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"MAYER-JOHNSON LLC'S LICENSOR(S) MAKES NO WARRANTIES, EXPRESS OR IMPLIED, INCLUDING WITHOUT LIMITATION THE
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, REGARDING THE SOFTWARE.
MAYER-JOHNSON, INC.'S LICENSOR(S) DOES NOT WARRANT, GUARANTEE OR MAKE ANY REPRESENTATIONS REGARDING THE
USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF ITS CORRECTNESS, ACCURACY, RELIABILITY, CURRENT-
NESS OR OTHERWISE. THE ENTIRE RISK AS TO THE RESULTS AND PERFORMANCE OF THE SOFTWARE IS ASSUMED BY YOU.
THE EXCLUSION OF IMPLIED WARRANTIES IS NOT PERMITTED BY SOME

JURISDICTIONS. THE ABOVE EXCLUSION MAY NOT APPLY TO YOU."

"IN NO EVENT WILL MAYER-JOHNSON LLC'S LICENSOR(S), AND THEIR DIRECTORS, OFFICERS, EMPLOYEES OR AGENTS (COL-
LECTIVELY MAYER-JOHNSON LLC'S LICENSOR) BE LIABLE TO YOU FOR ANY CONSEQUENTIAL, INCIDENTAL OR INDIRECT DAM-
AGES (INCLUDING DAMAGES FOR LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION,
AND THE LIKE) ARISING OUT OF THE USE OR INABILITY TO USE THE SOFTWARE EVEN IF MAYER-JOHNSON LLC'S LICENSOR HAS
BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. BECAUSE SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OR
LIMITATION OF LIABILITY FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES, THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU.
MAYER-JOHNSON LLC'S LICENSOR'S LIABILITY TO YOU FOR ACTUAL DAMAGES FROM ANY CAUSE WHATSOEVER, AND REGARD-
LESS OF THE FORM OF THE ACTION (WHETHER IN CONTRACT, TORT (INCLUDING NEGLIGENCE), PRODUCT LIABILITY OR OTHER-
WISE), WILL BE LIMITED TO $50."

License Agreement

This is a legal agreement between you (either an individual or an entity), the end user, and Mayer-Johnson LLC. If you do not agree to the terms
of this Agreement, promptly return the disk package and accompanying items (including written materials and binders or other containers) to the
place you obtained them for a full refund. Using the accompanying diskettes indicates that you accept these terms.

Mayer-Johnson LLC Software License

GRANT OF LICENSE. This Mayer-Johnson LLC License Agreement ("License") permits you to use one copy of the accompanying Board-
maker, Boardmaker with Speaking Dynamically Pro, or Boardmaker Plus! software ("SOFTWARE") on any single computer, provided the
SOFTWARE is in use on only one computer at any time. If you have multiple Licenses for the SOFTWARE, then at any time you may have as
many copies of the SOFTWARE in use as you have Licenses. The SOFTWARE is "in use" on a computer when it is loaded into the temporary
memory (i.e., RAM) or installed into the permanent memory (e.g., hard disk, CD-ROM, or other storage device) of that computer, except that a
copy installed on a network server for the sole purpose of distribution to other computers is not "in use". Only the licensed number of individual
computers should be allowed access to the copy of SOFTWARE installed on a network server. If the SOFTWARE is permanently installed on
the hard disk or other storage device of a computer (other than a network server) and one person uses that computer more than 80% of the time
it is in use, then that person may also use the SOFTWARE on a portable or home computer. For versions of the SOFTWARE that only run when
the CD is in the CD drive, SOFTWARE can be loaded on multiple computers and the CD, but only one installed copy of the SOFTWARE can be
running at any one time.

COPYRIGHT. The SOFTWARE is owned by Mayer-Johnson LLC or its suppliers and is protected by United States copyright laws and interna-
tional treaty provisions. Therefore, you must treat the SOFTWARE like any other copyrighted material (e.g., a book or musical recording). You
may not copy the written materials accompanying the SOFTWARE.

OTHER RESTRICTIONS. You may not rent or lease the SOFTWARE, but you may transfer your rights under this Mayer-Johnson LLC License
Agreement on a permanent basis provided you transfer this License Agreement, the SOFTWARE and all accompanying written materials and
retain no copies, and the recipient agrees to the terms of this Agreement. You may not reverse engineer, decompile, or disassemble the SOFT-
WARE. Any transfer of the SOFTWARE must include the most recent update and all prior versions.



Limited Warranty

LIMITED WARRANTY. To the original buyer only, MAYER-JOHNSON LLC. ("MJ") warrants for the period of ninety (90) days from the date of
delivery of the SOFTWARE to you as evidenced by a copy of your receipt, or until the SOFTWARE is modified by you, whichever period is
shorter, that: (1) The SOFTWARE, unless modified by you, will perform substantially the functions described in the documentation provided by
MJ; and (2) The media on which the SOFTWARE is furnished will be free from defects in materials and workmanship under normal use.

MJ does not warrant that the SOFTWARE will meet your requirements, that the operation of the SOFTWARE will be uninterrupted or error-free,
or that all SOFTWARE errors will be corrected. MJ is not responsible for problems caused by changes in the operating characteristics of com-
puter hardware or computer operating systems which are made after the release of the SOFTWARE nor for problems in the interaction of the
SOFTWARE with non-MJ software. MJ will have no responsibility to replace or refund the purchase price of the media damaged by accident,
abuse or misapplication.

CUSTOMER REMEDIES. MJ's entire liability and your sole remedy under this warranty is that MJ will undertake to correct within a reasonable
period of time any reported "SOFTWARE Error" (failure of the SOFTWARE to perform substantially the functions described in the documenta-
tion), correct any errors in the documentation, and replace any magnetic media which proves defective in materials and workmanship on an
exchange basis without charge. In order to make a claim under this warranty you must return the defective item with proof of purchase to MJ or
an authorized dealer, postage prepaid, during the warranty period. If MJ is unable to replace defective media or MJ is unable to provide cor-
rected SOFTWARE or corrected documentation within a reasonable time, MJ will at its sole and exclusive option, either replace the SOFT-
WARE with a functionally equivalent program at no charge to you or refund the purchase price of the SOFTWARE. These are your sole and
exclusive remedies for any breach of warranty.

NO OTHER WARRANTIES. THE ABOVE WARRANTIES ARE EXCLUSIVE AND IN LIEU OF ALL OTHER WARRANTIES, WHETHER
EXPRESS OR IMPLIED, INCLUDING THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PUR-
POSE, NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY MJ, ITS EMPLOYEES, DISTRIBUTORS, DEALERS OR AGENTS
SHALL INCREASE THE SCOPE OF THE ABOVE WARRANTIES OR CREATE ANY NEW WARRANTIES.

SOME STATES DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU.
IN THAT EVENT, ANY IMPLIED WARRANTIES ARE LIMITED IN DURATION TO NINETY(90) DAYS FROM THE DATE OF DELIVERY OF
THE SOFTWARE. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS. YOU MAY HAVE OTHER RIGHTS, WHICH VARY FROM
STATE TO STATE.

Limitations of Remedies

NO LIABILITY FOR CONSEQUENTIAL DAMAGES. REGARDLESS OF WHETHER ANY REMEDY SET FORTH HEREIN FAILS OF ITS
ESSENTIAL PURPOSE, IN NO EVENT WILL MJ BE LIABLE FOR ANY SPECIAL, INCIDENTAL, CONSEQUENTIAL, INDIRECT OR SIMILAR
DAMAGES, INCLUDING ANY LOST PROFITS OR LOST DATA ARISING OUT OF THE USE OR INABILITY TO USE THE SOFTWARE OR
ANY DATA SUPPLIED THEREWITH EVEN IF MJ OR AN AUTHORIZED MJ DEALER HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES, OR FOR ANY CLAIM BY ANY OTHER PARTY. SOME STATES DO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABIL-
ITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. IN NO
CASE SHALL MJ'S LIABILITY EXCEED THE PURCHASE PRICE OF THE SOFTWARE.

Nuance Communications, Inc. RealSpeak™ License
1. License Grant. Mayer-Johnson LLC. grants to End User a non-exclusive, non-transferable right and license to use RealSpeak on a
single copy of Speaking Dynamically Pro.

2. Ownership of RealSpeak. End User acknowledges that Mayer-Johnson LLC and its licensors and/or suppliers retain all right, title
and interest in and to the original, and any copies, of software which is incorporated into Speaking Dynamically Pro. Without limiting
the generality of the foregoing, End User agrees not to: (i) modify, port, translate, or create derivative works of the Speaking
Dynamically Pro; (ii) decompile, disassemble, reverse engineer or attempt to reconstruct, identify or discover any source code,
underlying user interface techniques or algorithms of the Speaking Dynamically Pro by an means whatsoever, or disclose any of the
foregoing; (iii) knowingly take any action that would cause Speaking Dynamically Pro to be placed in the public domain.

3. LIMITATION OF LIABILITY. MAYER-JOHNSON LLC AND ITS LICENSORS'’ LIABILITY TO END USER FOR ANY CLAIM
ARISING UNDER THIS AGREEMENT OR OTHERWISE ARISING FROM THE TRANSACTIONS CONTEMPLATED HEREIN,
REGARDLESS OF THE FORM OF ACTION WILL NOT EXCEED AGGREGATE FEES ACTUALLY PAID TO MAYER-JOHNSON LLC
DURING THE ONE YEAR PERIOD PRECEDING SUCH CLAIM.

4. CONSEQUENTIAL DAMAGE. IN NO EVENT SHALL MAYER-JOHNSON LLC OR ITS LICENSORS OR SUPPLIERS BE LIABLE
FOR ANY SPECIAL, INDIRECT OR CONSQUENTIAL DAMAGES, INCLUDING, BUT NOT LIMITED TO, LOSS OF REVENUES AND
LOSS OF PROFITS, EVEN IF MAYER-JOHNSON LLC HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.
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‘ Boardmaker Software Family v6 User’'s Guide

Introduction

Printed User’s Guide

This user's guide was written to support version 6 of the complete Boardmaker Software Family (BSF) of
products; Boardmaker (BM), Boardmaker Plus! (BM Plus) and Boardmaker with Speaking Dynamically Pro
(BM with SDP).

