to copy the values within the current data panel so it may then 
be pasted onto that of another layer.  Only the values of the same category can be pasted.  For 
example, Ambient Color values of one layer can only be pasted into the Ambient Color fields of 
another layer.  Resource values of one layer can only be pasted into the Resource fields of another 
layer.  Note that the Copy and Paste buttons you see within Diffuse Color, Position, and Events work a 
little differently and will be covered in the next chapter.  Additionally, the steps to copying and pasting 
values will be looked at in more detail in the next chapter as well. 
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Effect 

 

 

Skew 

Moves the bottom and top of the layer in opposing directions along the X axis.   
 

Perspective  

Rotates the layer around the Y-axis.   
 

Horizontal Flip  

Flips the layer across the Y-axis (left/right). 
 

Vertical Flip  

Flips the layer across the X-axis (up/down). 
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Advanced Layer Edits 
This chapter covers the more advanced aspects of layers you can edit as well as ways to make them 
perform actions, become interactive, or control the flow of your simulation.  Before proceeding into 
this chapter, you should have a firm handle on all of the core values of layers and on Fire Studio as a 
whole. 
 

Saving a Layer 

 
If you've created a layer you would like to bring into another simulation, you can save it as a separate 
.DCD file. 
 
Once you have the layer the way you’d like it, click on the Save Layer button. 
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A navigation screen will appear to allow you to browse to the folder you want to save the layer in.  
Type in a name for your layer and then click Save. 
 

 
 
At this point, the layer .DCD file is saved as a separate file, but you will need to use Load Layer on the 
Library Panel in order to bring it back into Fire Studio.  Keep in mind that .DCD files do not contain the 
entire animation but modification settings of the original animation file.  If you save a layer based on 
one of the default elements, those will always be available.  However, if you create a custom layer 
.DCD based on your own custom media or add-on media you’ve downloaded from 
digitalcombustion.com, you must make sure that additional content is loaded into any installation of 
Fire Studio where you plan to use your .DCD file.   
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Copying Ambient Color or Resource Values from one Layer to 
Another 

 
Sometimes you may want to modify the color of several layers in your scene in order to make them 
look similar, despite using different animations.  For example, you may want several kinds of smoke in 
your view, all of the same color, but flowing differently—using different smoke animations.  Instead of 
manually changing the color for each one, you can create the first one then copy the Ambient Color 
settings to paste onto all the others.  Resource values can also be copied using the same general steps. 
 
Select the layer whose color you want to copy.  In the example below, we’ve selected the greenish 
vapor release and want to match the other smoke layer to it. 
 

 
 
Click on the Edit button to enter the Edit Panel. 
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Change to the Ambient Color category.  You can see the settings we’ve changed to the three ambient 
colors to achieve the greenish appearance. 

 
Click on the Copy button to copy the color properties. 

 
Select the layer whose colors you want to change. 
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Click on the Edit button to enter the Edit Panel. 
 

 
 
Change to the Ambient Color category.  The current settings are all 0 which reflects the default color 
of the layer. 
 

 
Click on Paste to paste the color properties.  Done! 

Do the colors not match exactly? 

 
Keep in mind that many of the layers do not begin with the same coloring: one smoke may be darker 
than another, for example.  When changing the Ambient or Diffuse Color values, you are modifying 
the original base color: adding or removing red, green, and blue.  Therefore your end result may 
appear slightly different than the layer you copied from.  Make adjustments to the color properties, as 
necessary, until you’re satisfied.   
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Making a Layer Instance Unique (Unlinking a Layer) 

 
If you’ve copied a slide then every layer will be linked to the original.  But in many cases you may not 
want all of the layers linked.  You may want to have some grow larger, smaller, or in some other way 
change without affecting the counterpart layers in the original. 
 
First you’ll need to identify which layer you want to make unique.  You can select the layer directly 
from the viewing area or click on its label in the right-side Window Layers panel.  You’ll notice the box 
surrounding the layer is red instead of green.  This signifies a linked layer. 
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Now click on the button labeled Make this instance unique.  A warning dialogue will pop up.  Click OK 
to proceed. 
 

 
The link between this layer and the others will be severed.  Instead of a red box around the layer, 
there is now a green box. 
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Renaming a Layer 

 
Sometimes you want to label your layers in order to easily differentiate one from another.  Instead of 
the default name that Fire Studio assigns, you can set your own! 
 
 
Select the layer you want to rename and click Edit. 
 

 
 
 
Click in the field labeled Layer Name.  A blinking cursor will appear.  Edit the text to whatever you 
would like and press Enter.  DO NOT click on the Save Layer button!  This is a different feature for 
saving the layer to a file a .DCD file. 
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You will immediately notice the name change take effect in both layer panels. 
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Changing a Layer’s Color over Time 

 
In Fire Studio 6, you can set any layer to change its color over a period of time.  The coloring and 
speed of the change are entirely up to you. 
 
Select the layer you want to work with and click Edit to enter the Edit Panel.  In the example below, 
we’ve selected the smoke layer.   
 

 
 
Change to the Diffuse Color category. 

 
 
(Optional): Modify the values for Red, Green, Blue, and Alpha until the layer appears how you initially 
want it to. 
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Click on Set to make this appearance your starting point. 
 

 
Move the time slider bar to the point where you want the color change to be complete.  In the picture 
below, it’s been set to 10 seconds.  So at the 10 second mark, the layer will be finished transitioning to 
the new color settings we’ll set in the next step. 
 

 
Adjust the Red, Green, Blue, or Alpha properties to the desired end result.  In the example below, only 
the Alpha property has been changed.  The selected layer will darken as a result. 
 

 
Click on Set to lock in the values at the appointed time.  If you only want one transition, then you are 
done! 
 

 

Multiple Transitions over Time 

 
By repeating steps 5-7, you can setup multiple changes in your layer over time.  You can have smoke 
darken, hold at a specific color for a time, then change color as the fuel changes.  Similarly, you can 
fluctuate the color of clip-art to simulate warning lights or other indicators.   
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Deleting Key Frames 

 
If you make a mistake or want to change how a layer transitions, you can easily delete any of the key 
frames you’ve setup for the layer.   
 
Move to the specific key frame using either the slider bar or the arrow buttons.  The Key Frame 
Forward and Key Frame Back buttons are typically the best way.  Note that when you’re at a key frame 
the time will change color to red. 
 

 
 
Click on the Clear button to remove that key frame.  Done! 
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Changing a Layer’s Position or Size over Time 

 
In Fire Studio 6, you can set any layer to move across the screen over a period of time.  The direction, 
stopping points, and speed of the movement are entirely up to you.  You may want to show an engine 
arriving on-scene or perhaps someone moving amidst a smoke-filled window. 
 
STEP 1 
 
Select the layer you want to work with and click Edit to enter the Edit Panel.  In the example below, 
we’ve moved the engine off-screen so it does not initially appear.  Our objective will be to have it 
arrive on-scene from the left. 
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STEP 2 
 
The Edit Panel begins on the Position category, which is what we want.  You can see the current 
positional settings of the engine and also note that we are currently at the zero-second mark. 
 

 
 
STEP 3  
 
Next we want to move the time bar to reflect the moment we want the engine to arrive at the 
location we’ll set in the next step.  In the example, we’ve set this to 10 seconds. 
 

 
 
STEP 4  
 
Now we need to move the engine to the position we want it in at the 10-second mark.  In this 
example, since we’ve moved the engine off the screen, we’ll need to use the buttons or slider bars to 
bring it back into view.  At that point we can continue to use the sliders and buttons, or click and drag 
the layer directly in the viewing area.   
 
CLICK AND DRAG  
 
If you click and drag, once you release the mouse button, you will hear a clicking noise like an old-
fashioned camera snapshot.  The selection border around the layer will also turn yellow.  This 
represents the selected layer has an animation associated with it.  If you make a mistake and let it go 
in the wrong spot, don’t worry!  Just move it where it needs to be and Fire Studio will remember. 
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SLIDERS AND BUTTONS 
 
If you use the slider bars or buttons to move the clip art, you will not automatically get the clicking 
noise or the yellow highlight.  This is because it would do so after every press or slight movement.  
Therefore, move the layer to the position you want, and then when ready, click on the Set button to 
lock in that position. 
 
Regardless of whichever method you use, you will notice the time has changed to red.  This indicates 
a key frame has been set at that point in time. 

 
 
STEP 5 
 
Click on Finish Editing to see the results of your work! 
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Evolving Size 

 
Having a layer change its size over a period of time works in the same way as position, but instead of 
moving the layer to a new position, you need to change the Scale value.  However, as the size of the 
layer increases, the position may shift from where you want it to be.  Often times, you will also need 
to slightly adjust the positioning as well. 
 
Let’s take a look at the example below to see how we would grow smoke over time while keeping its 
position exactly where we want.  The information below assumes you have read through the prior 
section on changing a layer’s position over time.  
 
 

 
In the scene above, we’ve added a gray smoke layer and reduced its size down to a Scale value of 64.  
We want the smoke to begin small, emanating from a doorway in the abandoned building, and then 
to slowly begin growing. 
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STEP 1  
 
For this example we’ll set the timer bar to 10 seconds.  That means over the course of 10 seconds, the 
smoke layer will grow to the size we set in the next step.   

 
STEP 2 
 
Now increase the Scale of the smoke to 115.  Notice how the smoke layer moves out of place?  
Instead of coming out of the door it appears to be coming out of the wall or window. 
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STEP 3 
 
Click and drag the smoke layer back to the correct position.  The first time you release the mouse 
you’ll get the clicking sound that represents a key frame being set.  Don’t worry if you need to move it 
again.  You can always adjust it at the 10-second mark and the location (and other settings) will be 
updated. 
 

 
STEP 4  
 
Click on Finish Editing and see the smoke layer grow! 
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Events (part 1): Timed Starts and Finishes 

 
Events in Fire Studio 6 refers to special actions associated with a layer.  This section, Events (part 1), 
will cover applying a timed delay to the start of a layer as well as a timed duration.  In other words, 
the layer will appear after X amount of time, and disappear after Y amount of time, respectively. 
 
