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For indoor dry locations use only. Chan the product with 2 dry cloth anfy. Stickers not intendad 1o ba placed |
00 skin. Do not give the plush dolls or accessones that s made by the Fashion Studia to chidean under

3 years, The fabne and stuffing materiais prowided may cause suffocation. Thes toy uses sharp needies
{alrsadly assemblad). Raquess help fom an adult. Do not store of wsa product near heat, sparks or flame.

Flatan s infonnakon, addresses 2nd phane numbers for lutus reference.
Spin Master Ltd. resarves the right to disconfirme use of the www.coolmaker.com website it 2y fme.
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BATTERY SAFETY INFORMATION
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-
Requires 4 x 1.5 V AA [LRE) batteries (nol included). Battenss or bDafary packs must D3 recycled or disposed of propery.
¥¥hen this product has reached the end of its useful ife, it should not be disposed of with other household waste. EU legisiation for Electncal and
Elactronc Equpment and Batteries, requires thesa to be saparately collected 5o that they can be Yeated using the best avalable recovery and
racydling techniques. This will minimize the impact on the emvironment and human health fom soll and watar contamination by any hazardous
substances, dacrease the resources requirad 1o mike new products and avord usng up kandfil space, Please do your part by keeping this product
out of the municipal waste stream The “whealie bin” symbol means that it should be collactad as “waste electrical and electronic equipment” You |9
¢an raturn an oid product to your retaler when you buy a similar néw one. For other oplioes, piease contact your loca counci,

HOW TO INSTALL BATTERIES: 1. Open the battery door with @ screwdrver. 2. If used battenes are present, ramove theee battenes fom the unt by puling Lp
0n one end of aach battery. DO NOT ramove or install battenss using sharp or metal tooks. 3. Install new battenes as shown in the polarity diagram (+/-) insids the
battery compartment. 4. Replace battery door securely. 5. Check your local laws and regulations for comect recycling and/or batiery disposal

BATTERY SAFETY INFORMATION: Batteries are small objects. Replacement of battenes must be done by adults. Follow the polarity (+/-) dagram in the battery
compartment, Promptly remove dead battenes from the toy. Dispase of used batteries properdy. Remove battanes for prolongad storage. Only battenss of the
5ame or aquivaient type as recommended e to ba used. DO NOT incinarate used batteries. DO NOT disposa of battenies i fire, a3 batteries may exploda or
leak. DO NOT mix oid and new battenes or types of battenes L e. alkaline/standard rechargeable). Using rechargeabls Dattenes is not recommended dus o
possibie reduced performance. Rechargaabla battenes am only to be charged under adult supenvision. Replaceabls-rechameable batteries are 1o be emoved
from the toy before being charged. DO NOT recharge non-rechargeable battenes. DO NOT short-circuit t!he supply terminals.
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FCC STATEMENT: This device complies with Part 15 of the FCC rules. Operation is subject to the following two conditions: {1) This davice may not cause harmful interference, and (2) This device must
accapt any intarfarence recaived, including interfarenca that may cause undesired aperation. This equipment has been tested and found to comply with the limits for Class B digital devices pursuant to
Part 15 of the FCC rules. These limits are designed 1o provide reasonable protection against harmiul interference 1o radio communications. This equipment generates, uses and can radiate radio
frequency energy and, if not installed and used in accordance with the instruction, may cause harmful intarfarence to radio communication. However, there is no guarantee that interference will not occur
i a particular instafiation. If thes toy does cause interferance 1o radho or television reception (you can check this by tuming the toy off and on whie listening for the ntererence), one or more of the
following measures may be ussful: + Reonent or refocate the recaiving antenna * Incraase the separation between the toy and the radio or the TV « Consult the dealier or an expenienced TV-radio technician
for heip. NOTE: Changes, adustments or modifications 1o thes unit, including but not iimited 1o, replacement of any transmitter component (crystal, semiconductor, etc) could result in a violation of FCC
rules under part 15 and/or 95 and must be expressly approved by Spin Master Ltd or they could void the user's authority to operate the equipment. Spin Master Inc., PMB #10053,
300 International Drive, Swate 100, Wilkamsvilie, NY 14221, To contact the responsible party please visit fec.spinmastercom. CAN ICES-3{B)/NMB-3(B)

GET YOUR MACHINE READY

IMPORTANT o =

+ Check cartridge for any
broken part of the cartridge. '(f:\::'tﬂnd Th:eaatd
Never use if cartridge is e g ith
broken as this wil affect the Srp’ferr:gﬁr‘:t
function of the machine. IMPORTANT:

* As a safety precaution, check | Thread should
if neade is bent or broken. O. | scm || beatleast cm
Never use cartridge if needle (2.5im) (2.5 in) long.
is bent or broken, -

* In the unikely event that a
needie breaks during use,
ensure that the needle
fragmentisfoundand
removed safely before giving .