Boardmaker is the premiere software among clinicians, SLPs, and educators for
creating printed symbol-based communication and educational materials.

Boardmaker is a drawing program combined with a graphics database featuring

more then 4,500 Picture Communication Symbols (PCS). Boardmaker is the

backbone of the BSF because its complete set of features are part of both BM Plus
and BM with SDP.

Boardmaker Plus! allows you to bring the static BM activities to life and make your
B M+ computer an interactive student-learning and speaking tool. Featuring the ability to

talk, play recordings, move between boards and interact with buttons on the screen,
BM Plus allows you to create interactive books, worksheets, schedules, basic
communication, learning games and more, all of which can be adapted to each
student’s needs.

Boardmaker with Speaking Dynamically Pro is for power users and high-level AAC
needs. With the addition of Word prediction, abbreviation expansion and the high
quality RealSpeak® voices, plus all the capabilities of BM Plus, BM with SDP will
turn your computer into a speech output device and a powerful learning tool.

This manual is divided into two parts. The first part focuses on the features provided within Boardmaker and the
use of those features. All the information in this part of the manual applies to all the BSF products. The second
part focuses on the interactive features of BM Plus and BM with SDP and their use. This part of the manual does
not apply to Boardmaker. To help you identify the chapters that apply to the BSF product you purchased,
product icons (shown above) will appear at the beginning of each chapter and on specific sections within a
chapter as necessary.

In-Program Help

The topics covered in this printed manual cover all the basic skills a

typical user might need to successfully create fantastic printed =

materials and/or interactive activities. Many advanced program i

features and skills are not covered here, but are instead covered in the m
in-program help. Select Help Topics from the Help menu to access :  Copyright and Contact Information

the browser based in-program help, which includes the advanced
features and skills plus the complete contents of this printed user's
guide.

Note: The in-program help will be updated as necessary via free downloadable program updates available at the
Mayer-Johnson website (www.mayer-Johnson.com) or via the on-line updater (Start menu > All
Programs > Mayer-Johnson > Check for Updates).
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System Requirements

The system requirements to run version 6 in Windows are:

» Windows 2000 or higher * 512 Mb RAM * 400 Mb free disk space

Where to Get Additional Support

If you have access to the Internet, you can get support online at:

http://www.mayer-johnson.com
In the UK, email support@widgit.com
or you can access the Widgit Live Support at http://www.widgit.com/support/index.htm

Answers to frequently-asked questions will appear under the Support link at the top of the home page. If you
don’t find the answer to your question there, you may send an e-mail with your technical support question to our
office for a prompt response.

If you don’t have Internet access, you may call our office for assistance:

In the UK, contact Widgit Software
Phone: 01223 425558 ext 771
Fax: 01223 435349

To assist us in quickly answering your questions, please be ready to provide computer and system information,
as well as the program version number (on startup screen). It is extremely helpful if you can call when you are in
front of the computer.
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Program Window at a Glance

(M~

#- Boardmaker with SDP - [Untitled 1] =10]x]
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(3) symbol Finder Tool (Ctrl + F)

Makes the Symbol Finder window visible

(4) Pointer Tool (Ctrl + F1)
Selects buttons, text, graphics, etc.

(5) Button Tool (Ctrl + F3)

Creates buttons for symbols and pictures

Freeform Button Tool (Ctrl + F7)
Create freeform or polygon buttons

(7) Button Sprayer Tool (Ctrl + F2)

Sprays out button copies to make a grid

Line Tool (Ctrl + F4)
Draws lines

@ Text Tool (Ctrl + F5)
Insert and edit text

Symbolate Button Tool

Creates a button in which symbols will
appear as text is typed

Colour Tool

Displays a colour palette to set the colour of

buttons, text, graphics, and backgrounds

® OO Qe @ @ @

Thickness Tool

Displays a palette of line thickness options
Corner Tool

Displays a palette of button corner options
Shadow Tool

Toggles 3-D button shadows
Zoom In

Zoom Out

Movable Button Tool
Create Movable/Destination button pairings
Board Workspace

Symbol Finder Window

Searches for symbols
Page Break Indicator

Displays where printed page breaks will occur
Board Magnification Indicator

Displays the current view magnification
Dynamic Help

Displays helpful information relative to the
pointer position and action being performed
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Symbol Finder at a Glance

OO O

@ Current Symbol

@ Current Symbol Number
Displays the current and total matching symbols

@ Symbol Name Search Options
Begin Word, Anywhere, Whole Word
@ Minimise, Maximise & Close Buttons

Search Text Field
Finds a symbol from a full or partial name
() Display Thumbnail View (Ctrl + T))
Display thumbnails of matching symbols

Previous/Next Symbol Arrows
Steps through the symbols or thumbnail screens

o Select Categories Button (Ctrl + L)
Selects the symbol categories to search

@ Symbol Names Button
Adds an alternative name or category to a symbol
Alternative Symbol Name Field
Replaces a symbol name with a new name
@ Alternative Symbol Names List
Displays a list of alternative names to select
@ Symbol Finder Settings Button
Changes various Symbol Finder settings

@ Selection Marquee
Selects a rectangular region to copy

Selection Lasso

Selects a freeform region to copy

Note: Pop-up descriptions of each button appear

when you position the pointer on them and
pause briefly.
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Exploring the Templates and Sample Boards

Templates for Printing I@ SDP

All of the Boardmaker Software Family products come with over 325 print templates. Templates for calendars
and schedules and most communication devices are provided in the Templates folder.

The templates can be accessed by clicking on the Open a Template button on the open options screen that
appears when you first launch the program or when you select Open (Ctrl + O) from the File menu.

Note: The templates are “read only” files and will open as “untitled” boards. This prevents the template from
accidentally being written over.

2
ok n: [ 5 Templates R e s s

|0 Activity Pad Templates
|Z23EM Calendars
|e2Bm ion
|Z5)EM MJ Displays
|CBM Schedules

Open a
Template

Navigate to the
desired template.

File name | =l Gen |

Click here to access Fesctspe: |81 SOP Cond i
™ Open as read-only

all template boards. 4

SDP

Interactive Templates (not included with Boardmaker) I@

Boardmaker Plus and Boardmaker with Speaking Dynamically Pro come with over 250 sample boards, designed
to demonstrate how the features and symbols can be applied to cover a range of curricular areas, provide
communication and language support, assist in the development of functional living skills, and more. The
activities are designed to provide a range of applications that target ability levels that vary from early childhood
through adult. Please take some time to explore the sample boards to help you gain an understanding of the
features presented throughout this reference manual.

Boardmaker Plus and Boardmaker with Speaking Dynamically Pro both have a Use mode and a Design mode.
The Use mode will allow you to interact with your boards. The Design mode is for creating and editing boards,
buttons and actions. The program can be put in the Use mode by pressing Ctrl + U, and then return to the Design
mode by pressing Esc or Ctrl + D.
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Starting the Program in the Use Mode on the
Main Sample Board [ .

Double-s:hck on the BSF Interac.tlve'Sample S Not included with
Boards icon on your desktop. This will launch fEeTacivE Boardmak
) Sample Boards oaramaker
the program, open the main board for the
interactive samples, and place the program in the
Use mode.

You may now proceed to the next section, or
1 review the alternative steps below.

OR
Opening the Main Sample Board from within
the Program ; _
() ()
-y 2] £l LR
Launch the program by double-clicking on the i ,

s Boardmaker Boardmaker
appropriate icon on your desktop or select the Plus! with SD Pro
program within the Start menu (Start > All
Programs > Mayer-Johnson).

Select the Open a template button.
Open a
Template
The Select a Board dialogue will display the 2%
contents of the Templates folder. Loskin: |3 Terpimes ==
|3 Activity Pad Templates
|C2)BM Calendars
Double-click on the Interactive Sample Boards o eeten s
folder. s o sowcs
| interactive Templates
3 Note: You will find the templates for printing

in the folders that start with “BM,”

although you can print any of the

interactive boards in the “BM Plus” S - =

folders as well. escitpe: [0 507 Cond 5 o |

[~ Open =5 read-only

4
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Double-click on the +Main board to open it. This
board gives you access to the over 250 sample

boards.

Look in: [ I3 Interactive Sample Boards

2]

= «®merE-

22 symbol training.mm
J£34 symbol training.mm
JE3 About me - clarifiers.mm

I breakfast.mm

|5 bubbles primary.mm
| crcletime date.mm
J5) ink branching.mm

[DF=t Cat page 2.mm
[C)Fat Cat page 3.mm
[(DF=t Cat page 2.mm

()Games.mm

(C1tsy Bitsy Spider.mm
2 3oumal Main.mm
(CLE - 380 Story.mm

) Me~inennpast

[ G

53 4t Time.mm (C)Fat Cat page S.mm Eive~
|- beginning ch.mm [C)Fat Cat page &.mm 1 voun
JE3810 - Gym.mm (Sifeature index.mm 1 vouw

[ 1 vouriherenpreser
|12 symbol training
[ 4 symbol training

|-t & drink branching.mm ) lunch.mm B about e
Js)eat branchingmm (E)McDonalds.mm [ about me - darifiers
IRt Cat page Lmm +Main [ about me - family

. B s
Fie name: [+tain -l Qpen |
Files of type: [BM SOF (“bm2) =l Cancel

™ Open as jead-only

v

You will need to put the program in the Use mode to explore the sample boards.

Select Use in the Dynamic Boards menu or press Ctrl + U. Click on the buttons to explore different
sample boards. The “Main” button in the bottom right corner of each board will bring you back to the
main board shown above.

Press the Esc key or press Ctrl + D to return to the Design mode.

Dynamic Boards Help

[ v Design Ctrl+D

5 : Accgs Methol k

Button Selectio
Voice, ..

Boardmaker Software Family
Version 6 Sample Boards

¥4 @0 g T ek

<J=]=

Craslar Wallima

You must put the program ,
_ : : prcell | It
in the Use mode to use the -
interactive sample boards.
Q @ A Bs % \ﬁ’/\é
e e
000 =i R

Social Feature

Studies Science Math Art Index Templates




Introduction

Basic Mouse Skills

As with any modern program, it is important that you are familiar with basic mouse skills. This is especially
important with a drawing program like Boardmaker. Here is a quick review of the basic mouse skills that are
used repeatedly throughout this user's guide.