STEP 1 
 
First insert your background and place the layer you wish to appear after a delay.  For this example, 
we’ll be using a propane vapor animation to represent a leak at an industrial facility.  Select the layer 
if it isn’t already.   
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STEP 2  
 
Click on the Edit button located at the right of the console.  This will bring up the Edit Layer panel. 

 
STEP 3 
 
Click on the Events button on the far left to change to the Events category. 
 

 
STEP 4 
 
Check the Events Enabled box to bring up all Event options. 

 
 
STEP 5  
 
Move the slider bar to the right until the time displayed reaches the point you want the layer to 
appear.  For this example, we will set it to 5 seconds.  If you wanted to fade in the layer, this time 
would represent when the fade process begins.  Fading will be discussed in the next section. 
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STEP 6 
 
Click on the Start button to make this point where the layer starts.  After doing so, you will see the 
start time displayed in yellow. 

 
 
 
 
 
STEP 7 
 
Now that we have a start time, we’ll proceed to setup an end time.  Move the slider bar to the right 
until the time displayed reaches the point you want the layer to disappear.  For this example, we will 
set it to 15 seconds, which means 15 seconds from the start of the slide.  If you wanted to fade out 
the layer, this time would represent when the fade process begins.  Fading will be discussed in the 
next section. 

 
STEP 8  
 
Click on the End button to make this point where the layer ends.  After doing so, you will see the end 
time displayed in yellow. 
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STEP 9  
 
Click on Finish Editing and you’re done!  To confirm your layer is appearing and/or disappearing 
correctly, you’ll need to switch to Present Mode. 
 

 
 
 

Events (part 2a): Fading a Layer In and Out, Timed 

 
Events in Fire Studio 6 refers to special actions associated with a layer.  This section, Events (part 2a), 
will cover applying a timed fade-in and a timed fade-out to a layer.   
 
STEP 1: First insert your background and place the layer you wish to fade in.  For this example, we’ll be 
using a propane vapor animation to represent a leak at an industrial facility.  Select the layer if it isn’t 
already.   
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STEP 2: Click on the Edit button located at the right of the console.  This will bring up the Edit Layer 
panel. 
 

 
STEP 3: Click on the Events button on the far left to change to the Events category. 
 

 
 
STEP 4: Check the Events Enabled box to bring up all Event options. 
 

 
STEP 5: Move the slider bar to the right until the time displayed reaches the point you want the layer 
to be fully in view.  For this example, we will set it to 5 seconds.  That means the layer will fade in over 
a period of 5 seconds at which point it will be completely visible.  In this case the layer will begin 
fading in once this slide begins.  If we wanted a delay before the fade begins we would set a start time 
to the layer.  Refer to Events (part 1) for details. 
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STEP 6: Click on the Fade In button.  After doing so, you will see the fade in time displayed in yellow. 
 
 
 
 
STEP 7: Now that we have the layer fading in, we will setup the layer to fade out.  Move the slider bar 
to the right until you reach the time at which you want the layer to begin fading out.  In this example, 
we’ll set the time to 15 seconds.   

 
STEP 8: Click on the End button.  After doing so, you will see the end time displayed in yellow. 
 

 
STEP 9: Now move the slider to the right again until you reach the point where you want the layer to 
be completely gone.  In this example, we’ll set it to the 20-second mark.  In other words, it will take 5 
seconds for the layer to fade out. 

 
STEP 10: Click on the Fade Out button.  After doing so, you will see the fade out time displayed in 
yellow. 

 
STEP 11: Click on Finish Editing and you’re done!  To confirm your layer is appearing and/or 
disappearing correctly, you’ll need to switch to Present Mode.  You can bring up the interface with the 
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I key to check the timing of the fades. 
 

 
 
 
 

Events (part 2b): Fading a Layer In and Out, by Keystroke 

 
Events in Fire Studio 6 refers to special actions associated with a layer.  This section, Events (part 2b), 
will cover applying a fade-in and fade-out to a layer, activated by a button on the keyboard; also 
referred to as an Event Key.  The steps are similar to those outlined in Events (part 1b) so we’ll be 
using the same imagery. 
 
STEP 1: Insert your background and place the layer you wish to fade in.  Select the layer if it isn’t 
already.   
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STEP 2: Click on the Edit button located at the right of the console.  This will bring up the Edit Layer 
panel. 

 
STEP 3: Click on the Events button on the far left to change to the Events category. 

 
STEP 4: Check the Events Enabled box to bring up all Event options. 

 
STEP 5: Move the slider bar to the right until the time displayed equals the amount of time you want it 
to take for the layer to fade in.  For this example, we will set it to 5 seconds.  That means the layer will 
fade in over a period of 5 seconds at which point it will be completely visible.  Note that when using 
Event Keys, the times you are setting represent a slightly different meaning compared to timed layers.  
Instead of setting a starting or ending point, you are setting the duration of the fade, which may be 
activated at any time the slide is up.   

   
STEP 6: Click on the Fade In button.  After doing so, you will see the fade in time displayed in yellow. 
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STEP 7: To set the fade to begin with a keystroke, click on the box next to Start Layer on Key, then 
select the number you want as the assigned key.  By default it will be set to 1.  Note that these 
numbers refer to the numbers on your number pad or by a combination keypress of Ctrl + <number 
above the letters>. 
 

 
 
STEP 8: Now that we have the layer fading in, we will setup the layer to fade out.  Move the slider bar 
to the right until you reach the time at which you want the layer to begin fading out.  In this example, 
we’ll set the time to 10 seconds.  Remember that we are setting a fade out duration, so if we wanted 
the fade out time to be a shorter period than the fade in, we would move the slider to the left until 
we reached the duration we wanted (2 seconds for example).  Or if we wanted the same length of 
time we would leave the slider as is on the 5 second mark.   
 

 
 
 

      
STEP 9: Click on the Fade Out button.  After doing so, you will see the fade out time displayed in 
yellow. 
 

 
STEP 10: To set the fade out to begin with a keystroke, click on the box next to End Layer on Key, then 
select the number you want as the assigned key.  By default it will be set to 1.  Note that these 
numbers refer to the numbers on your number pad or by a combination keypress of Ctrl + <number 
above the letters>.  You can set this number to be the same as the fade in if you like or a different 
number.   
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STEP 11: Click on Finish Editing and you’re done!  To confirm your layer is appearing and/or 
disappearing correctly, you’ll need to switch to Present Mode.  You can bring up the interface with the 
I key to check the timing of the fades. 
 

 
 
 
FINAL NOTE: If you decide to remove a fade in or fade out, you can move the slider bar all the way left 
to the 0 time mark and then click on the Fade In or Fade Out buttons according to which you wanted 
to remove. 
 

Events (part 3): Automatic Slide Change upon Event Conclusion 

 
Events in Fire Studio 6 refers to special actions associated with a layer.  This section, Events (part 3), 
will cover setting up the layer to trigger a slide change when it has completed: faded-out, timed out, 
or completed its animation cycle.  This feature can be especially useful if you want to show a change 
in the scene based off of the event, such as damage after an explosion or knockdown smoke after a 
spraying a fire.   
 
STEP 1: Using what you’ve learned from this guide so far, setup your basic scene that includes the layer 
in which you want to trigger the automatic slide change.  In the example we’re using, we’ve setup a 
hose line spraying the area where a fire is located.  Our goal is to automatically have this scene change 
to the next slide after 2 minutes of spraying, which will show the fire knocked down.  You could also 
setup the fire and smoke to fade out gradually, and the knockdown smoke to fade in.  However, for 
this example, we want the knockdown on its own slide in the event we may want to jump to it from 
other slides in the scenario.  The image below represents slide 1 in our scenario. 
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STEP 2: Before setting the automatic change on the layer, we need to have the knockdown slide in 
place.  You can always edit it further later, but at least the slide has to be created.  In the example 
below, we’ve already set it up how we want it to appear.  The image below represents slide 2 in our 
scenario. 
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STEP 3: Change back to Slide 1 and select the layer that will trigger the automatic change—in this case 
the water jet.  Click Edit. 
 

 
 
STEP 4: Click on the Events button on the far left to change to the Events category. 
 

 
 
 
 



  
Fire Studio 6 Page 218 

 

STEP 5: Check the Events Enabled box to bring up all Event options. 
 

 
STEP 6: Move the slider bar all the way to the right.  Notice that it caps out at 1-minute?   
 

 
 
STEP 7: Just to the right you’ll notice a box with 01:00 (1-minute) shown in green.  This shows us the 
current maximum time limit.  By default it is set to 1-minute to allow for an easier time with precise 
settings by seconds.  But in this case we need to extend that time—which will in turn adjust the scale 
of the slider bar.  Click on the + button just above Exit and you’ll notice the maximum time in green 
change to 02:00.  Additionally, the slider bar moves back to the middle since it is still at the 1-minute 
mark out of a maximum 2-minutes.   
 
 

 
STEP 8: Slide the bar all the way to the right now and we’ll see the time set to 2 minutes. 
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STEP 9: Click on the End key.  This sets the layer to end at the 2 minute mark we just set.  You will see 
the end time displayed in yellow. 

 
STEP 10: Next check the When Layer Ends box.  This setting tells Fire Studio that an event will occur 
when the selected layer has ended. 

 
When Layer Ends Options: Once you check the When Layer Ends box, a new property will appear 
allowing you to specify what will occur.  The options will include: RestartSlide, GoToNext, GoPrevious, 
GoToSlide, and RestartLayer.  All of them are fairly self-explanatory but here is a quick rundown of 
what each will do: 
 

RestartSlide:  Refreshes the current slide, starting timers, layers, and events over again. 
GoToNext:  Advances to the next slide (numerically) in the simulation.  Example: Slide 1 to 

2. 
GoPrevious:  Moves to the previous slide (numerically) in the simulation.  Example: Slide 2 to 

1. 
GoToSlide: Jumps to any slide & windows of your choice. 
RestartLayer: Resets events and the animation of the currently selected layer. 

 
 
STEP 11: Click on the right arrow key to change the event to GoToNext. 
 

 
STEP 12: Click on Finish Editing and you’re done!  To confirm your simulation is advancing properly, 
you’ll need to switch to Present Mode.  Go to the slide which has the layer you’ve edited and after the 
set time (2 minutes for the example) has passed, you should see the slide automatically change to the 
next one.   