Click into place.
Make sure
PLAY/PAUSE
switch is on
N - PAUSE (Il
Turn ON/OFF switch to ON. before
Machine will make 2 short be.gmmng.'v
beeps. NOTE: Machine will IMPORTANT
make 2 long beeps and tum off Make sure your
after 10 minutes. Turn machine machine h.as
off and on again to continue. the Stitch'N
Style logo
facing you
when you are
]




SUNGLASSES CASE

MORE PROJECTS ON PAGE 5!

SEW YOUR FIRST PROJEC

< ‘ — N " e R

Cut out the Sunglasses Case fabric piece, Fold edge of fabric towards back white side, Align the Stitch Line on the fabric to the Stitch
Always use safety scissors (not included). T1P: Use Sewing Clips to help keep fabric Guide on the machine. IMPORTANT: Do not force
fabric under the Stitch Guide. TIP: Pop up the
Seam Guide to help keep stitching straight. See
legend on page 6.

IMPORTANT: Save all scrap fabric for Plushie together.
project later.
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IMPORTANT: Slide Cutting Tab back all the wanuntil it locks into place and then cut exposed thread. Thiswill  Hold up Foot Lifter and remove fabric.
prevent your stitches from unraveling. IMPORTANT: Do not cut near needle or stitches will unravel. Always use
Cutting Tab to cut thread and lock stifches.

To access
Storage
Drawer, pull
straight out
by handle and
then swing
slightly to

the right.

.
Flip so that pattern Is on the outside,
L3

TROUBLESHOOTING

Neadie Threader Tool. Locate thread with Threader Tool. Insert Threader Tool through the FRONT  Pull the Threader Tool out and leave
of the cartridge and then through the needle  at least a 6 em (2.5 in) tail of thread.

hole to the back. Insert the thread into the

wire from the TOP.
CAN’T REMOVE

FABRIC FROM MACHINE

OR CAN’T SEE THREAD CAN’T INSERT

ON CUTTING TAB? THREAD CARTRIDGE?

-

« Press in and turn the Unjamming Knob
clockwise until arrow is pointing UP.
Then cut thread with the Cutting Tab as
shown in Step 7 in Sew Your First Project.
Do not remove cartridge until machine
is unjammed.

+ Inspect cartridge siot on Sewing Machine.
If post is not at the very top, rotate it by
pressing in on the Unjamming Knob and
turn clockwise until the arrow points UP.

MACHINE NOT SEWING?

* Machine will automatically turn off after 10 minutes. Tum it on again
by sliding the ON/OFF button to OFF and then back to ON.

+ Make sure PLAY/PAUSE switch is in PLAY (P) position.

NOT SEEING STITCHES ON FABRIC?

* Inspect Thread Cartridge to make sure needie 1s threaded.
If not, follow directions on Threading the Needle.

SKIPPED STITCHES?

* You can just re-sew the missing part! Or remove the stitches
(see Tips & Tricks) and start the stitch ine again.



« Fabric that doesn't fit under the needle shouldn't be used. + Uneven of fabne wil cause maching to jam.
IMPORTANT o p-pe il |

DO NOT use thick fabrics such as denim and leather + Machine 15 equipped with a sensor around the sewing zone
+ Thick fabnc will cause machine 1o jam, Test a small piece of your that will automabically activate sewing when Switch s on.
BEFO“E USE fabric in the machine before proceeding on your prosect, Fabric Only place materials on the sewng zoné when ready 10 sew.