Click

circle time

Press the left mouse button to select buttons, text,
graphics, and lines within the program. This is typically
done with the Pointer Tool.

Click to select items like symbols.

Right-click
Press the right mouse button to access contextual menus :____gi_r_c_l_e_tim_e____1l ‘
and perform special functions. This is typically done with E .ﬁ;: tlﬂ
. | ut Image

the Pointer Tool. - @ Copy Image

. . . . . . | Fli 4
Right-clicking on most items will provide access to P Rfm& ,
contextual (right-click) menus containing commands that Zoom v
are specific to the item or items that are selected. The Restore Proportion
right-click menus provide a quick way to perform common Send To Back
tasks like copying, pasting, aligning, setting properties, Alignment b

and much more. Right-click to access the contextual

menu for items.
Note: Some advanced program commands are only

available in the right-click menus.
Double-click

Click twice, quickly, with the left mouse button to open
buttons and displays so that actions can be assigned or .D
settings changed. This is typically done with the Pointer
Tool. (BM Plus and BM with SDP only)

Double-click on a button to assign it
actions (BM Plus & BM with SDP only.)

Click and Drag

Click and hold the left mouse button down while moving
the mouse in the appropriate direction. Click and drag is
used with a variety of tools to select, draw and move. —

Click and drag to draw a button or
move items around.
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Shift-click

Click on the first item, then hold the Shift key down then
click on the next item or items. Shift+click is used to select
multiple items or buttons. Each item you shift-click will be
added to the selection group. Shift-click an item that is part
of a selection group to de-select it.

Note: Buttons can not be added to a selection group that
started with a graphic, line or text and vice versa.

| Insects

Shift-click on items to add them to the
selection group.
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Chapter 1
Building a Board and Working with its
Appearance

Chapter Overview Y sop

When creating a new communication board, it is important to understand how to properly orient and size a board
for printing, create a grid of buttons, and manage boards within the drawing window. You will also learn how to
change the colour, shape, and size of the buttons on a board which helps to organise its content and makes it
easier for the user to understand.

The following topics will be covered:

»  Setting the board size *  Creating a multi-page board

*  Working with multiple board windows * Resizing a board’s window

*  Creating a grid of buttons * Adjusting the Sprayer Tool gap spacing
» Changing the appearance of the buttons * Drawing a line on a button or board

* Clearing symbols and text from selected buttons

Use different sizes of Organise the board using
buttons and symbols. coloured button borders.

Create boards
that will print to
match an exact | want
size need.

meat pie

el

Crisps chips Jelly
nlease thank you water ola milk
e
Select from a variety KNk Organise the board using
of button corners. coloured button backgrounds.

13
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Setting the Correct Paper and Board Size

The first step in creating a new board is to determine its size. You will need to tell the program how
big of a workspace you will need and what size paper you will be using in your printer.

Printer Setup

The printer settings for paper size and orientation should be set for a board before you enter the
dimensions for a board size. This will help you create boards that print on a single piece of paper.

Print Setup (Board Size /Ruler/Grid/Gaps) ﬂ
—Board Setting Image Import Setting
Current printerpage " Inches & Centimeters " For Screen
size and orientation " For Printing
information. HMasim.m ® Fullceck
- | i 26 Centimeters 1524
Usze Printer Page I Height |2D— Centimeters 152.4
1 Grid Size IF Centimeters |
Gap "Width for Sprayed Buttons IF Centimeters CI/Ck here tO
Gap Height for Sprayed Buttons IF Centimeters

change the paper

 Printer Setting /I size or orientation.
Printer: HP Deskjet 5900 Series Pint Setup... I Remember Printer

Orientation: Landscape width 28.042 Centimeters Orientation
far Mew Boards
Faper Size: Ad Height 2032 Centimeters

— Printer Image Quality

& Stamdard - Best Performance Cancel |

" High - Better Quality Text

" Use Printer Resolution 600 Dots Per Inch ok, |

Select Print Setup (Board Size/Ruler/Grid/Gaps) in the File menu. Check the current printer
settings for the proper paper size and orientation. If the paper size or orientation is not correct, click on
the Print Setup button.

Print Setup EE
 Prirter
Make sure the |\
. : P ies...
correct printer = __ Propatis.._|
is chosen. l\ S— ety _
Type: HF Deskjet 5300 Series
\ghe'a e Select the print
armment: . .
2 orientation for
FPaper Orientation /I your board
Choose the I/;% It =
Size Of paper Source: I Automatically 5 elect j % Landscape
that you will be
Using. Metwork. .. | ()3 { I Cancel |

Make sure the paper size you will be using is selected, then set the print orientation for your board.
Click on the OK button when finished.

14
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Setting the Board Size

Use Display
Size

Click here to set
the board size
to match the
display size for
on-screen use.

Use Printer
Page

Click here to
set the board
3 size to match
the printer page
size.

Print Setup (Board Size/Ruler/Grid/Gaps)

Current Board Size

To set a specific board
size, specify the values
here.

/ﬁ x|

- Board Setting
Board & Ruler Urits

€ Inches / ' Centimetars

i~ Board Si:
_

Use Display Size “wficdth
/ Use Printer Page Height

Image Import Setting——
© For Sereen

% For Printing

© Full Scale

Maximum

26 Centimeters 152.4
20 Centimeters 152.4

Giid Size
Gap Width for Spraped Buttons
Gap Height for Sprayed Butions

03 Centimeters
0.3 Centimeters
03 Centimeters

Fiemember
Board Seltings
for Mew Baards

i~ Printer Setting

Orientation Landscape
Paper Sizs: a4

Printer: HP Deskjet 5300 Series

Pint Setup.

Width 28.042 Centimeters
Height 2032 Centimeters

Remember Printer
Qrientation
for Mew Boards

- Printer Image: Quali
(% Standard - Best Pefomance
" High ~ Better Qualty Text

" Use Printer Resolution

Cancel

5

600 Dots Per Inch

the current board
size setting on all
’I new boards.

J Click here to use

| Click here to use
the current printer
page orientation
on all new boards.

Typically, you will click on the Use Printer Page button to make the board size match the printable
area for the paper size and orientation you previously set. (In the next section you will learn to work
with multi-page boards.) Click on the OK button when finished.

Note: The printable area for a specific paper size and orientation can vary from one printer to the
next. You may need to adjust the board size if you try printing this board on a different

printer.

Tip: Setting a Default Board Size and Printer Page Setting for All New Boards

If you will be making a lot of boards that need to be the same size, i.e a set of boards for a
specific device or activity, you will want to use the “Remember” buttons on the right side of
the Print Setup screen above. You may click on one or both of these buttons to automatically
apply the current board size and/or printer page orientation settings to any new board you

create.

15
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Creating Multi-Page Boards

You have the option to create boards that can span multiple sheets of paper. Creating multi-page boards allows
you to support larger communication devices or make poster-sized communication boards.

Print Setup (Board Size /Ruler/Grid/Gaps)

Board Setting
Board & Ruler Units 7 Inches & Centimeters
ard Size -
Enter the M aimum
desired |85 Centimeters 152.4
1 board size. Use Printer Page | Height IBU Centimeters 1524
| Grid Size ID.3 Centimeters

Select Print Setup (Board Size/Ruler/Grip/Gaps) in the File menu. Check the current printer
settings for the proper paper size and orientation. If not correct, click on the Print Setup button.

In the Width and Height boxes shown above, enter the desired dimensions for the board up to the
values listed under Maximum. Click on the OK button when finished.

 [® Boardmaker with 5o - [untitied 1] =IOl x|
E3 File Edit Wiew Test DynamicEButtons DynamicBoards Help _15] x|

The different
pieces of paper
are marked by
green dashed
page break lines.

7T B

e
I}%ﬂﬁ!m‘ﬂﬂm'ﬁ' ARIKIR SRS RI RS RRL LG

VA

25% |x=26‘575 y=8.822

When the board is viewed as Reduce To Fit (default), the page break lines will mark the different
sheets of paper.

Most printers have a minimum necessary margin and cannot printed right up to the edge of the
paper. Therefore, when a multi-page board is assembled, you will need to trim the edges of each
page before taping them together.

16
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Working with Multiple Boards

 Boardmaker with 5DP - Untitled 2 (=7
o Text Dynamic Buttons  Dynamic Soarcs i = Fle Edt ew Text Dynamic Buttons Dynaric oardsHelp

| B O[S\ A|LEEEO|ela B oG\ AlLEEE o)A

® Boardmaker with SDP - [Untitled 11

aaaaaaaaaaa

............

L
Jie
@

3 IO I B P O I P

=3 I O < I i I P

EEEEREEEREEE RN

em12.07 y=2244 4

You can have multiple boards open at once. As
The first board opened or created in the program is additional boards are opened, they will appear in
maximised and will fill the screen as shown above. smaller windows cascaded on the screen.

View Options

® Boardmaker with SDP - Untitled 4
FloEdi

View Text Dwnamic Buttons — Dynamic

ds Help

Double Size Chrie4 J O[T\ | A £
Actual Size Chrl+1 o
Half Size: Chrl+2
. Fit To Window Chrl+3 iy

po:
7w
@

Other...(76%)

v Snap To Grid
Send To Back

=lalslal TLILELTLL

Shiow 3
Use On-5Screen Keyboard

Tile: Wertical t!

e EEEREE NN

=
E
Cascade ERPER SRR VO IR (| E R Lot S
v 1 Untitled 1 o
2 Untitled 2 i
3 Untitled 3 &
4 Untitled 4 — >

Selecting Tile in the View menu will allow you to view all currently open boards at the same time. The Tile
view is useful for copying and pasting buttons between boards.

By default, a board’s window is set to the Fit To

Window view so the entire board can be seen. T e ——

. . . . . . ° Double Size Cerl+4

Different view sizes are available in the View menu :
and are useful especially when editing a symbol. e i
. v Fit To windom Chrl+3

Note: The button sizes as viewed on screen do
not necessarily match the printed size.
Refer to the rulers in the window to
determine the actual print sizes.

Other,..(76%)
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Resizing a Board’s Window

Manually

— ol

DT
By moving the pointer over any edge of the window,
the pointer will become a double arrow. Click and = a ‘Ie‘ - o
drag the edge of the window to a new position. ey !g
banana grapes Drag to resize
a window.