 
FINAL NOTE: We could have also used GoToSlide to accomplish the same task and to even set a specific 
window to change to.  For most simple simulations, however, GoToNext will work fine.  Advancing to 
the next slide after a set time, regardless of any layer events, is setup slightly differently, and will 
covered in another chapter of this manual. 
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Events (part 4): Clickable Layers (Nav. Icons, Text, Clip-Art, etc.) 

 
Events in Fire Studio 6 refers to special actions associated with a layer.  In this section, Events (part 4), 
we will look at setting up clickable layers.  That is, triggering some kind of action by clicking on the 
layer with the mouse.  For this section, we’ll use as an example, creating buttons to simulate moving 
around a structure. 
 
STEP 1: Start by changing to Four Window View, adding backgrounds for the front, right, back, and left 
views, in that order, windows 1-4.   
 

 
 
STEP 2: Next we’ll add the navigation icons that will change the window and thus the view.  In this step 
we just add all the icons and will next make the appropriate modifications to make them work.  It 
does not matter where you place the icons but it’s a good idea to place them where the viewer can 
reasonably understand what they imply.  In the example, we’ve placed them in the bottom corners 
and will use them to represent moving around the building. 
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STEP 3: Now it is time to configure the icons.  In the window 1, select the icon pointing in a 
Northeasterly direction. 
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STEP 4: Click on the Edit button located at the right of the console.  This will bring up the Edit Layer 
panel. 
 

 
STEP 5: Click on the Events button on the far left to change to the Events category. 
 

 
STEP 6: Check the Events Enabled box to bring up all Event options. 
 

 
STEP 7: Now check the Mouse Click Ends Layer option.  In some cases you may want the layer to 
simply disappear, which is why it is listed as ends layer.  If that were the case, you would be done with 
the icon at this point.  But since we are creating navigation icons, we want to trigger a change in views 
with the mouse click.   
 

 
STEP 8: Check the When Layer Ends box.  This setting tells Fire Studio that an event will occur when 
the selected layer has ended. 
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When Layer Ends Options: Once you check the When Layer Ends box, a new property will appear 
allowing you to specify what will occur.  The options will include: RestartSlide, GoToNext, GoPrevious, 
GoToSlide, and RestartLayer.  All of them are fairly self-explanatory but here is a quick rundown of 
what each will do: 
 

RestartSlide:  Refreshes the current slide, starting timers, layers, and events over again. 
GoToNext:  Advances to the next slide (numerically) in the simulation.  Example: Slide 1 to 

2. 
GoPrevious:  Moves to the previous slide (numerically) in the simulation.  Example: Slide 2 to 

1. 
GoToSlide: Jumps to any slide & windows of your choice. 
RestartLayer: Resets events and the animation of the currently selected layer. 

 
STEP 9: Click on the right arrow until it changes to GoToSlide. 
 

 
STEP 10: We do not need to change the slide number as we’re merely creating a walk-around using 
the 4 windows of this slide.  Instead, change the window setting to window: 02. 

 
STEP 11: All of the changes are complete for this navigation icon.  Click on Finish Editing. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



  
Fire Studio 6 Page 224 

 

STEP 12: Repeat the steps for each of the other navigation icons, setting the respective window setting 
for each.  Below is a cheat sheet showing which window number should be set for each icon.  We’ve 
also labeled the four windows for reference.   
 

 
 
STEP 13: Now that we’ve setup each icon, we’ll want to change back to the single window mode.  We 
want the viewer to see only one at a time after all.  First click on window 1 so that it is selected, as in 
the picture above.   
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STEP 14: Now click on the Four WinView button or press S.  Your image should appear like the 
screenshot below. 
 

 
 
STEP 15: Click on Finish Editing if you’re still in the Edit Panel and then press P to change to Present 
Mode.   Test your settings by clicking on the navigation icons.  If everything is setup correctly, they 
should simulate walking around the structure.  Keep in mind that if you copy this slide, the icons will 
transfer over, but you’ll need to copy over the Event properties separately.   
 
 
 
 
 
 

Events (part 5): Opening a Web Page by Mouse-Click 

 
Events in Fire Studio 6 refers to special actions associated with a layer.  In this section, Events (part 5), 
we will cover opening up a web page by clicking on a layer with the mouse.   
 
STEP 1: Insert the layer you want to use to trigger the website.  In the example below, we’ll be using a 
navigation icon to represent moving to another location, to see the simulated incident from another 
angle.   
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STEP 2: Click on Edit to bring up the Layer Edit panel, and then click on Events to change to that 
interface. 
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STEP 3: If the Event Enabled box is not checked, do so now.  Marking this box will light up the other 
options. 

   
 
STEP 4: To setup this layer to open a website, check the box labeled Mouse Click Opens Link.  
 

 
STEP 5: Now we will paste the URL from our browser into the long text field located just between the 
check boxes and the Paste WebLink button.  You can copy the URL just like you would copy any text: 
Ctrl + C for PC users and Command + C for Mac users.  Once you have copied the URL text, click on 
Paste WebLink.  This will paste the copied URL into the field.  In the example below, you can see the 
URL is very long and continues beyond the edge to the right.  That is ok. 
 

 
STEP 6: You should now test the link to make sure it opens to the exact website you intended.  Click on 
Open WebLink to do so.  Your browser should launch and navigate to the website URL you pasted.  In 
this example, we’ve used Google Maps® as our URL to show a different view.  You could have easily 
shown an overhead map view or anything else you have setup on a website. 
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STEP 7: The last step is to click on Finish Editing.  Remember that clickable or keypress events are not 
active in Author Mode, but can be tested in Present Mode. 
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Lights, Camera, Action 
 
In this chapter we’ll learn how to apply lighting changes and camera positioning to your scenes, both 
statically and dynamically.  In other words, you can change the lighting of a scene, and retain that 
lighting throughout your entire simulation, or you can have the lighting change over time, such as if 
the sun were coming up or going on.  Similarly, you can zoom in and focus on a certain part of your 
scene, and do so from the start, or over a period of time.  Finally, we’ll also look at setting up your 
slides to automatically progress your simulation over time.   
 

Edit Window 

 
To access the abovementioned features, you will need to use the Edit Window button located on the 
right-side of the console.  Be sure to select the window you want to edit first!  Just as with editing 
layers, you will also use the Finish Editing button when you are done. 
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Changing Values 

You have several methods for changing the various properties in each category.  Below are the 
standard interfaces you’ll use. 
 
 

 
 

Slider Bar 
Click and hold on the slide bar toggle, 
then drag left and right to adjust. 

Mouse Wheel 

Click on the slider bar toggle once, then 
you can use the scroll wheel on your 
mouse to adjust the value. 

Plus and Minus Buttons 
Increases and decreases the value by 1, 
respectively. 

Type in the Value 

Click where the value is listed and then 
type in a new value.  Press Enter when 
done. 

Set to 0 Button 
Click this button to set the value to 0. 

 
 
Some values are merely on and off boxes: marked for on, unmarked for off.  Click on them to change 
the settings. 
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Working with Key Frames 

 
At the bottom of the panel is a slider bar.  This one specifically can be called the Timer or Timeline Bar.  
You will use this when setting your timeline for lighting and camera changes, as well as for slide 
duration.  The buttons below it all perform functions related to the Timer Bar.     

 

 

 
Moves to the previous or next key frame, 
respectively. 

 
Moves forward or back 1 second or 1 
frame, depending on your setting. 

Set 
Sets a new key frame at the current point 
in the timeline. 

Clear 
Removes a key frame from the current 
point in the timeline. 

Copy 
Copies the values at the current key frame. 

Paste 
Sets a new key frame at the current point 
in the timeline with the values copied. 
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Ambient Light 

 
 

Red 

Adjusts the ambient red lighting in the selected window.  For backgrounds, Fire Studio detects full 
ambient color to start and so sets the value to 255.  Lowering this value will remove red coloring from 
the scene.  Changing the ambient light effects only the background image and not any of your layers 
placed on it.  You’ll need to adjust the ambient settings of the layers individually if you want them to 
match.   
 

Green 

Adjusts the ambient green lighting in the selected window.  For backgrounds, Fire Studio detects full 
ambient color to start and so sets the value to 255.  Lowering this value will remove green coloring 
from the scene.  Changing the ambient light effects only the background image and not any of your 
layers placed on it.  You’ll need to adjust the ambient settings of the layers individually if you want 
them to match.   
 

Blue 

Adjusts the ambient blue lighting in the selected window.  For backgrounds, Fire Studio detects full 
ambient color to start and so sets the value to 255.  Lowering this value will remove blue coloring 
from the scene.  Changing the ambient light effects only the background image and not any of your 
layers placed on it.  You’ll need to adjust the ambient settings of the layers individually if you want 
them to match.   
 

Animated Data 

Turns on transitions for the lightning setting key frames you’ve set.  When this box is checked, you will 
see the configured lightning changes occur in both Author and Present Mode.   
 

Hold Current Frame 

Freezes the window at a particular frame allowing you to do other edits while the image remains as it 
would appear at that frame.  In the case of Ambient Lighting, the scene will hold the current lightning 
configuration, even if it’s X number of seconds in the middle of the transition.  You will use this only 
when Animated Data is marked. 
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Changing Ambient Lighting in your Scene 

 
If you’d like to change your background image into a night, dusk, or dawn scene, you can modify the 
ambient lighting to achieve a decent rendition of the location at those times of day.  This section will 
instruct you on changing the lightning so it remains the same throughout viewing time of the scene, 
while the next section looks at having the lighting change over time. 
 
If you aren’t already viewing the Ambient Light properties, click on the Ambient Light button on the 
left-side of the panel so it is highlighted in red.   
 

 
 
Be sure the timer bar is all the way to the left and the time reads 0 minutes, 0 seconds.   
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Adjust the Red, Green, and Blue values until you’ve achieved the lighting you desire. 
 
 

 
 
Even though we aren’t changing the lighting over time, we are still going to use the Set button at the 
bottom of the panel to lock in the color changes.  When the time is at 0, you set the key frame, and do 
not add any other key frames, the scene will maintain the color setting as long as this window is being 
viewed.  Click on the Set button. 
 

 
 
Click on Finish Editing and you’re done! 
 