prowndad has been tested 1o be used with the maching. + Aways place machine on fiat, level surface.
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Choose your Hydro TIP: Hydro Prints may be cut to size after being When ready, slide the PLAY/PAUSE switch up to PLAY to  Guide fabric with hand and let the Presser Machine will automatically stop before the fabric
your project. pesled from the sheet. start sewing. IMPORTANT. When fabric is placed near the  Foot automatically push the fabric forward. edge, around 0.5 cm (0.25 in). This prevents thread
needie, the machine will make one short beep then start IMPORTANT: Do not push or pull the fabric from unraveling. IMPORTANT: Do not pull or
sewing automatically. TIP: If your machine stops sewing,  while sewing. TIP: Use the PLAY/PAUSE switch remove fabric. Refer to next step for instructions
make sure the fabric is placed more fo the RIGHT sideof  to START and STOP while sewing. on how to finish your stitching property.
the Stitch Guide line so the Fabric Sensor sees the fabric.
‘ B I
R
Wet your Stamper and lightly squeaze out Stamp fabric to dampen area, ) == ! % — &
excess water. Stamper should still be wet. ‘ 5 ‘ ’ C
" y & >

Unlock Cutting Tab. A Fold in half so front pattern is on the inside.
B8/C Use Sewing Clips to hold sides together and repeat Steps 3 to 9 for the other two seams.

TIP: Never pull fabric back under
the needle area without having the
PLAY/PAUSE switch in PAUSE.
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Dab Hydro Print with wet Stamper until it is IMPORTANT: Don't touch Hydro Prints while still  Leave to dry for two hours. TIP: To remove

applied onto the fabric. TIP: You can layer wet or else they will come off. Hydro Prints, just wash off once dry,
Hydro Prints on top of each other! IMPORTANT: dry stamper thoroughly before

To remove a seam, locate the END of your stitched line. Insert the hook end of the Threader

Tool through the loop indicated in the image and pull the thread tail out. Then pull on the piece
of thread to unravel the stitches.




PROJECTS

e

Ofisimow Qo

Fold sewh Sew Flip so front
@ over, @ side. bottom. e pattern faces out.

J

S

@) Thread round elastic @ 7ie ends of eastic (B Tuck 4 om (1.5 in) of the

switch in PAUSE
through scrunchie. into a knot. unfinished end of scrunchie before cutting and
into the finished end. removing fabric. )

9 Flip so pattern faces out. TIP: Use
the back of a pencil to help you flip it.

i0

'-';:,"' Yess : Sew two ends
o) @one.
: PLAY/PAUSE

start S1OP (5o on front side of fabric)

—d :
A 8] 2 28 - :
B 1 H : @ To sew belt loop to bag,
et * e
then lift the i
@ 7o 5w the beit loop, @) Repeat on the other &) Place belt loop front and place your fabric with
fold over edges and sew. two sides, pattern side facing up belt loop under needle.
on top of front pattern When ready to sew, press
A side of area indicated. PLAY. Repeat.
. | g k‘
OFoldoveredgesand eFoldoverbottom @Foldoversofront eSewsides. @Flipsopauem
sew 2 lines separately edge and sew. pattern faces in. faces out.
as indicated. )

_ Pink Stitch Line

A Blua/Grey Stitch Line
StOP (sew on back side of fabric)

3. HEADBAND

~

o Fold over the edges.TIP: Use
clips to help keep fabric together.

0Foldedgesover ePutbothpieces
then sew top 2 lines together with front
on S1 and S2 pieces pattern facing in.
separately. TIP: Use clips to
hold fabric together

AT 5A_F] SB[
Iy H
9 Sew around To sew the;‘stmp, Fold over agam
sides and o fold over once, 6 secure with clips
bottorn, secure with clips and sew.
and sew,

aAttad\strapsoneittmsideof purse on the
INSIDE. Secure with 2 stitch lines. TIP: Never pull
fabric back under the needle area without having
the PLAY/PAUSE switch in PAUSE. DO NOT trim
tail ends shorter than 2.6 cm (1 in) or your
stitches will unravel! >

@) Sew the edges. Start with A,

9 Trim the two ends.
then sew B, then C.

OAttachﬂatelasﬁcatcomer& Sew over the elastic twice
on both sides. TIP: Never pull fabric back under the needle
area without having the PLAY/PAUSE switch in PAUSE,

0PlaceUnicatS1 and QSewaround
S2 together with Unicat outside, leaving
on the inside. Note: there an opening.
will be pattern on the
BACK side.

e Flip so Unicat o Stuff with saved e Sew opening
faces out. fabric scraps! closed.