................................ OR -ccccccccccccccacccacceaac—annn-
Using the Maximise and Restore Buttons
- The board is shown
The Po.ard is shown restored to its (ol
maximised. I smaller size. =1R| x|
9 Boar SpP E-m @e Dawn
ST \ :
B oA\ AleE=ERoRe] = (K
A\V g\ ¥ (14 [15 18
zf | Want‘ apple ora;hc
i ) banana grapes
N I I I 1
Click on the Maximise button in the upper right Click on the Restore button in the upper right corner
corner of a board’s window to expand it to fill the of a maximised board’s window to restore it to its
workspace as shown above. reduced size as shown above.

18
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Creating a Grid of Buttons

First, you must create the initial button for your

grid.

Select the Button Tool in the Standard Tool

Palette.

1 Tip:

Change the orientation of the Standard
Tool Palette by dragging the bar next to
the Symbol Finder Tool to either the
top or left side of the screen.

|
X Toolbar El
= N ERENINE By
Q Fton Tod - CtF3] [Button Tool - CileFa
N
A% Standard Tool Palette
] (Vertical and horizontal
= orientations)
6
g
4]
o

Move the crosshair into the blank workspace.

Tip:

Note:

Noting the initial position of the red
indicators in the rulers will help you
create a specific size button.

The rulers can be set to display inches
or centimeters. The units of measure
can be set by selecting Print Setup
(Board Size/Ruler/Grid/Gaps) in the
File menu.

# Boardmaker with SDP - [Untitled 1]

File Edit Wiew Text Dynamic Buttons Dynamic Boards Help

B[O 0=l AlLE
AP < P P < P S P

L] Red position

I - / indicators

o] O
L 1 L

Click and drag diagonally to create a button.
Release the mouse button when the new button
1s the correct size.

Tip:

Note:

To create a square button, hold down
the Shift key while dragging out the
button.

The cursor moves in 0.3 cm (1/8 inch)
increments on an invisible grid. You
can change the grid spacing by
selecting Print Setup (Board Size/
Ruler/Grid/Gaps) in the File menu or
unchecking the Snap to Grid feature in
the View menu.

® Boardmaker with SDP - [Untitled 1]

File Edit Wiew Text Dynamic Buttons Dynamic Boards Help

s E NS
L 0 A R S UL

[
([
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20

If it is necessary to resize the button, move the
pointer over any edge or corner of the selected
button until the double arrow appears as shown.
Click and drag to change the button’s size as
necessary.

Note: A dashed line indicates a button is
selected.

-

' Use the double
I arrow to change
i a button’s size.

You are now going to spray out copies of the
button you have created to form a grid.

Select the Button Sprayer Tool.

Toolbar

2= \|A|2|H=

Button Sprayer Tool - Chrl4+F2

Move the Button Sprayer Tool on top of the
button. Click and drag diagonally to spray out
the desired grid of buttons.

Note: If you want to change the gap spacing
between the buttons, delete all buttons
except for the initial button, change the
gap spacing for the Button Sprayer
Tool and drag out a new grid.

® Boardmaker with SDP - [Untitled 1]

File Edit Wiew Text Dynamic Buttons Dynamic Boards Help

|

Dles N\ A LL[H=]

P PP 0

= il s O I
=1 I I I I I I I I I

I

—3
)

HEEERE

oo |
i
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While all the buttons are still selected*, click

 Boardmaker with SDP - [Untitled 1]

and drag on any button to reposition the whole 7 rle, S Ve Tet Oyt futtors Oynari boads feb
grid in the centre of the page. J I » OB ALE=ED
*1f the buttons become deselected, choose o
Select All (Ctrl + A) in the Edit menu. g
g
Tip: If you create a board layout you would ;
7 like to use as a template for future 2
boards, please refer to Appendix E - i
Creating a Template Board. ;t
T
o
iz
B
14 L T
5]
e
T
mel

Changing the Board or Button Background Colour

Colour Toal

Click on the board’s background Select the Colour Tool Click on the desired colour in the
or select a button or group of Colour Palette.
buttons.

21
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Changing the Button Border Thickness

Select a button or group of

buttons.

|E ______ -

A=l

I
Select the Thickness Tool. Click on the desired button border

thickness.

Invisible Button Borders

The dashed line in the Thickness Tool represents an “invisible” border. When selected, the buttons will appear
with a light-grey dot-dash border that will not print.

Note: Do not confuse the dashed line in the Thickness Tool with dashed button borders which are set by right-
clicking on a button and selecting Dashed Border from the Properties submenu. (Refer to the Applying
Dashed Button Borders section.)

Selecting the
invisible border.

22

Solid border Invisible border Dashed border
(Will not print.)
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Changing the Button Border Colour

Click Border to change the

| A@| ﬂ| — button border colour.
[ |
|

S (| N o

Select a button or group of Select the Colour Tool. Click on Border, then select the
buttons. desired button border colour.

Tip: Use the eye dropper to select a colour that does not appear in the palette by clicking on any colour
shown on the board.

Changing the Button Shape

=[O |
|
b iE
Corner Tool
Select a button or group of buttons. Select the Corner Tool.  Select the desired button border corner.

Note: If a freeform button is selected, the Corner Tool will act as a “polygon tool.” Refer to the Creating
a Regular Polygon from a Freeform Button section.

23
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Drawing a Line

[e=] Al B=]E

©

L

Line Tool - Chrl4F4
$
Select the Line Tool. Click and drag on a button or on Click on the Thickness Tool, and
the board background to draw a make a selection to change the
line. line’s thickness.

Applying Dashed Button Borders

Cut Buttons
Copy Buttons
Clear Buttons  #

Make Invisible
Dasher Borders
Mot Se table

) ¢ Right-click on a button and select
Select a button or group o Dashed Borders in the Proper- The dashed borders are great for

buttons. ties submenu. Uncheck this cutting activities and worksheets.

option to return to solid border
lines.

Note: Dashes can also be applied to lines created with the Line Tool.

Tip: Dashed borders look better with thicker button borders (Thickness Tool).

24
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Applying 3-D Button Shadows

=Y O

Shadow Tool

Select a button or group of Select the Shadow Tool. Select the shadowed box to create
buttons. the 3-D button shadows.

Note: The Thickness Tool, Corner Tool, and Colour Tool can be used to change the look of the button
shadows.

Clearing a Group of Buttons

Edit View Text Dynamic Butbons

Undao Move Butkons — Chrl+2 | want
. Cut Chrl4+ L
/ T Copy Chel+C | ¥
 Paste ey [
Delete Delete
& g
(4 G D Select Al Chrl+-4
== Seleck Group
<\ &
Sywap Butkons
Shuffle Buttons
Edit Board Actions
Edit Macros

Select a button or group of Select Clear in the Edit menu or  The symbols and text are
buttons. right-click on one of the buttons removed from the buttons.
and select Clear Buttons > Face.
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Drawing a Freeform Button

The Freeform Button Tool allows you to draw buttons that have any shape. You can use this tool to create
“hotspots” around parts of a background picture, emphasize certain buttons by giving them a very different look
from the others, or simply create fun new shapes.

Create uniquely shaped buttons
over an item in a photo and
make them invisible.

Turn any freeform button
into a standard polygon.

Create polygon shapes and
make the borders dashed.

Note: A freeform button behaves exactly like a standard button with two exceptions; it can’t have shadowed
borders and its corners can’t be rounded.

Select the Freeform Button Tool.
1 =1z ANEY)

Freefu:urm Button Tool - CErl+F7 I_

On the board background, click and hold the ® Boardmaker with 5DP - Untitied 1]

K3 Fle Edt View Test DynamicButtons Dynamic Boards He

mouse button down. Drag the mouse around =
W [ @
to draw the freeform button J » AN AL

I / Click and drag to
2 1 | _— draw a freeform

button.
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Release the mouse button to automatically
close off the button border with a straight line
between the mouse position and where you
started drawing the freeform button.

Release the mouse
button to close the
button with a
straight line.

® Boardmaker with SDP - [Untitled 1]

n
Edit WView Text Dynar

mic Buttons  Dynamic Boards  Help

S| A |22
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Drawing a Polygonal Freeform Button

The Freeform Button Tool can also be used
to draw polygons. [:] ‘ @FL \ ‘ A ‘A

Select the Freeform Button Tool. ~|Fresfort Button Tool - Ctrl+F7 [

Press and hold the Control (Ctrl) key, click to © bosramser v 0Pt 1
set the starting point for the button and move A Fle et ew Text Dynamic Buttons D Soads
the mouse to drag out the first side of the \CJ F A re
polygon. Click to set that side. .E

While holding down the
Ctrl key, click then
move the mouse and

‘ click to create the first
= side of the button.

While continuing to hold down the Ctrl key,
Click the mouse Where you Want eaCh corner [ File Edit View Text DynamicButtons Dynamic Boards

of the polygon to be. A

Continue to hold
down the Ctrl key
and click to set
each corner.

To finish your polygonal freeform button,
double_click tO Specify the pOSitiOIl Of the ¥ Fle Edit Wiew Text Dynamic Buttons Dynamic Boards

final corner (or you can just release the Ctrl
key). The program will automatically close ,- / and the program will
= automatically close

the polygon. =
POyE E the button.

A | Release the Ctrl key

28
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Drawing a Button with Straight and Freeform Sides

The Freeform Button Tool can be used to

draw buttons that have both freeform and [:] ‘ @FL

straight sides.

A A

Freefu:urm Button Tool - CErl+F7 I_

Select the Freeform Button Tool.

Press and hold the Ctrl key, then click and @ Boardmakar with SDP - [Untitled 1]

. @ File Edit Views Text Dynamic Buttons Dynamic Boards
drag to define out the first side of the polygon.
g polyg A ‘ 5©

| P‘ |

While holding down the

Ctrl key, click then

move the mouse and
—— click to create the first

s side of the button.

Now, while continuing to hold the mouse © Boardmaker with SDP - [Untitled 1]

07y Fle Edit View Tex namic Buttons  Dynamic Boal
button down, release the Ctrl key. Move the .F‘ B Tod e prencn
mouse around to draw a freeform side. ‘ A ‘A

________________________ Hold down the
| | mouse button
1 % and release the
b | Ctrl key to draw a
E f freeform side.

To draw a straight side again, press and hold Py —————————rs Hold down the Ctrl

the Ctrl key and release the mouse button. @ File Edit View Text DynamicButtons DynamicBoa

Click to set the next corner. (328 ‘ N V
[

key again and
release the mouse
button to define
another straight
side.