 

 

Changing Ambient Lighting over Time 

 
If instead of having one set time for your scene and you’d like to show the changing light as the sun 
comes up or down—or perhaps the weather starting to darken—you can setup your scene to change 
ambient lighting as time passes. 

 
As with the 2D camera, key frames will determine the points in time when your color settings will be 
achieved.  Similarly, the lightning will transition between key frames, with a larger gap of time being a 
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slow transition, and a short span of time being faster. 
   
If necessary, adjust the light settings at time 0 and click Set.  This will be how the scene looks when 
the slide first begins.   
 
 

 
 
Now move the slider bar until the time displayed reaches the point where you want the scene to 
finish transitioning.  Do not click Set yet! 
 

 
 
Adjust the Red, Green, and Blue values until you’ve achieved the lighting you desire. 
 
 

 
 
 
Click on Set to set the key frame at that point in time. 
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If you want any further transitions, repeat the above steps to set additional key frames and lighting 
settings in your scene. 
 
In order to initiate the transition, you must check the Animated Data box.  Without this box checked, 
the key frames will be setup, but Fire Studio will not initiate the timed changes.  This may be useful if 
you want to make further edits without watching the lighting change since transitions will be 
displayed in both Author and Present Mode.  Transition changes to the window with Ambient 
Lighting and the 2D Camera distinguishes itself from most other Fire Studio features by displaying 
timed changes even while in Author Mode. 
 

 
Click on Finish Editing and you’re done! 
 

 
 

Clearing All Ambient Light Key Frame Settings 

 
If you want to remove all of the ambient light key frame settings, click on the Clear button located on 
the right-side of the panel.  Although you will use the same button to clear 2D camera key frames, it 
won’t clear those unless you’re viewing that panel. 
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A warning message will appear.  Choose OK to proceed. 
 

 
If you want to clear only specific key frames, you can use the Clear button at the bottom of the panel.  
Refer to the diagram earlier in this chapter for reference. 
 
 

Copy and Paste All Ambient Light Key Frame Settings 

 
You can copy all of your key frames for ambient light and paste them into a different window to 
replicate the exact same lighting transitions.  Once you have all of your key frames setup, click on the 
Copy button located on the right-side of the panel.   
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Now change to the window where you’d like to paste the settings.  If the window is in the same slide, 
you can switch to Four Window View mode, and click on the window without having to leave the edit 
panel.  However, if you need to change slides, then you’ll first need to click Finish Editing, change the 
slide, select the window, and click Edit Window again.   
 
Be sure you’re viewing the Ambient Light panel and click Paste Animation.  This window will now have 
all of the key frame settings you just copied from the original window.  
 

 
 
Click on Finish Editing and you’re done! 
 

 
 
 

2D Camera 

 
 

X 

Controls the position of the camera in the window along the horizontal or X-axis.  You can make the 
camera move left or right when this setting is used in conjunction with key frames. 
 

Y 

Controls the position of the camera in the window along the vertical or Y-axis.  You can make the 
camera move up or down when this setting is used in conjunction with key frames. 
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Zoom  

Causes the camera to zoom into the window.  You can be zoomed in from the start, or have the 
camera zoom over the course of the scenario playback. 
 

Animated Data 

Turns on movement for the 2D camera key frames you’ve set.  When this box is checked, you will see 
the camera move in both Author and Present Mode, according to the settings you’ve configured with 
key frames.   
 

Hold Current Frame 

Freezes the window at a particular frame allowing you to do other edits while the image remains as it 
would appear at that frame.  In the case of the 2D camera, the scene will hold the current view 
configuration, even if it’s X number of seconds in the middle of the slide.  You will use this only when 
Animated Data is marked. 
 
 

Focusing on One Area of your Scene 

 
Sometimes you may want to focus the camera on one particular section of your scene instead of 
seeing it all at once.  You may not want the viewers to see other parts yet or maybe there are parts of 
the background (civilians, a light post, your finger) you want to omit completely, but don’t want to 
edit the photo permanently and rebuild your library.  At the most basic level, you can reposition the 
camera in Fire Studio to a new, static view. 
 
If you aren’t already viewing the 2D Camera properties, click on the 2D Camera button on the left-
side of the panel so it is highlighted in red. 
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Be sure the timer bar is all the way to the left and the time reads 0 minutes, 0 seconds.   
 
 

 
 
Adjust the X, Y, and Zoom values until the view is exactly the way you want it. 
 

 
 
Even though we aren’t changing the camera over time, we are still going to use the Set button at the 
bottom of the panel to lock in the view change.  When the time is at 0, you set the key frame, and do 
not add any other key frames, the scene will maintain the view setting as long as this window is being 
viewed.  Click on the Set button. 
 

 
Click on Finish Editing and you’re done! 
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Moving the Camera over Time 

 
If you aren’t already viewing the 2D Camera properties, click on the 2D Camera button on the left-
side of the panel so it is highlighted in red. 
 

 
Be sure the timer bar is all the way to the left and the time reads 0 minutes, 0 seconds.   
 

 
 
Click on the Set button.  This will make our camera be in the default position when the slide begins.  If 
you want it moved, you could adjust the settings first, then click Set. 
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Now move the slider bar until the time displayed reaches the point where you want the camera to 
stop moving.  This will represent how long it takes for the camera to move across the screen or zoom.  
The shorter the time and further the distance, the faster it will move.  Do not click Set yet! 
 

 
Adjust the X, Y, and Zoom values until you’ve positioned the camera where you want it, and then click 
on the Set button.   

 
Between the previous key frame and the one you've just set, the camera will move to reach the new 
location.  In our example, we have a 20-second period of time between the start—first key frame—
and our second key frame.  You can continue to add more key frames if you wish.  Just be sure to 
move the slider bar first, adjust the camera position, and then click Set.     
 
In order to initiate the camera movement, you must check the Animated Data box.  Without this box 
checked, the key frames will be setup, but Fire Studio will not initiate the timed changes.  This may be 
useful if you want to make further edits without the camera moving since camera movement will 
commence in both Author and Present Mode.  Transition changes to the window with Ambient 
Lighting and the 2D Camera distinguishes itself from most other Fire Studio features by displaying 
timed changes even while in Author Mode. 
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Click on Finish Editing and you’re done! 
 

 

Clearing All 2D Camera Key Frame Settings 

 
If you want to remove all of the 2D camera key frame settings, click on the Clear button located on the 
right-side of the panel.  Although you will use the same button to clear ambient light key frames, it 
won’t clear those unless you’re viewing that panel. 
 

  
A warning message will appear.  Choose OK to proceed. 
 

 
If you want to clear only specific key frames, you can use the Clear button at the bottom of the panel.  
Refer to the diagram earlier in this chapter for reference. 
 
 

Copy and Paste All 2D Camera Key Frame Settings 

 
You can copy all of your key frames for the 2D camera and paste them into a different window to 
replicate the exact same camera movement.  Once you have all of your key frames setup, click on the 
Copy button located on the right-side of the panel.   
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Now change to the window where you’d like to paste the settings.  If the window is in the same slide, 
you can switch to Four Window View mode, and click on the window without having to leave the edit 
panel.  However, if you need to change slides, then you’ll first need to click Finish Editing, change the 
slide, select the window, and click Edit Window again.   
 
Be sure you’re viewing the 2D Camera panel and click Paste Animation.  This window will now have all 
of the key frame settings you just copied from the original window.  

 
Click on Finish Editing and you’re done! 
 

 
 
 

Automating Simulation Progression over Time 

 
To have your simulation automatically advance, we need to set a duration to the slide. Keep in mind 
any other timings you may have setup in your layers, camera movement, or lighting, so you don’t 
change to the next slide before those have had a chance to complete.  By default, the duration is 
listed as Unlimited, which means it will stay on the current slide forever.  When setting up a slide 
duration, it doesn’t matter what window you have selected nor if you’re currently viewing Ambient 
Light or 2D Camera settings.  Furthermore, you can also set a slide duration when editing a layer, 
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using these same steps. 
 
 

 
 
To begin, we need to increase the duration scale until it is equal to or just over the slide duration we 
want.  If we wanted a 12-minute duration, we would set it to 12:00.  If we wanted a 12-minute 15-
second duration, we would set it to 13:00.  Increase or decrease the scale using the plus and minus 
buttons located just below it.   
 

 
Once the duration scale is set, we can now move the slider bar until the current time is equal to the 
duration we’d like to set.  Then click on the Set Slide Duration button to lock it in. 
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That is all you need to do to set a slide duration for the current slide.  If you make a mistake, you can 
simply move the bar again, and click on Set Slide Duration to change it.  You can also slide it back to 0 
and click Set Slide Duration to change it back to Unlimited. 
 

Automatic slide progression will only progress sequentially between slides, i.e. Slide 1 -> Slide 2 -> 
Slide 3 and so on.  Remember, although you’re in the Edit Window panel, it’s the SLIDE duration we’ve 
set.  There is no setting for timing a single window or progressing from one window to another, 
without setting an event on a specific layer.  Refer to the Advanced Layer Edits chapter for more 
details. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

The Duration Scale 
The reason it’s referred to as a duration scale is because 
not only does it affect the upper limit of duration, but it 
also changes the scaling of the long slider bar.  Since the 
bar itself never changes in size, the higher the scale, the 
faster the increments will change as you move the toggle.  
Moving the toggle 1-inch with a scale setting of 2:00 may 
equal 15 seconds, but if the scale were at 20:00, that 
same 1-inch movement may equal 3-minutes! 
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Using Simulations on Other Computers 
When the time comes to play your simulation on a different computer from the one you built it on, 
you will need to properly move that simulation from one computer to the next.  Simply copying your 
folders, pictures, or even the entire Fire Studio software itself is not feasible, nor will it likely work.  In 
this section we’ll cover the simple steps to move your simulation to another computer with Fire 
Studio installed, and then playing it.   
 

Export Your Simulation in Fire Studio 6  

 
When you need to move simulations to another computer, you will need to use the Export Simulation 
function.  Exporting your simulation works almost exactly like saving your simulation, but instead of 
creating only the .dcs file, exporting will additionally create a new library (.lbr) file that will contain all 
of your custom content.  Even if you have used backgrounds or media from several libraries on your 
Library List, the export function will gather all the used media and place a copy of them in the new 
library file.  You’ll need to copy both the .dcs and .lbr file to the other computer to run the simulation. 
 