Alternate between holding down the Ctrl key
and the mouse button to switch between
drawing straight or freeform sides.
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To finish your freeform button, simply release
the mouse button and the Ctrl key The [E] Fie Edt View Text DynamicButtons DynamicBoa Release the th’l

program will automatically close the polygon. A ‘©|§33|\ AJ/ key orthe mouse
| IR L B :

button to close
the button with a
straight line.

Creating a Regular Polygon from a Freeform Button

Although it's possible to manually draw regular polygons (like triangles and hexagons) using the methods
described in the Drawing a Polygonal Freeform Button section, it can be very tricky to get such polygons
just right. The program therefore provides a way to convert any freeform button to a regular polygon by
using the Corner Tool.

SR W
AV
<J|>
[ ]
Select a freeform button. O D The freeform button will appear
O O with the new shape.

Select the Corner Tool; then
select a shape.

Tip: Hold the Shift (constrain) key while selecting a shape to create a regular polygon (all sides the same
length).
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Chapter 2

Working with the Symbol Finder

Chapter Overview [l [en+] B2

The Symbol Finder allows you to quickly search for symbols and copy them to buttons or to other programs.

You can easily change the text above a symbol or work in another language. This section will show you how to

use the Symbol Finder’s different features so you can easily get the symbols and text you need.

The following topics will be covered:

Searching for symbols

*  Using the Alternative Symbol Names menu

Making a one-time symbol name change + Editing a symbol’s list of names
Setting the Symbol Finder font size *  Using different languages with the symbols
Working with the Symbol Finder’s settings »  Selecting the Display Option for Symbol

Copying a symbol to a button

You can use different
languages or display
two at once. The text
can also be hidden
or positioned below
the symbol.

Names

o x|
happy O e
feliz

ST

W g | 5o
& ke J Enter alternative

symbol names.
|happ~_.r ’| 4

A Al

7 [
Browse multiple
symbols using the
thumbnail view.

Select just a portion
of a symbol to copy.
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Searching for Symbols

Select the appropriate Symbol Name Search Option button. This determines how the Symbol Finder
matches symbols to your search text.

Type the name of the symbol you want to find.

—ialxl| | [T} Search Options
for here Q I—t?f— =| |her ——— Search Text Field

-

/'\

het
Beginning of Word

1 * <:] I 13798 E:> —i ===l  Search text: “her”
Ha g —E Matches: “here,” “her,” “come here”
Anywhere

Q |f|:|r here '

Search text: “her”
A Pal |

Matches: “where,” “cherries,” “here”

Whole Word
Search text: “her”
Matches: “her” (only match)

The symbols that match your search text can be displayed either one at a time within the Symbol Finder
window or in a popup window with up to 49 thumbnail pictures.

Searching for Symbols Individually

~=lof x|

for here ILJI |2 | Next Arrow |
her

2 * Ao o

el e

|f|:|r here

Indicates the current
B\ symbol number and
total number of

\'f) | | matching symbols.

Previous Arrow

If the first symbol that appears is not correct, use the Previous/Next Arrows or the right and left arrows
on your keyboard to step through the symbols that match the search.
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Searching for Symbols Using Thumbnails

Click the symbol you want to use, or
Right-click the symbol to paste it
into the highlighted region.

VRN Tl

Alternative Symbol
Qf wrs o Name Field

Name of the highlighted
b - &i !@f “’@ for here thumbnail.
T
) 1:*: / . &l
,ﬁ =y [umbnail
4 Button

>
iie

7

=
N\

o

SCIED)
C!X*—@C,Q\Hb

&

L

\G&

d U
&~

Click on the Thumbnails button (Ctrl + T) to view thumbnail pictures of all symbols that match the
search.

\ You will be shown

\ thumbnail pictures
of the first 49

matching symbols.

= hdl

You can use the Previous/Next Arrows or the arrow keys on your keyboard to step through the
thumbnail screens. Click on the thumbnail picture of the symbol you want to use.

Note: As you pass the pointer over each thumbnail picture, its symbol name will appear in the
Alternative Symbol Name Field.

Tip: Right-click on a thumbnail to paste it into the currently highlighted button. The thumbnail
view will remain open so you can continue right-clicking on thumbnails to quickly paste them
into your blank buttons.

Searching for Symbols Using Categories

If you are working on a topic-based board, i.e. breakfast or clothes items, you may find doing a category search
will be quicker than searching for each symbol separately. You can set the Symbol Finder to search for or
display only those symbols within a specific category.

Category searches are covered in-depth in Chapter 3 - Working With Symbol Categories.
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Copying a Symbol to a Button

Automatic Placement

1ol x]

The Symbol Finder will highlight the first empty like S = =
button on the board. like

<

Pressing the Enter key on the keyboard will
automatically place the current symbol on the

highlighted button.
Once the symbol is placed, the next empty button |
will become highlighted.
Note: If there are no empty buttons, the Symbol & /\
Finder will try to place the symbol on the
board background. / \
Highlighted Button
................................ OR -ccceccccccccccacccacaccaaacannn-

Manual Placement

You can place the current symbol on any button on like
the board, not just the highlighted button.

Using the Placement Cursor, click on the button
where the symbol should be placed.

Note: The next empty button that follows the
button you just clicked on will become |

highlighted for automatic placement. i

Please refer to Chapter 4 - Working with Symbols on
a Board for information on deleting, replacing, or
adding multiple symbols to a button. /

Placement Cursor

Tip: With the Placement Cursor, you can click
and drag out a marquee box into which the
current symbol will be placed. This is an
easy way to size and position a symbol
within a button or on the board background.
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Using the Alternative Symbol Names Menu

—
happy P |
|happy

IRz

| *l ﬁl El Click here to show any
s alternative symbol

|hapmf ﬂ names.

happy =

Cimem Alternative names for
ok the current symbol.
nood

Many symbols are assigned alternative symbol names (synonyms). If you search for any of these alternative
names, the symbol will appear in the Symbol Finder with that name above it.

If you want to use an alternative name for a symbol, click on the black triangle and select a name from the pull-
down menu.

Note: Changing the text using the Alternative Symbol Names ficld is a one-time change and will not affect the
original symbol name.

Making a One-Time Symbol Name Change

=T
Smiley Sam  |a=d ==

|happy <: Original search text

Iz

|5mi|ey Sam|

WA

~ Alternative Names
Symbol field

You can change the text that appears above a symbol by typing in the Alternative Symbol Names field. As you
type the text, it will automatically appear above the symbol.

Note: Changing the text using the Alternative Symbol Names ficld is a one-time change and will not affect the
original symbol name.
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Using Different Languages with the Symbols

The PCS libraries that came with your software are translated into many different languages. You may change
the displayed language, add a second language line, or set a different search language.

Line 1 Language: Spanish - . ;I{EI_TXI
Line 2 Language: English feliz —I‘" ===
happy =
// <
feliz | Al | """ |
happy ® ﬁ ﬁ
Symbol Finder
Settings Button
gl Click on the Symbol Finder Settings button. ‘T )
Symbol Finder Settings x|
Line 1 Language ISpaniSh j Line 1 Size 4 -
Line 2 Language j Line 2 Size 14 =
Search Language -
td agnification for Enlarged 'window 4 Language Settings. .. |

Use the pull-down menus to select the desired languages for the Line 1 Language and/or Line 2

Language.

Click on the OK button when finished.

Changing the Line 1 Language changes the Search Language to match. You can set the Search

Language independently after setting the Line 1 Language (see
make a board for a Spanish speaker).

above; an English speaker can

Note: Some languages require special fonts and font scripts to display their text correctly. The
fonts and scripts for the Eastern European languages are available within Windows 2000 or
higher if Multilanguage Support is enabled in the Windows Setup. Refer to Enabling

Multilanguage Support in Help Topics in the Help menu.
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Selecting a Search Category

Select Categories button
Click here to select a category

Symbol Finder

=10l x|
e =2

adults

<‘,j| 1/ 3800

/I to search or view.

Select Categories to Use 5[
¥ Animals —Food ) ) — Leisure . —Schoal
¥ Computer ¥ Bakina/Seasoning ¥ Music v Alphabet
¥ Containers [V Braakfast ¥ RhymesiSongs V¥ Murnbers
¥ Money ¥ Canned Foods ¥ Showsitovies/Plays ¥ Calars
[V Office v Condiments ¥ Shopping [V Classes
[¥ Sentence Builders ¥ Dairy v PartyiDance v AdsiCrafts
[¥ Transportation ¥ Drinks ¥ T ¥ HistorgCurrent
v wWeather ¥ Fruits ¥ Toys [V Math
¥ Sign Language E (F}as_tFoISd ; ¥ other Leisure E Ehys&palfﬁ;{pation
v Grains/Breads v ReadingMriting
- Calendar ¥V LunchiDinner - [V Science
¥ Time 7 ReEzl= I
v heats W Farnily v orkshop
¥ Days ofthe Week ¥ Snacks ¥ Other Schaoal
¥ Month V¥ FacesiHeads
v Months ¥ SweetsiDesserts El G —
¥ SpecialiHolidays ¥ “egetables " St pCharacters — Religion
g Ehntstmas ¥ Foods (misc) v Othrng'eopIe E Christian
asier v Jewish
¥ Hallaween 7 lslarm
_I-||70m(ejleaning ":I";C'::Dmmumw g gthler_Rel(igi_Dn:?
_ - eligion (misc
Deseie— [ Clathes % World
¥ Descriptive ¥ Cooking/Kitchen ¥ Restaurants ~Werbs
¥ Feelings E GardeningiMature E States v AllVerbs
B W Grootming v Other Places v Comman Actions
Il';a;\thd ¥ Other Home F— ol
|0s [ =parkssaames
[ Body Parts e ocial ¥ Games Usze All Standard Categonies
¥ Comrmunication Aids e W Sports
? gealthl_;rnblems E Comrn. Clarifiers ¥ Swimming/Beach
v Sexuali v Greetingsinirap-ups ¥ Hakey Pakey i
¥ Other Health [# Other Sncial 0] i Eee Clear 4ll Standard Categories

Cancel |

Show by Categories

Ilze All Standard Categones

Clear All Standard Categories

Checks all category fields Unchecks all category fields

Cancel |

Cancels any
selection changes

Show by Categaornies |

Closes the Categories
window

Shows/selects any user categories

Click Clear All Standard Categories to uncheck all category selections.