STEP 1: On the Slide Panel in Fire Studio 6 click on the button labeled Load Sim.  If your simulation is 
already loaded, skip to Step 3. 
 
 
  
 
 
STEP 2: Navigate through the file explorer to find your simulation .dcs file, select it, and then click 
Open.  In our example, we’ve selected the Vapor Leak.dcs simulation file.  Note that only .dcs files will 
be shown as all other file types are filtered out. 
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The simulation will be loaded and you’ll be back at the Fire Studio screen.  The simulation name will 
be listed and Fire Studio will report accordingly, as seen below. 
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STEP 3: With your simulation loaded, click on the Export Sim button. 

 
STEP 4: Navigate through the file explorer and open the folder in which you’d like to export your 
simulation into.  We recommend exporting to a folder on your hard drive, in particular, to 
Documents\FireStudio6.  You can later copy the files to your USB stick. 
 
STEP 5: You can select a .dcs file listed to overwrite that simulation or you can type in a new name.  
Proceed with caution if you choose to overwrite an existing file.  Typically we recommend choosing a 
new file name to provide a backup, safety net in the case anything goes wrong.  Click Save once you 
are ready to perform the export. 
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STEP 6: At this point the export of your simulation is complete and the files are ready to be 
transported elsewhere. 
 
Step 7 (Optional): If you’d like to check the folder location to confirm the file has been exported, use 
your file explorer to navigate to the location you set in Step 4. 
 
If a simulation library file is created during export, you should have two files in the same folder: the 
.dcs and the .lbr.  These are the two files you need to copy to a USB stick, email, or send over your 
network for the purpose of playing the sim on another computer running Fire Studio 6.  The two files 
should appear similar to this example: 
 

 
Remember that when you go to load, save, or export a simulation from within Fire Studio, your file 
explorer will likely be filtering .dcs files only so you will not see the .lbr file.  However, if you look in 
the same folder through Finder(Mac) or Windows Explorer (Windows) then you will see the entire 
contents.   
 
One final note: Exporting a simulation will not include any video clips that belong to the simulation.  If 
the simulation uses video, you will need to copy the video files manually and place them in the same 
path they were in originally.  For this reason, we highly recommend placing video files in a folder on 
the root of the C drive.  Currently, cross-platform video files are not supported so you cannot move 
them between Mac and PC. 

 
 
 
 
 
 
 
 
 
 

If you strictly use the Fire Studio 6 default content, located in the standard Fire Studio 6 libraries, an 
.lbr file will NOT be generated and will NOT be needed.  Library files are only needed for exported 
simulations where custom content is involved.  There is no need to include default Digital 
Combustion media when it is already installed on all versions of Fire Studio 6. 
 



  
Fire Studio 6 Page 251 

 

Loading Your Exported Simulation into another Instructor Edition 

 
Loading your exported simulation into another Instructor edition is an easy process with the only 
requirement that you have the .dcs file and the .lbr, if an .lbr was created during the export process.  
Sims that do not use any custom backgrounds or layers will not generate an .lbr file. 
 

 
STEP 1: The Load Sim button appears only on the Slide Panel, so if you’re editing or looking at the 
Library Panel, change back to the Slide Panel.  If you’re in Present Mode, you’ll need to return to 
Author Mode (pressing A on the keyboard).  Finally, if you’ve hidden the console interface, press I to 
unhide it. 
 
STEP 2: Once you click Load Sim, the file explorer interface will appear.  Navigate to where you’ve 
placed your .dcs and .lbr files, select the .dcs file, and click Open. 
 

 
Your sim is now loaded and ready to be used! 
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Loading Your Exported Simulation into a Player Edition 

 
Loading your simulation into a Player works the same as an Instructor, but with a slightly different 
interface. 
 

 
If you do not see the Player interface, press I on the keyboard to unhide it. 
 
Once you click Load Sim, the file explorer interface will appear.  Navigate to where you’ve placed your 
.dcs and .lbr files, select the .dcs file, and click Open. 
 

 
Your sim is now loaded and ready to be used! 
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Showing your Sim in Present Mode 
 
When you are ready to use your simulation or simply want to test it, you will need to be in Present 
Mode.  Change between Author and Present Mode by pressing A or P, respectively, on your keyboard, 
or clicking on the relevant button on the left-side of the console. 
 
With only a few exceptions, Present Mode is where your timers will become active, sounds will play, 
and any clickable buttons you’ve setup will start to work.  There are also some additional features 
available in Present Mode such as saving your simulation to a PDF file or taking a snapshot of your 
current window.   
 

When changing to Present Mode, the interface will initially be hidden.  Press I on your keyboard to 
make it visible.   



  
Fire Studio 6 Page 254 

 

Navigating Your Simulation 

 
This section reviews much of the same information presented earlier in the manual on changing 
windows and slides.  If you’re already familiar with that functionality, feel free to skip this section. 
 
 

Changing Windows While in Single Window View 

 
If you are currently in Single Window View, that is, looking at only one of your four windows, you can 
change to any of the other three by using the numbers on the keyboard.  You’ll need to use the 
numbers located above the letters, as shown in the image below.  Do not use the numbers located on 
the keypad, which typically resides on the right-side of the keyboard. 

 
 
 
 
 
 
 

 
 
 
 
 

A Selected Window is an Active Window 

 
Any window that is selected is the active window.  As far as an active window’s implication while in 
Present Mode is concerned, any sounds will play only when the appropriate window is selected.  
Keyboard-based events can occur on any window whether it is active or not, so consider that in 
advanced if setting up key-based events. 
 
While viewing multiple windows at once, you can set the active window using the numbers on your 
keyboard (same as when changing windows in Single View), or simply by clicking on the window.  The 
active window will be highlighted in green.      
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Hiding & Revealing Windows 

 
Sometimes when you are presenting a scenario using several windows, you may want to temporarily 
remove one from view, or perhaps you want to start with only a single window visible, and then bring 
up additional ones after some period of time.  You can accomplish this by hiding and un-hiding 
individual windows with the Shift + window # key combination.  Hiding or un-hiding window 1 would 
be Shift + 1, for example (Hold down Shift then press 1).     
 
In Present Mode or in the Player edition, you won’t have the Hide boxes, so you’ll need to use the 
keyboard exclusively.  Let’s look at the example from the earlier section of the manual.   
 

 
 
In the example above, window 2 has been hidden by pressing Shift + 2.  It may also have been hidden 
in advance in Author Mode, so it appears hidden when playing it back in Present Mode. 
 
The same can be accomplished in Single Window View. 
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Advancing Forward or Back One Slide 

 
To move to the next slide in your simulation, press the forward arrow key.  To move to the previous 
slide, press the back arrow key.  You can change slides whether you’re viewing a single window or all 
windows. 
 

 
You can also use the Previous and Next buttons to move to the previous or next slide, respectively. 
 

 
Finally, you can click and drag the slider bar left and right to move your simulation one slide back or 
one slide forward, respectively. 
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Moving to a Slide Out of Sequence 

 
There are two ways to change to a slide out of sequence: using the lock box and slider bar, or pressing 
a series of keys on the keyboard.   
 

Moving Out of Sequence: Lock Box and Slider Bar 

In Present Mode with the interface shown or using a Player edition, click on the Lock box.   
 

 
This holds the current slide in view while you move the slider bar.   
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Click and hold the mouse button to move the slider bar to the right.  The current slide number listed 
will change.  
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Once the slide you want to jump to is listed as the current slide, uncheck the Lock box to jump right to 
it. 
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Moving Out of Sequence: Keyboard Combination 

The keyboard shortcut is more direct.  First press the J key on the keyboard, followed by the number 
of the slide you want to jump to, and then press Enter.  You don’t need to hold down the keys, just 
press them each once in sequence.  This can be a quicker method to change slides and is the only 
choice available if you have the control panel hidden from view. 
 

+   Slide #   + 
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Taking Still-Image Screenshots 

 
In Present Mode, you can take still-image pictures of your currently active simulation window.  Still-
image files are .BMP and so are good to create if you’re bringing them into PowerPoint or just want 
to print them.  However, if you need to take a larger screenshot to show multiple windows on the 
same screen, you’ll need to use the screenshot functionality of your OS or a third-party screen 
capture application. 
 
Creating snapshots of your scene involves two steps initially, but repeated screenshots only require 
the 2nd step. 
 

Step 1: Setup the Folder and File Name 

 
By default, a screenshot name and location will already be set to Documents – FireStudio6 – 
Screenshots – Screenshot.bmp when you relaunch Fire Studio 6, but you may want to change that 
settings to something more suitable.  Click on the Set Screenshot File button to get started. 
 

 
 
Navigate to the folder where you’d like to save your screenshots, type in a name, and click Save.  
Although not required, we recommend placing your screenshots in a folder near the other contents 
of this simulation.   
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Back at Fire Studio, you’ll see the new path you just setup listed.  A 3-digit number will be added to 
the end of the filename to allow for multiple, quick screenshots without having to rename them each 
time.  The number will begin at 000 and move up by 1 after each screenshot. 
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Step 2: Set the Active Window and Grab the Screenshot 

 
With the path and filename set, you can proceed in taking screenshots of your active window.  If you 
don’t already have the window selected, do so now by clicking on it.  Refer to the beginning of this 
chapter for instructions on changing slides and selecting windows. 
 
When you’re ready, click on the Grab Screenshot button.  The file will automatically be created and 
the 3-digit number in the filename increased by 1.  Feel free to select another window and click on 
Grab Screenshot again.  You don’t need to set the path again unless you want to save the files to a 
different location or use a different name. 
 

 
 
Using our file explorer, we can confirm the picture file has been created. 
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Screenshots in MS Windows 

 
Microsoft Windows offers several ways to create screenshots using simple keyboard commands.  
Follow the link for a more detailed explanation or refer to the summarized instructions below.   
 

Screenshot to Memory (Desktop) 

Press the PrtScn key on your keyboard to take a snapshot of your entire desktop.  This will include 
your taskbar at the bottom and any other visible desktop space.  In essence, this is exactly what you 
see when looking at your screen. 
 