Check any category or categories you want to search or browse. Click the OK button when finished.
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Working with a Category Search

Symbol Finder Details

Once you have selected a search category, only those symbols assigned to that category will be available in the
Symbol Finder.

—Food iald i
e T — If the search field is
W Eraaldact m ol x| blank, you can step
I:[%C .................. e k -|O] through all symbols in
II: ggpw' crumpet i___l |_“_?_'>_ - __Z’l;/l a selected category.
[~ Drinks ||:rL|m|:|et

I Fruits

[~ FastFoo - [,1 K

[~ Grains/Br mial e Noa- \I Steps through
Selected search category | ﬁ the matching
[ Snacks symbols.

[T SweetsiDessers I':
[~ “egetables

™ Foods imisc)

ry et
2l
/[ \

Current symbol Number of
number matching symbols

Using the Thumbnails View

Search categories are best used in conjunction with the thumbnail view. The thumbnail view will allow you to
see up to 49 symbols at a time from a selected category. This will allow you to quickly locate the symbols you
want to use. Use the Next Arrow to view the next 49 symbol thumbnails.

s cm— e T The scarh field must
IZINE &R A|A©|n|:@®w@|0 W % — be blank to view all
L g s e 1 0 e gé‘l’ g @l fae = symbols in a selected
— i SARG category.

i i | e
‘_: French toast fried egg fﬂ ‘o
|\

L Previous/Next

3 | thumbnail of the
E L| symbol you want.

\I Displays the name

of the highlighted
symbol thumbnail.

Filling a Topic Board Quickly

There are two methods you can use to quickly fill a topic-based board with symbols from a specific search
category. In the examples below, the “breakfast” category is selected.

Method 1 - The Enter key and automatic placement

Repeatedly pressing the Enter key on the keyboard fills the buttons with “breakfast” symbols in the order they
appear within that category. Use the Right Arrow key on your keyboard to skip unwanted symbol(s).
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Symbol 8

Symbol Finder

of 25

French toast

B ol
M2 S

Symbol 9 of 25

Symbol Finder

fried egg

“ole i
freaem
MAC S

Symbol 10 of 25
Symbolinder

crunch bar

B el
MG

Press the Return key —_— Press the Return key —_— Press the Return key

French toast

Method 2 - Right-click a thumbnail and automatic placement

French toast

fried egg

Right-click on a thumbnail to paste it onto the currently highlighted button. The thumbnail view will remain
open so you can continue right-clicking on thumbnails to quickly paste them onto your blank buttons.

Enlarging the Symbol Finder Window

# Boards

aker with SDP - [Untitled 1]
it View Texk Dynamic Buttons Dynamic Boards Help

Symbol Finder

x |OEs A 2B

= lEl=ES

0 I = =l ] P il el O

B

happy

[eom [
M2 G

Symbol Finder
Settings button

 E—

<7~

0| x|

Mazimise
button

The Symbol Finder can be enlarged to give you a larger view of the symbols. This is useful when using the
Selection Marquee/Lasso.

To enlarge the Symbol Finder, click on the Maximise button. The Maximise button is then replaced by the

Restore button and is used to return the Symbol Finder to its normal size.

You can set the size of the enlarged Symbol Finder by clicking on the Symbol Finder Settings button, then
selecting a magnification in the Magnification for Enlarged Window box Magnification popup.
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Selecting the Display Option for Symbol Names

The Symbol Finder can be set to display the symbol names above the symbol, below the symbol or not at all.

Symbol Finder Settings

x|
Select the dlSpIay :jne12||:anguage [English (UK) - Ene;?ze 14 -
[ Hidd -
option for the MBS idden ine 2 Size
English (U
symbol names. nglish (UK)

200

Ll

Language Settings... |

' Use Color Symbals " Labelz on top

Kabels on bottom
o labels

" Use Black & ‘White Symbols

Coee_|

To change the symbol names display option, click on the Symbol Finder Setting button then select the desired
option.

Note: When the No Labels option is selected, the Linel and Line2 language settings are preserved, but appear
grayed out and are unselectable.
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Chapter 3
Working with Button Text

Chapter Overview [ [m+

SDP

You can use the Text Tool and Text menu to edit text above a symbol or add text directly to a button or the
background. This chapter will show you how to work with the text on your boards.

The following topics will be covered:

* Adding text with the Text Tool * Repositioning text fields
» Editing symbol names with the Text Tool *  Changing the text colour
» Setting the text font, style, and size * Changing the text settings on multiple buttons

*  On-screen keyboard

Create buttons or boards with only text.

Use the Text Tool to cats dogs
change a symbol’s name. _
/ like
person 21 Bty You candy broccoli
don't
like
We him her

®

persan 21

You can change the font, size, style, and colour of the

text on all selected buttons in one step.

Betty

€

14

N\
\

Ican

nin

¥

jump

walk

£
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Adding Text with the Text Tool

| Z
1 | \ I A A@ | ﬂ . I
[ I
kY]
[Tt Tool - Chrl4+FS]| | | wa I"|t|
Select the Text Tool. Click with the I-beam cursor where Type your text.

you want to type text.

The blinking insertion cursor marks
your position in the text field.

Repositioning Text Fields

&)
[Foinker Tool - Chrl+F1]|

Select the Pointer Tool. Click and drag the text field to a Tip: You can also click and
new position. You may also use drag on the top or
the keyboard arrow keys to nudge bottom of a multi-word
the text field around. text field to resize the
text block.
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Editing a Symbol Name with the Text Tool

Bobby|

NA £

* ‘“
[Text Tool - Chrl+F5]|

Select the Text Tool.
Click with the I-beam cursor on the symbol name, then type the new

name.

Note: The first time you click on a text field with the I-beam cursor the entire text field will be selected.
The second click places the insertion cursor. A double-click will select a single word.

Tip: Right-click on any text with the pointer and select Edit Text from the contextual menu to edit
the text. Move the I-beam cursor off the text and Right-click again to select the Pointer Tool.

Changing the Text Colour

Bobby 5=

Colour Tool

Select the text field using the Select the Colour Tool. Click on the desired colour in the
Text Tool or Pointer Tool. Colour Palette.

Tip: You can change the colour of text with the Pointer Tool by right-clicking on the text and selecting
the colour from the Font Colour submenu.

Tip: Use the eyedropper to set a custom colour for the text by clicking on any colour on the board.
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Setting the Font, Style, and Size

............ _ Text  Dynamic Butta Font 20x
iperson 21 ; - _
% | Font... Font: Font style: Size:

Justify 3 IAriaI IHeguIar 18 0K |

——  E - 4 -]
9 | Agial Black = el 16 L |

L ) Aiial Narrow Bold m
10 O Book ntiqua Bold ltalic 20 J
12 8 gookmag DE Style gi
i i

v 14 O Conic 6anstis = ® =
16

ml r— Effect: — Sample

[~ Stikeout
;2 ™ Underline | AaBbeZZ
Color:
a I- Elack vl Script:
36 IWestern LI
7e
Other...(60)
Select the text to be The font size can be set within ~ Select Font in the Text menu to change the

changed using the Text  the Text menu.

settings for the Text Tool or a selected text

Tool or Pointer Tool. field.

44

Note: You can change the default font, style, and size used by the Text Tool by first double-clicking on

Tip:

the Text Tool, then selecting Font in the Text menu and making the desired changes.

You can quickly increase or decrease the font size by one point by using keyboard shortcuts. Ctrl
+ "+" will increase the size, and Ctrl + "-" will decrease the size.



‘ Boardmaker Software Family v6 User’'s Guide

Changing the Text Justification

_lﬁ Drynamic Buttons  Drynamic B :Jéh.ﬁﬁc.e.r,l
I I R | Martin_
Select the text field using the Select the desired alignment in The text in this example is now
Text Tool or Pointer Tool. the Justify submenu in the Text centered.
menu.

Tip: You can change the alignment of text with the Pointer Tool by right-clicking on the text and
selecting the desired setting from the Justify submenu.

Changing the Text Settings on Multiple Buttons

blg Jittle | Text Dynamic Butt@

Font, ..

N / T Justify v
{ § g 1
s-|:|.; | | 4

10

12
W 14
16

-

Select the buttons whose text will ~ Make the desired changes in the All selected buttons will reflect
be changed. Text menu. the text change.

Note: If you are increasing the text size on your buttons by a significant amount the text may appear
underneath the top portion of some symbols. It may be necessary to resize or reposition some
symbols within their buttons in order to avoid clipping the text.
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Chapter 4

Working with Symbols on a Board

Chapter Overview [l [en+] B2

A symbol on a button can be easily replaced, added to, resized, moved, or deleted. This chapter will show you

how to manipulate the symbols and create your own symbols.

The following topics will be covered:

* Replacing a symbol on a button * Adding an additional symbol to a button
* Resizing and repositioning a symbol » Using a portion of a symbol
* Importing a picture onto a button * Resizing buttons and graphics

» Clearing pictures and text from selected buttons

Quickly replace a button’s

hamburger sandwich

=

Position multiple symbols on a
symbol and text. button to make a new symbol.

Big Meal Deal

%

Quickly clear the contents

| want

a7

of any selected buttons.
| want cereal
pcatmeal scrambled egg
&L || &
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Replacing a Symbol on a Button

Search for a new symbol in the Symbol
Finder e I_;IEI_ILI
: h b || | [
. . hamburger cheeseburger IW
1 Using the Placement Cursor, click on the A
butt h bol will b laced. N ==
utton whose symbol will be replace ‘ .°ﬁlgl

- ) ) [neeseburger

| Placement Cursor|

Click on the Replace button to confirm the

action.
2 Do you want ta replace them with the current symbol or
add thiz symbol to the button?

Thiz button already has items on it

Add To | Cancel |

The new symbol and text will replace the old
ones. cheeseburger
e
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Adding an Additional Symbol to a Button

Search for the symbol you want to add.

Press the Tab key to move to the Alternative

Symbol Name Field, then press the

Backspace or Delete key to remove the

symbol text (you don’t want an extra symbol
1 name appearing on the button).