There will be no indication that anything has occurred, however, the image will now be in your copy 
buffer, and you can paste it into just about any application with a Paste command such as MS Word, 
MS PowerPoint, MS Excel, MS Paint, Paint.net, Photoshop, and so on.  Since this simple command 
captures your entire desktop, you should maximize the Fire Studio 6 window prior to using it, and 
even then, it is best to paste the image into a photo editing program to trim out what you don’t 
need. 
 

Screenshot to Memory (Active Window) 

Press Alt + PrtScn on your keyboard to take a snapshot of your currently active window or 
application.  This command is a much more effective way of capturing the imagery you want as it 
does not include any surrounding desktop or the taskbar.   
 
There will be no indication that anything has occurred, however, the image will now be in your copy 
buffer, and you can paste it into just about any application with a Paste command such as MS Word, 
MS PowerPoint, MS Excel, MS Paint, Paint.net, Photoshop, and so on.   
 

Screenshot to File (Desktop) *MS Windows 8.1 and newer* 

Newer versions of Windows allow you to capture a desktop image directly to a .PNG file.  Press   
+ PrtScn to snap the picture and generate the file in your Users\{Username}\Pictures\Screenshots 
folder, which may also be accessed by your Pictures library – Screenshots. 
 
With this command, your screen will dim briefly to indicate the picture has been taken.  You can then 
navigate to the folder location and do with the file as you will.  Since this simple command captures 
your entire desktop, you should maximize the Fire Studio 6 window prior to using it, and even then, it 
is best to paste the image into a photo editing program to trim out what you don’t need. 
 
 

http://windows.microsoft.com/en-us/windows/take-screen-capture-print-screen#take-screen-capture-print-screen=windows-10


  
Fire Studio 6 Page 265 

 

Screenshot to File in Apple OS 

 
There are several ways to take screenshots on your Mac.  Below is a copy of the official instructions 
located here. 
 
 

 

 
 
 
 

https://support.apple.com/en-us/HT201361
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Exporting Your Simulation to PDF 

 
Older versions of Fire Studio allowed you to generate an HTML file of your simulation which included 
all of the slides and windows and their labels.  By popular request, Fire Studio 6 instead allows you to 
export the same material to a PDF. 
 
If your simulation is not already loaded, do so now and then change to the Present Panel.  It doesn’t 
matter which slide or window you’re viewing.  Click on the Print Simulation button. 
 

 
A file explorer interface will appear to allow you to choose a folder and name for the PDF.  Navigate to 
the location where you’d like to save the file, type in a name, and click Save.   
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Using our file explorer, we can navigate to where we saved the file to confirm it was created. 
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And here is an example of how the PDF will look (sans the added notation): 
 
 

 
Generating a PDF from your simulation is a great start to creating a teaching or navigation guide for 
your simulation.  You can take the PDF into a PDF editing program to add to it, or merely print it out 
and hand-write your notes.  If you don’t have a PDF editor, you could take screen captures of the PDF 
and edit them in photo editing software.  Creating cheat-sheets is an essential part of effectively 
presenting your simulation, particularly for complex simulations involving skipping to slides out of 
sequence or triggered events. 
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Color Chart 
 
The following color settings can be used as a guideline for setting text color in your simulations.  
Ambient and diffuse color settings work differently, starting at various base colors, so while this chart 
can be used as a rough guideline, the results likely will not be exact.   
 
 

Color Red Green Blue 

Red 255 0 0 

Green 0 255 0 

Blue 0 0 255 

Yellow 255 255 0 

Turquoise 0 255 255 

Violet 255 0 255 

Orange 255 125 0 

Purple 125 0 255 

Brown 150 100 0 

Gray 125 125 125 

Black 0 0 0 
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File Types 
 
.avi    Audio Video Interleave file is a container format for video and audio.   
    Importing video into Fire Studio 6 (Windows) requires the video to be an 

.avi file.  Numerous software exists to convert formats—but don’t forget 
you may need to change the codec as well!      
  

.bmp    BitMap image file format.  One of several image formats that can be  
    used as Fire Studio backgrounds. 
 
.dca  Database Content Animation file that represents an animated Layer  

 such as fire or smoke.  This is a Digital Combustion file format for layers 
and video clip-art. 

 
.dcd  Database Content Document file that represents a customized layer.  A 

.dcd file does not contain the layer media itself, but information on the 
changes made to the original (.dca file).  You must have the original .dca 
file loaded into one of your libraries for a .dcd file to work. 

 
.dcs    Database Content Source file that contains information about a   
    simulation.  This file has all the settings and logistical data for the   
    simulation, but does not contain any media. 
 
.htm    HyperText Markup Language is the most common format for webpages  
    and sometimes email.  In Fire Studio 6, the Print Simulation feature will  
    create an HTML file from your Simulation, which can be used as a guide  
    for instruction. 
 
.jpg    JPEG (Joint Photographic Experts Group) is a format for still images that  
    can be used for Fire Studio backgrounds.   
 
.lbr    Library file that contains media, most commonly your own custom  

   content.  When exporting a simulation, a new .lbr file will be created 
containing any of your custom content.  You will need to copy this file 
along with the .dcs in order to transfer your simulation to another 
computer.   

 
.mov    A QuickTime container format for video and audio.  Importing video into  
    Fire Studio 6 (Mac) requires the video to be a .mov file. 
 
.png    Portable Network Graphics is a format for still images that can be used  
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    in Fire Studio for backgrounds. 
 
.tga    Targa is a format for still images and the required format for clip art.   
 
.wav    Waveform Audio File Format that contains sound.  Sound clips used in  
    Fire Studio 6 must be .wav files. 
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Glossary 
 
All Layers Panel  Area on the top left of the control panel that lists all of the layers   
    used in this simulation.  
 
Author Mode    Author Mode is where you will access the main console of Fire Studio.   

   When designing simulations, creating libraries, or doing any kind of  
   editing, saving, or exporting, you must be in Author Mode.  The Player  

    edition does not have an Author Mode. 
 
Background    Image or video used as a base within a window. All other media   
    (excluding sound) stack on top of the background.  Unlike other layers,  
    the background cannot be moved within a stack of layers; it will always  
    be on the “bottom of the pile” despite being listed as the top-most item  
    in the Window Layers panel).    
 
Background Image    Synonymous with Background.  
 
Background Layer   Synonymous with Background. 
   
Codec     A type of computer application that controls the compression and  
    decompression of data. Nearly all movies in digital  format are  
    compressed using some type of video and audio codec.    
 
Edit Panel  When you want to edit the properties of a layer, you will need to bring 

up the Edit Panel by selecting the layer and clicking Edit.  There are 
numerous properties that can be changed ranging from colors to size to 
fade-ins / fade-outs. 

 
Four Window View   Setting where all 4 windows of a slide are viewable in the viewing  
    area. This view is great for showing several angles of an incident or just  
    showing several pictures at one time.  You can choose whether the slide  
    will remain in this view during Present Mode, or simply show only one of 
    the four windows at a time. 
 
HTML     Hyper Text Markup Language: the language of web pages.  HTML files  
    are what your browser opens when going to a web page. 
 
Layer     Media that has been inserted into a simulation and becomes stackable.  
    Animation and clip art layers all stack in varying order on top of the  
    background.   
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Linked Layer    A layer that is connected to another layer of the exact same type,  
    appearance, and position, in another slide of the simulation.  A Linked  
    Layer will be highlighted in a red box when selected versus a green box  
    when not linked.   
 
Layer Order    The positioning of the layers in your windows. All layers are stacked in a  
    changeable order other than the background layer which will always be 

the furthest behind.  Any other layer can be adjusted to be in front or 
behind other layers.  

 
Library    A collection of content such as photos, clip-art, sound files, or  
    animations.  Libraries in Fire Studio help you organize your content and  
    are required to be setup in order to load content into a simulation.     
 
Library Panel   Clicking on the Library button brings up the Library Panel.  Here you will  
    create, load, or export libraries.  You will also add media to your   
    simulations from the Library panel. 
 
Mask     A layer used to hide other layers in a scene, generally with the intent of  
    making those layers appear as though they are behind other objects in  
    the photo. 
 
Media     Name sometimes used to refer to a group of materials such as clip art,  
    video, sound, or images that can be imported into Fire Studio. Media  
    will generally be referred to as a layer once it has been added to a  
    simulation, but most people use the names interchangeably. 
 
Media Panel   The Media Panel displays the library contents of the selected library.   

You can select content you’ve added here to place into the current 
window: into your simulation.    

 
Present Mode   Present Mode is where you will actually be using your simulation.  When 
    you change to Present Mode from Author Mode the design console will  
    be removed making the Viewing Area larger.  Slide timers and layer  
    events will become active, and you won't be able to make changes to  
    the simulation.  The Instructor edition had both the Author and Present  
    Mode, whereas the Player edition is purely in Present Mode.   
 
Preview Window  Small window located at the bottom-center of the Library panel which  
    will display a preview of any background, animation, or media you have  
    selected in the library.   
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Simulation    A simulation is one entire project consisting of a number of slides. For  
    most people, a simulation will represent an entire incident, possibly  
    with multiple views and outcomes. A simulation may also represent one  
    view of an incident and be used with other simulations in more complex  
    training scenarios, most easily facilitated with Digital Combustion’s  
    network software, Communication Link. 
 
Single Window View   Setting where only 1 window is viewable. In Single Window View,  
    the one window fills all of the Viewing Area. Use this when taking screen 
    captures of individual windows or if you only want to show one window  
    at a time.  You can switch between Single Window View and Four  
    Window View by clicking on the Four Win View button.  
 
Slide     One scene in your simulation will occur on one slide and each slide will  
    include 1 to 4 windows. The current and total # of slides will appear at  
    the bottom of the Slide panel and also on the Mini-Console. 
 
Slide Duration   The amount of time a slide will remain in view before automatically 

transitioning to the next slide.  Set this value in the Edit Window panel. 
 
Slider Bar   General term for a toggle that can be moved left/right or up/down for  
    the purpose of changing a value.  
 
Slide Panel   The default panel that will be in view when you launch Fire Studio 6.   
    Here you can save, load, name or export your simulation, as well as  
    copy, move, clear, and create new slides.  You can also hide/unhide any  
    of the four windows for the current slide.   
 
Step Back    Terminology meaning to move to the previous slide. 
 
Step Forward    Terminology meaning to move to the next slide. 
 
Unique Layer    A layer that is not linked to another layer and can be modified without  
    changes carrying over to another layer.  It will be highlighted with a  
    green box when selected. 
 
Vertical Sync    Vertical Sync limits the refresh rate of your video card to  

that of the monitor or TV, essentially slowing it down so the display  
  device can keep up.  Although rare when using Fire Studio, users may  

experience choppy performance or other various video glitches on older 
or slower display devices.  Vertical Sync is no longer an option in Fire 
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Studio, but you can edit properties of your video card to enable this if 
necessary.    

 
Viewing Area    Total space on the screen where you can view your simulation. The  
    Viewing Area is composed of 1 to 4 windows and will be expanded when 
    consoles are removed, whether in Author or Present Mode.   
 
Window    Each slide has four windows to work with.  By default, you may only see  
    Window 1.  But pressing the Four Win View button or selecting one of  
    the window bubbles on the right side of the Slide panel will allow you to  
    access the other windows.  Typically, windows are used to show   
    different sides of a structure at the same point in time, or to show  
    information or maps of the area.  Layers are placed within a   
    window to create simulations. 
 
Window Layers Panel  Area on the top right of the Control Panel that lists all of the layers  

   within the selected window.  Within the Window Layers panel you can 
move your layers up or down within the stack, delete layers, and select 
them for editing. 

 
Windowed Mode   Like most software, you can run Fire Studio 6 in a window, maximized, or 

full screen mode.  Running in a window is convenient when you are 
working with other applications at the same time.  
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Frequently Asked Questions 
 

Can I get a PDF version of the manual?  

The Fire Studio manual is located in the Documentation folder either on the USB stick you received 
with your order, or in the ZIP file you downloaded from Digital Combustion. You can also find the 
manual on our website under Downloads – Support Downloads.  Revisions to the manual do occur on 
occasion, so check the website for any posted updates. Feel free to print the manual or sections of it 
from this PDF file for your own personal, non-commercial use. 
 
 

Do I need a Player Edition to play simulations I’ve made with an Instructor Edition? 

You will need either an Instructor edition or Player edition to play simulations you've created. The 
Instructor can do both, whereas the Player can only play simulations you, or someone else, has made.  
Simulations cannot play on their own without the aforementioned software. 
 
 

What's the difference between the Instructor and Player? 

The Instructor edition can do everything: create and play. The Player edition only plays scenarios.  
Refer to Instructor vs Player section of this manual for more details. 
 
 

If I have an Instructor Edition, do I need a Player Edition as well? 

The answer depends entirely on your needs. If you’re using the software on a single computer, then 
the Instructor edition has you covered. The Player edition is primarily intended to show multiple 
views of an incident to different people or groups of people, such as a fully involved, even multi-
department, training simulation. If there are other stations in your department who will be using the 
simulations you create, they will each need either an Instructor or Player Edition. 
 
 

Can I install an Instructor and Player on the same machine? 

No.  Instructor and Player editions are both installed from the same file set and cannot be run 
separately on the same computer.  
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My department’s computers are all networked. Can I put Fire Studio on a server so others can access it 
from a workstation? 

Fire Studio is not designed to work across a network in this way. Nor is it designed to be installed 
remotely. Additionally, as per the license agreement, you may only operate the software on one 
system at a time per license you purchased.  Digital Combustion will not provide support for remote 
installations nor using it remotely in some manner. 
 
Digital Combustion's Communication Link software can control installations across a network or the 

internet (using 3rd party VPN software), but Fire Studio will still need to be locally installed on all 
machines. Exchanging custom files and simulations across a network or having a mapped drive 
pointing to a folder on the server are possibilities some users have explored, but we cannot offer 
technical support in configuring your Windows/Mac working environment.  Please inquire with your 
IT department about setting up mapped folders. 
 
 

Can I run the software off the USB stick itself? Can I run it off an external device? 

No. Fire Studio must be installed prior to operating. It will not run off the original USB stick or other 
external device. In addition to the licensing files, a custom library folder will be created in the hard 
disk drive, which will contain essential files necessary to operating Fire Studio. You can however place 
custom photos, libraries, and saved simulations onto an external HD or flash drive during operation of 
the software. But keep in mind that Fire Studio will look for these files if they are a part of the Library 
List and will look for the files in the exact location they were in when added. If a library cannot be 
found, it will be removed from the active library list, and will have to be loaded later when you have 
access to the library file again. We highly suggest you speak with your IT department about these 
possibilities before assuming it can be done.  
 
 

How large should my background photos be? 

For custom photos, you'll need to consider width and height, sometimes referred to as the Resolution 
or the Dimensions of a photo.  Older versions of Fire Studio had stricter requirements and a smaller 
photo size limit, but newer versions are much more forgiving.   
 
Max. Resolution: None, but we recommend no larger than 1920 x 1200 
Ideal Resolution: Desktop resolution setting 
Ratio Req.: No 
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What resolution setting should I use on my digital camera? 

Try to keep the setting at 4 Megapixels or lower.  Some cameras label the resolution settings 
differently and might have common term names like VGA or Small.  Refer to the camera manual or 
experiment to find out what resolution those settings output. 
 
Megapixel (MP) Resolution Chart 
2 MP = 1600 x 1200 
4 MP = 2272 x 1704 
8 MP = 3264 x 2448 
10 MP = 3648 x 2736 
 
 

Where should I put my photos and other content? 

Although there is no technical limitation on where you may place your digital content, we highly 
recommend the FireStudio6 sub-folder located in your Documents folder on your computer.  However, 
if you wish to share content with other users on the same computer, you may want to create a new 
folder on the C drive that everyone will have easy access to.  Refer to Tutorial 1 in this manual for 
additional details.   
 
We do not recommend putting the files you are currently using in Fire Studio onto a network drive.  
Should a network drive become unavailable when you are running Fire Studio, the program will not 
be able to locate your media, and likely remove the library from the library list.  Exported simulations, 
however, should generally be ok to place on network drives for others to access.  Only one machine 
can reliably access any particular simulation file so if you plan to have multiple systems running the 
same file, you must make separate copies of these files.  One idea is to create folders labeled 
according to the person/station/computer who will be using them.  This ensures no two systems will 
try to access the same file as well as help organize what each should be viewing.  
 
 

I get an error that says DirectX failed to initialize. 

There are two situations that may cause this error: 1) the video card or graphics chipset you are using 
in your system does not meet the minimum requirements of the software 2) you do not have the 
correct video driver installed.       
 

 If you're using a desktop and find out you only have a built-in graphics chipset, you can 
purchase a separate video card and install it in the machine.  Laptops however cannot be 
upgraded. Speak with your IT department regarding upgrading the video chipset. You can refer 
to the section earlier in this document for System Requirements. 

 

 Identify the graphics chipset in your computer and install the correct video driver for it.  
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Typically a new computer will come with the correct driver installed (although it may be 
outdated), but if the system has been reinstalled, you may need to install the driver again.  
 

 

I just saved a simulation / did a screenshot / created a library, but when I use Windows Explorer to find the 
file, it isn't there. 

The most likely reason for this would be restricted access to the location you tried to save the file to.  
Typically you should get an error message when attempting to do so.  Much more rarely, your files are 
being moved by Data Redirection. Try saving your content to the Documents folder or to a custom 
made folder on the C drive. Refer to Tutorial 1 of this guide for details.  
 
 

I receive an Unable to update error when trying to add or remove a library to my Library List.  

During installation, Fire Studio will setup a subfolder under Documents in which it will place several 
files that will update during normal use of the software.  However, if due to your system configuration 
or user rights, the program is unable to setup those folders, it will default to the main program 
installation folder under Program Files\DigitalCombustion\FireStudio6.  In that situation, receiving this 
error indicates your Windows account does not have full permissions to the Fire Studio 6 main folder 
located in Program Files\Digital Combustion. You will either need to modify the permissions of your 
account or use an administrator account to run Fire Studio 6. You will also likely see this error if you 
attempt to save a file, such as your simulation or a customer layer, to that same path.  Contact your IT 
administrator for permissions changes.  
 
 

Can I backup the Fire Studio file I downloaded from your link? 

Yes. In fact, if you extract the files from the ZIP and burn those to a CD or USB stick, you can install the 
software directly from that device.  
 
 

Can I make a backup of my Fire Studio 6 USB stick? 

Yes.  Unlike some earlier versions of Fire Studio, you are allowed to make backup copies of Fire Studio 
6.  We recommend using the copy for installations and keeping the original somewhere safe. 
 
 

Do I need to keep the USB stick in the computer when I run the program? 

No.  Unlike some earlier versions of Fire Studio, you do not need to keep the original USB stick in the 
USB port when operating the program. 

http://www.sevenforums.com/news/19426-user-account-control-data-redirection.html


  
Fire Studio 6 Page 281 

 

How many computers can I install Fire Studio on? 

As per the End-User License Agreement, you can install and activate all editions of Fire Studio on 1 
computer per license.  If you require a 2nd, alternate (non-concurrent) activation, you can purchase a 
maximum of 1 per license from Digital Combustion.  See our website for pricing.   
 

Are my old Fire Studio simulations compatible with the new version? 

You cannot use simulations from Fire Studio 1.x/2.x/3.x/4.x with Fire Studio 6, but simulations from 
version 5.1/5.2/5.3 will work.  Keep in mind that version 5 cannot make use of the new features from 
Fire Studio 6. 
 
 

Will the installation of Fire Studio 6 overwrite earlier versions of the program I have on my computer?  Do 
I need to have the old version of Fire Studio installed on my machine for the upgrade? 

Fire Studio 6 will not install over prior versions of Fire Studio (ver. 1 – 5). During installation, you 
should not change the installation path to any previous version as this could overwrite files and make 
the software unusable. Users who purchase the upgrade do not need to have the old version installed 
on their system. The USB stick or file sent to you will be stand-alone and can be installed on a 
machine with no other version of Fire Studio installed.  
 
Furthermore, please bear in mind, when you have upgraded a license, the old one is no longer valid.  
Please uninstall the old version from any computer it may be on. 
 
 

I tried importing my video into Fire Studio but it doesn't work. 