Alternative Symbol Name Field

Delete this text to temporarily
remove the symbol’s text.

Using the Placement Cursor, click on the

button that will receive the additional symbol

or click and drag out a marquee box that will cheeseburger

determine the size and position of the
2 additional symbol.

Placement Cursor

Click on the Add To button to confirm the

symbol addlt]on This button already has iterns on it.

3 Do you want ta replace them with the current symbol or
add thiz symbol to the button?

Fieplace | Add To | Cancel |

The new symbol is added to the button on top
of the previous symbol.

4 The Pointer Tool will automatically become
selected and the symbols are ready to be
resized and repositioned (see next section).
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Resizing and Repositioning a Symbol

Select the symbol to be resized.

Note: The first click selects the symbol on top,
the next click selects the next symbol
down, etc.

Move the pointer over any portion of the dashed
selection box. The pointer will become a double :"L'"I'I
arrow. :

Double
arrows are
used to

resize.

Click and drag the lower right-hand corner to resize
the symbol.

Tip: Hold down the Shift key while resizing
the symbol to maintain the symbol’s
3 proportions.

Tip: If the symbol get distorted as a result of
resizing it, right-click on the symbol and
select Restore Proportion to return the
symbol to it original aspect ratio.

If necessary, move the pointer over the symbol,
then click and drag to reposition the symbol. cheeseburger

4 Tip: You can change the order in which the
symbols are stacked on a button by
selecting a symbol, then selecting Send
To Back in the View menu.
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Using a Portion of a Symbol (Marquee/Lasso)

Selecting a Portion of a Symbol

i x -0

strav.mrlzznerryr shake |====1-- = strawberry shake

"""""" |strawberr5r shake|

: ! <

s e L=
1 B g o] o

Istrawberw shake E

N N4 =\ A Vel p] [
— :

Marquee is selected. |_Lasso is selected.

Select either the Marquee or Lasso button then click and drag to select the desired portion of a
symbol.

Placing the Selection

Weal Deal

o

cheeseburger
o

2

You can click with the Placement Cursor or press the Enter key to place the symbol selection on a
button. You can also click and drag out a marquee box with the Placement Cursor to set the
position and size of the selected portion of the symbol within the button.

Istrawberr\; shake E Completed button
(after resizing and
\?)l : positioning).

To learn how to save a new symbol in the Symbol Finder, please refer to Chapter 8 - Adding New
Symbols or Photos to the Symbol Finder.
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Clearing Symbols and Text from Selected Buttons

| want

cereal

Select the buttons whose symbols
and text you want to clear.

52

Edit View Text Dwn

Undo Move Buttons

Cuk
Copy
Paste
Delete

o)
Select all
Select Group

Swap Buttons
Shuffle Buktons

Select Clear in the Edit menu or
right-click on one of the buttons

and select Clear Buttons > Face.

| want

The cleared buttons are ready for
new symbols.
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Chapter 5

Working with Symbolate Buttons

Chapter Overview [ w| B

Symbolate Buttons provide a quick and easy way to create symbol adapted sentences, stories, direction strips
and other instructional materials and aids. As text is typed into a symbolate button, appropriate symbols will
appear above each word. By design, text and symbols can not be moved around in Symbolate buttons, but in
most other respects, Symbolate buttons are similar to standard buttons. Their background colour, border
thickness, corner setting, font size, style and colour can be set in the usual fashion. They can be positioned and
resized according to your needs. In Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro, you can
assign a select set of actions to these buttons, including the new Read With Highlighting action designed

specifically for Symbolate buttons.
The following topics will be covered:
*  Creating a Symbolate button
» Editing symbolate text
*  Changing the symbol for a word-symbol pairing
*  Making new word-symbol pairs
*  Changing the default word-symbol pairing

» Changing the text for a word-symbol pairing

MJ News.com %%

Sunday, August 27, 2006

oa  weather
e

& &

Sunny AM

Symbolate
Buttons

woov A >

Neon Chief to play the

@ p &=

at the Casbah

% Mars,

Saturday night.

Astronomers today

Lt A.»sag

Changing the text position

Adjusting the button border

Changing the font and symbol size

Setting the button symbolate properties

Read with Highlight action (Plus! and SD Pro)

Headlines
@ @4», S e ® Symbolate
said Pluto is Button

The eight planets

,—«o o @

re Mercury,  Venus, Earth,

J”@@‘ & ‘@

Saturn, Uranus and Neptune.

Quickly create symbol-supported learning activities like this current events page using the Symbolate
Tool. The symbols automatically appear as you type. (Many of the symbols shown above come from

the optional PCS addendum libraries.)
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Creating a Symbolate Button

54

Select the Symbolate Tool in the Tool Palette.

AlSE=

=——{symbolate Button Toal }

Click on the background where you would like to
start typing.

A new Symbolate button will extend from that
location to the right edge of the board. You will be
able to adjust the width of the button later. A
Symbolate button's height is automatically
determined by its font and symbol size settings.

Tip: Click and drag horizontally with the
Symbolate Tool to set the initial width of
the Symbolate button.

Begin typing in the new Symbolate button. If there is
a valid word-symbol match, then the symbol will
appear as each word is completed.

The text will automatically wrap when it reaches the
right edge of the button. You can move to a new line
at any time by using the Enter (or Return) key.
There is no limit to the amount of text you can type
into a Symbolate button. However, you are limited to
what you can see by the dimensions of your board.

®}D

Astrunumers today said Pluto is

@)8

5 a planet. The eight  planets in

b

* i *
.o @

Tip: To access symbols paired with multi-word phrases, like “solar system” you must type

[I3E]

“solar_system.” The underscore (*“

), which will appear as a space, prevents the program
from attempting to symbolate the first word.

Note: You can apply standard button appearance options such as border thickness and colour,
background colour and shadow borders to a symbolate button.
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Editing Symbolate Text

Select the Symbolate Tool and click on the text
you'd like to edit. The Symbolate button will behave
like a very simple text editor.

Tip: Right-click a symbolate button to quickly
select the Symbolate Tool for editing the
text.

ndl
to T-:' sai
Adf-é

Use the Symbolate Tool
to edit Symbolate text.

Astronomers

Once the text cursor is positioned, text can be
inserted and deleted as in any word processor. Move
around within the text by repositioning the cursor or
by using the arrow keys.

Note: Although you can use standard Windows
techniques to select text (for example,
clicking and dragging across the letters you
want to select), your selection cannot span
multiple word-symbol pairs.

M_.Fa:[d

You can not click and drag
to select multiple words.

+ Astronomers

The program will automatically re-symbolate the text
as it is changed.

Note: You can prevent the program from
automatically re-symbolating the text by
holding down the Alt key while you type.
Refer to the Changing the Text for a Word-
Symbol Pairing section for more
information.

planet plaﬁéfé

Click between two symbolate word-symbol pairs to
insert new text.

* % ~ Y
-@—
ol e

Astronomers 1[ today

‘B e )

Astronomers the

University]  today
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Changing the Symbol for a Word-Symbol Pairing

The program uses a set of pre-defined word-symbol pairings and symbol library searches to determine the symbol
that will first appear when a word is typed. The first symbol that appears will not always be appropriate for the
context of the word. In this situation you can manually step through the candidate symbols (i.e. all symbols paired
with the word).

The symbol for “saw” is
not correct for the context.

Using the F1 and F2 Keys

With the Symbolate Tool, click on the word or symbol you want to change, then press the F2 or F1 keys to
step forward or backward through any candidate symbols paired to the word. This can also be done for the
last word you typed.
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Using the Symbolate Candidates Dialogue

With the Symbolate Tool selected, double-click on the symbol (not the word) that you want to change. The
Symbolate Candidates dialogue will appear.

Click on the appropriate candidate symbol then click on the OK button.

Syrn bolate Candidates ]

Label: Add Mew Syrbal

|SEIW

|
b ake Default |
|

n Remowve Symboal

4 | | ﬂ Cancel |

Tip: Double-clicking on the appropriate symbol will automatically select the symbol and dismiss the
Symbolate Candidates dialogue.

Tip: Selecting a word and pressing the Esc key will also open the Symbolate Candidates dialogue.
Note: This symbol change only applies to this instance of the word. If you want to make this symbol the

new default for the word, click on the Make Default button. Refer to the Changing the Default
Word-Symbol Pairing section.
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Making New Word-Symbol Pairs

You have access to a large number of PCS symbols in the libraries provided with the program and through the
optional PCS addendum libraries, but there will be words that will not have any paired symbols. This will be
especially true for names, places and other proper nouns. In this situation, you can manually make a new word-
symbol pairing.

There is no symbol associated with “astronomer.” You will need to make a new word-symbol pairing.

Using the Symbolate Tool, double-click above the &

word (where a symbol would be) to open the T f f

Symbolate Candidates dialogue.
Astronomers use telescopes.

Tip: Selecting the word and pressing the Esc key
will also open the Symbolate Candidates
dialogue.

Double-click above a word to create
a new word-symbol paring.

fwme——— | There are no romes |
candidate symbols [
for this word yet. [ ]
— |
< o] oo
Click on the Add New Symbol button. This will
open a special version of the Symbol Finder. Click on the Add New
Symbol button to
Search for the symbol that you would like to pair A search for a symbol to
with the word (shown in the Label field). & ;:air to the word.
2 Click on the OK button when have 1 ﬁmmmm """" S
you have located the
appropriate symbol. Lo e — . W
[rsvorones | stars | Sss=l====ll-—c
EEREET
* . % [EImE
* e [ I
* A s [ o
4 ﬂhj Cancel |
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The “stars” symbol is now paired with the word
“astronomer.” Click on the OK button. The newly =  pgmg-------------------mmmmmmmmmooo -
paired symbol will appear in the symbolate button.
This new word-symbol pairing will be remembered f ‘f
by the program for future use.
3 : strunurners se telescopes.
Tip: Import photos into the Symbol Finder to
make them available for use in Symbolate
buttons. The name(s) you provide for the
photo will determine its automatic word-
symbol pairing.
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Changing the Default Word-Symbol Pairing

You may want to change the default word-symbol pairing to a more appropriate symbol or imported photo, or to
set the default so that no symbol appears initially. This can be accomplished using the Symbolate Candidates

dialogue.