Videos must be in an acceptable format (.avi for Windows, .mov for Mac) and using a codec that your 
system recognizes. Fire Studio does not have any codecs built-in and relies on what is installed on 
your system. If you have the appropriate format, but Fire Studio still can't play the video, then you 
need to investigate what codec was used to encode it, and then install that codec into your OS.  Many 
programs available for free can tell you what codec was used if you don't know already. XMedia 
Recode is one of those programs and also a good video converter that will allow you to re-encode a 
video using a different codec. Another program worth having is MediaInfo.  Although it cannot 
convert videos, it has a larger database of knowledge and may be able to recognize the type of video 
you have if XMedia cannot. 
 
XMedia Recode: http://www.xmedia-recode.de/en/ 
MediaInfo: http://mediainfo.sourceforge.net/en 
 
Once you have identified the codec, you can track it down on the Internet and install it on your 
system.  A good place to start is http://www.free-codecs.com/.  Many people can simply download 

http://www.xmedia-recode.de/en/
http://mediainfo.sourceforge.net/en
http://www.free-codecs.com/
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the K-Lite Mega Codec pack onto their system as it includes the most common codecs in use.  
However, if you're video was downloaded directly from a camera, you may need to investigate further. 
 
For Mac users, there is a really nice and easy program called Evom which can convert most videos to a 
format usable in Fire Studio.   
 
Evom: http://thelittleappfactory.com/evom/ 
 
 

I'm trying to export my Simulations to another computer but the background images are missing. 

In order for the background images to be transferred, you must export your simulation from within 
Fire Studio using the Export Sim button.  You must then move the TWO files associated with that 
simulation, the .dcs and the .lbr file, to the other computer.   
 
Finally, missing backgrounds may also be caused by a lack of system resources.  If the above does not 
solve your problem, check to be sure your computer's video card meets the minimum requirements 
to run Fire Studio.  Also, check the dimensions or resolution of your background photos.  Large photos 
require much more RAM and shrinking them down will reduce overhead.  Refer to the earlier topics in 
this FAQ for specific size details.  Note that if you do resize, you will need to do so on your Instructor 
machine and then export the simulation again.  
 
 

I am receiving the following error when I try to launch Fire Studio: “This application does not have 
sufficient privileges to run.” 

This error occurs when Windows has blocked the Nalpeiron service from installing. Typically this 
should only occur when you first try to launch the software and it attempts to install Nalpeiron.  If 
you're not logged in as an Administrator, it may not be able to install and you'll get this error.  You can 
fix this issue by either right-clicking the shortcut and choosing Run as Administrator, or logging in as 
the administrator and launching Fire Studio.  If the Run as Administrator option does not appear, try 
performing the same right-click function directly on the FireStudio6.exe file located in Program Files \ 
Digital Combustion \ Fire Studio6.  Once Nalpeiron is installed and running, non-admin users should 
be able to run Fire Studio as normal. 
 
 

When I launch Fire Studio it immediately crashes or nothing happens at all. 

One of the most common causes for a crash or unexpected behavior is the graphics chipset.  A chipset 
that does not meet the minimum requirements of the software or has an outdated or incorrect driver 
can cause many problems to occur.  Take a closer look at your video card to confirm it is sufficient for 
Fire Studio and also that the driver is no more than 2-3 months old.  Please note that clicking Update 

http://thelittleappfactory.com/evom/
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Driver on the device tab will most likely not find a new driver.  The best way to upgrade is to go to the 
chipset manufacturer's website and download/install the driver from there. 
 
Nvidia's Website: http://www.nvidia.com 
AMD's Website: http://www.amd.com 
 
For Mac users, keeping your main OS up to date, and going online for routine updates is your best 
method to stay current with your system’s drivers. 
 
 

My department would like training on Fire Studio and/or Communication Link.  Can you offer a training 
class to our personnel? 

Yes, we can!  Direct training is the best method for learning how to use Fire Studio.  What may take 
months to learn on your own can be learned in a one or two-day course taught by our trained 
instructor.  Contact us if you’re interested in training at your department. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

http://www.nvidia.com/content/global/global.php
http://www.amd.com/
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External Resources 
 
This section highlights several 3rd party programs which may be useful for Fire Studio users.   
 

Photo Images & Editing Software 

 

Paint.net (PC) 

www.getpaint.net 
Excellent picture editing software for the PC that is free.  Has all of the most commonly used features 
of photo-editing software and can be used to create still-image clip-art for Fire Studio as well as resize 
or modify background photos.  Tutorials for learning the software can be found online. 
 

PIXresizer (PC) 

http://bluefive.pair.com/pixresizer.htm 
Simple application for resizing photos either individually or as a batch.  It is also capable of converting 
between some formats.  If you have a folder of pictures you need to resize, this may be your fastest 
option. 
 

Gimp (PC & Mac)  

www.gimp.org 
A free and open-source photo-editing application for the PC and Mac.  Their website has 
documentation to help you learn the software. 
 

Google Earth (PC & Mac) 

https://www.google.com/earth/ 
A free application for images around the planet.  Can be useful for getting screenshots to use in 
simulations. 
 
 
 
 
 

http://www.getpaint.net/
http://bluefive.pair.com/pixresizer.htm
http://www.gimp.org/
https://www.google.com/earth/
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Sound Files & Editing Software 

 

Audacity (PC & Mac) 

http://audacity.sourceforge.net/ 
Sound editing software.  Convert, alter, and edit your sound clips to import into Fire Studio. 
 

Freesound.org 

www.freesound.org 
A website with a database of many sound effects you can import.  Many are already in .wav format 
and can be imported directly.  
 

Video Editing & Conversion Software 

 

Evom (Mac) 

http://thelittleappfactory.com/evom/ 
Convert videos to usable format for Fire Studio 5 and 6 on the Mac.  This application is free and works 
very nicely.  It’s also easy to use! 
 

XMedia Recode 

http://www.xmedia-recode.de/en/ 
XMedia recode can convert almost all known audio and video formats, including 3GP, 3GPP, 3GPP2, 
AAC, AC3, AMR, ASF, AVI, AVISynth, DVD, FLAC, FLV,H.261, H.263, H.264, M4A, M1V, M2V, M4V, MKV, 
MMF, MPEG-1, MPEG-2, MPEG-4, TS, TRP, MP2, MP3, MP4, MP4V, MOV,QT, OGG, PSP,RM, (S)VCD, 
SWF, VOB, WAV, WebA, WebM, WMA and WMV. 
 

VirtualDub (PC) 

www.virtualdub.org 
Free video processor & converter for the Windows platform only.  You may be able to use this to 
change codecs in your video or convert from one format to another (.mpg to .avi for example).  
VirtualDub is NOT very user-friendly but there are a lot of plugins available to help convert videos 
using different codecs.   
 

http://audacity.sourceforge.net/
http://www.freesound.org/
http://thelittleappfactory.com/evom/
http://www.xmedia-recode.de/en/
http://www.virtualdub.org/
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Windows Movie Maker 12 (PC) 

http://windows.microsoft.com/en-us/windows-live/movie-maker 
Free basic video editor.  Designed to be easy-to-use and for beginners.  Has some conversion 
capability as well and might be a better application to try before VirtualDub. 
 

Freecodecs.com 

www.free-codecs.com 
A repository of many different codecs found on the web.  If you need to track down a codec for 
converting or playing your videos this website is often a good place to start.  The K-Lite Codec Pack is 
one we’ve recommended in the past, especially if you’re unsure what codec your video uses, but 
finding your specific codec is the best solution.   
 

Screen Capture Software 

 

CamStudio 

http://camstudio.org/ 
Free video & screen capture application for “converting” your simulations into movies.  We also 
recommend using the optional Lossless Codec listed below.  CamStudio is easy to use and allows set 
frame sizes for capture as well as custom size; frame an area you want to record and go. 
 

CamStudio Lossless Codec 

http://www.free-codecs.com/download/camstudio_lossless_codec.htm 
Good quality codec to install for use with CamStudio. 
 

Wikipedia Page - Codec 

http://en.wikipedia.org/wiki/Codec 
Wikipedia page for codec if you want further explanation on what a codec is. 
 

Camtasia 

http://www.techsmith.com/camtasia.html 
Robust and fairly easy-to-use screen-capture software with included video editing tools.  We’ve used 
this software to create tutorial videos and edit them for publication.  At the time of writing this entry 
a Camtasia license costs $300. 
 
 

http://windows.microsoft.com/en-us/windows-live/movie-maker
http://www.free-codecs.com/
http://camstudio.org/
http://www.free-codecs.com/download/camstudio_lossless_codec.htm
http://en.wikipedia.org/wiki/Codec
http://www.techsmith.com/camtasia.html
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Technical Support 
 
You can contact us for technical support 5 days a week during regular business hours at our toll free 
number 1-800-884-8821.  Our office hours are 7:30 – 3:30 PST. 
 
You can also email us at the appropriate address below: 
 
General Information: info@digitalcombustion.com 
Sales:  sales@digitalcombustion.com 
Tech Support:  support@digitalcombustion.com 
  
Be sure to include your name, contact information, product version, and a description of the problem 
if you are sending a technical support related email. 
 
Digital Combustion now has an online Knowledge Base!  If you can’t seem to find your issue in the 
manual and it’s after hours, the Knowledge Base may have the solution you need. 
 
http://www.digitalcombustion.com/content/knowledge-base 
 
If you need to send us a Purchase Order or Voucher, you can fax it to us at 1-800-564-9101, or mail it 
to the address below: 
     Digital Combustion, Inc. 
     9121 Atlanta Ave. #705 
     Huntington Beach, CA. 92646 
 
 

Fire Studio Essentials Course 

 
Learning on your own not going fast enough?  Digital Combustion, Inc. offers classes several times a 
year throughout North America.  Visit our website, email us, or give us a call for more information! 
 
http://www.digitalcombustion.com/content/fire-studio-training-classes 
 
 
© 2016 Digital Combustion, Inc.  

mailto:info@digitalcombustion.com
mailto:sales@digitalcombustion.com
mailto:support@digitalcombustion.com
http://www.digitalcombustion.com/content/knowledge-base
http://www.digitalcombustion.com/content/fire-studio-training-classes
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