Juplter [ huge planet

In this example you might want to change the default word-symbol pairing so no
symbol appears for the word “a” and find a better symbol for the word “huge.”

With the Symbolate Tool, double-click on the ~ g

symbol for the word-symbol pairing to be changed. . A . .

This will open the Symbolate Candidates dialogue. [ Jupter s huge _pinel. |

Add News Symbol

a Remove Symbal
ancel

Click on the symbol you want to become the new e

default then click on the Make Default button. @ A . .

i Jupiter is huge planet. 3

Select the No Symbol entry in the candidate list to Symbolate Candid
prevent the program from displaying a symbol for the ltbli Addew Smbel
word. Make Default
2 L srea |
Click on the OK button to save the changes. a c TR
A | Cancel

Note: Use the Remove Symbol button to remove
a candidate symbol from the list and prevent
it from appearing when pressing F1 or F2 to
step through the word-symbol pairs.
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Changing the Text for a Word-Symbol Pairing

Temporary changes can be made to words and phrases in existing word-symbol pairs. This can be done using a
keyboard shortcut or through the Symbolate Candidates dialogue.

In this example you might want to change
the word “Man” to a person’s name.

Note: Changes to the text in a word-symbol pair are temporary and only apply to that word-symbol pair.

Tip: For specific people, places or things, import photos into the Symbol Finder to make them available for use
in Symbolate buttons. The name(s) you provide for the photo will determine its automatic word-symbol
pairing.

Using the Symbolate Candidates Dialogue
Using the Symbolate Tool, double-click on the symbol whose word is to be changed.

Type the new word or phrase in the Label field. Click OK when finished.

________________________________________________________

Edit the label to only change the _E'ﬂ
text for this word-symbol pair. tdd New Symbol
Remave Svrbal
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Using the ALT Key
With the Symbolate Tool, select the word you want to change.

While holding down the Alt key, type the new text for the symbol. Holding the Alt key prevents the
program from attempting to re-symbolate the text.

Hold the Alt key while typing to directly
edit the text without changing the symbol.

ha

Click elsewhere in the button when finished.

Changing the Text Position

The text in a Symbolate button can appear on top of or below the symbols.

Astronomers today said that Pluto is not
Symbolate Tool
@ }D Sim g
Copy Button 1
* * Faste Lok
Clear Button 3
a planet Font Sizes 3
Font Style 3
Font Colour 3
Font...
Symbaol Size 3
________________________________________________________________ Justify 4 I,
Autofit Border
Right-click on the Symbolate _ Propertes b
Button to adjust the text position. Symbolate Properties

Note: This change only affects the current button. To change the text position for all future Symbolate buttons,
make sure nothing is selected, then change the setting by selecting Symbolate Properties in the Edit
menu.
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Adjusting the Button Border

It is not uncommon to have a gap between the right border of a Symbolate button and its contents. The border can
be adjusted either manually or by using the Autofit Border option (right-click menu). Each option yields a slightly

different result.

| Astronomers today said Fluto s |

After entering the text, a gap is present
between the text and the right border.

| Adjust the right border to improve the
not g planet. appearance of the button.

Manual Resizing

Using the Pointer Tool, click and drag on the left or right border to resize the button. The text and symbols
in the button will not change as you change its width. The height of the entire Symbolate button will change
to accommodate its contents.

E "t‘.*'ﬂ'- ~ 4 D 4 1 E
| '+ - — . :
-~ AT #* :

i Astronomers  today said Pluto

| | Click and drag on the
— right or left border to
is not 3 resize the button.
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Autofit Border

Right-click on the Symbolate button and select Autofit Border. This will fit the border to leave a consistent
margin around its contents. This option will never change the top or bottom border of the button.

Symbolate Tool ™
Cut Button . _
Copy Button
| Paste Laok
| astronomers today said SR " lluto is
| Font Sizes 3
Font Style 3
Font Colour 3
Font...
Symbal Size 3
Text Position 3 |
3 not a planet. ety v §
R AutoﬁtEorder
Properties k 3
Symbolate Properties
! * % 4 . D A # 5
; * :@— o | |
R i i :
. | 1 '
Use the Autofit Border : . . |
! Astronomers today said Pluto 15 i

option to fit the border :

for a consistent margin. ® . i
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Changing the Font and Symbol Size

As with any text, you can adjust the font size, colour, style and justification in a Symbolate button. All of these
settings are available by right-clicking on the Symbolate button. Many of these options can also be found in the
Text menu.

m """"""
Astronomers today said that Pluto is
% x~ %
B 3O M e
* 11- *
Symbolate Tool
not a planet. ot Btion
Copy Button
Baste Look
Clear Button 3

¢

.| Right-click on the |- Font e T S—

Font Colour 3 12
Symbolate button to Font... v 14
adjust the font set- Syl e , I
tlngS. Text Position 3 -
Justify 3 =
Autofit Border 30
Properties 3 36
- | 72
Symbolate Properties Other...
B i ead we Dige e
Astronomers today said that Pluto is
ok, & %
@ D ® I
* 11- *
Symbolate Tool
not a planet. ot Bution
Copy Button
Faste Lok
Clear Button 3
Font Sizes 3
Font Style 3 !
_____________________________________________________________________ Font Colour 2
Font...

RIght-C/le on the 5 S'E Make Smaller
Symbolate button to i .

adjust the size of T
the symbols.

Autofit Border
Properties 3

Symbolate Properties

65



Chapter 5 - Working with Symbolate Buttons

Setting the Button’s Symbolate Properties

A convenient method of setting the properties of the symbolate button is to use the Symbolate Properties
dialogue.

Note: A few of the more commonly used Symbolate Properties are available directly in the right click menu,
however, this dialogue contains all available properties of a symbolate button.

"Astronomers today  said that

). L

a planet. Cut Button Text position:

5 CopyBaren 9 : Set the justification.

| 9o Set the text R /

Clear Button 3 osition ext an battom

T ' FontSizes v | P ; m p
Font Style » dustify: Left - Specify a set
Font Colour 3 Symbol Size.
Font... Syrnbol size [inches]: 075 =
Symbaol Size 3 -
Text Posit 3
Js:ﬁﬁ,os' g v Line spacing: IMedium vl

Autofit Border

Properties v [~ Make all symbals the same width .t\
Symbolate Properties 1
Uze My Default Settings | Set the line
spacing —

Make all word-symbol | small, medium
y Cencel /\ or large.

pairs the same width,
based on the widest / \
pair.

Restores your default
settings if you have
made setting changes.

Note: You can define your personal default properties for symbolate buttons by setting the Symbolate
Properties from the Edit menu and modifying the default values. You can restore your default settings to
the factory default settings for Symbolate buttons by selecting Symbolate Properties from the Edit menu
and clicking on the Restore Factory Default Settings button.
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Read with Highlighting Action [+ Ei:

In Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro, Symbolate buttons can be set to read aloud
and highlight each word-symbol pair as each word is spoken.

Double-click on the button and select the Read With Highlighting action (Basics tab). By default, the entire
word-symbol pair is highlighted as it is spoken. Check the Highlight Text Only box to highlight just the text.

Symbolate Button Actions 1
Basics l Messages] Board Ehange] Teut & Eursor] Meszage Files] Settings] Variables] Quick Actions] Coal Stuffl
Action Menu General Help Aszsign Remave Order Insert

i Thiz action speaks the text on the button while highlighting each word asz it iz
sza0e zpoken.

Flay Recorded Message

Change Board

Change Board Back

Teut Preview

Spoken Preview

Recorded Preview

Clear Meszage Display

Aszszigned Actions Action Details

Fiead 'with Highlighting Usze Button Test: <emptys W Highlight Text Only

Flay | Delete | Cancel | ak. |

Note: This action is only available on Symbolate buttons.
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Chapter 6
Working with the Board Layout

Chapter Overview [l [en+] B2

The program contains a variety of useful features that make it easy to change the appearance of a board by
quickly scaling and rearranging the content of buttons, aligning and centering symbols and text.
The following topics will be covered:

*  Swapping the content of two buttons * Aligning and centering items

*  Shuffling the contents of multiple buttons * Anchoring large background graphics

» Resizing buttons and their contents

[ Shuffle the content of selected buttons. J Align groups
of items.
berries Kiwi banana apple o
apple banana Kiwi berries
. Q . v sea horse

Resize multiple buttons and their contents.

| want help

I

| want help

fa, sea horse
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Resizing Individual Buttons and Their Contents

Resizing everything

Select the button to be resized, then move the
pointer over any portion of the dashed button
border. The pointer will become a double arrow.

Hold down the Ctrl key on your keyboard and
click and drag the button border to resize the
button and all of its contents.

Tip: Hold down Shift + Ctrl while dragging
to constrain the proportions of the button.

Resizing everything but the text

Select the button to be resized, then move the
pointer over any portion of the dashed button
border. The pointer will become a double arrow.

Hold down the Ctrl + Alt keys on your keyboard,
then click and drag the button border to resize the
button, lines and symbols.

Tip: Hold down Shift + Ctrl + Alt while
dragging to constrain the proportions of
the button and leave the font size
unchanged.

Resizing just the button
Select the button to be resized.

Move the pointer over any portion of the dashed
button border. The pointer will become a double
arrow.

Click and drag to resize only the button.

70

Hold down the Ctrl key while
dragging the button border to
resize the button and its contents.

| want

/

Hold down the Ctrl + Alt keys to
resize everything but the text.

Drag the border to
resize just the button.
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Resizing Multiple Buttons

Multiple buttons on a board can be resized
together using the same methods as described
for single buttons.

Select the buttons to be resized (Using the
Pointer Tool while holding down the Shift
key or click on the background and drag out a
marquee box that touches all the buttons).

| want to talk to you

i

Select the buttons

1 | to be resized.

Press the Ctrl key. A red dashed border will
appear around all the selected buttons.

While holding down the Ctrl key, click and
drag the red dashed border around the selected

buttons to resize them and all of their contents.

To resize the buttons, symbols and lines while
leaving the text the original size, hold down
both the Ctrl + Alt keys at the same time you
click and drag.

Note: As with resizing single buttons,
holding down the Shift key will force
the buttons to be resized
proportionally.

| want to talk to you

s

Iwant to talk to you

=

"

Resized with the
Ctrl key held. The
text resizes.

Resized with the Ctrl
+ Alt keys held. The
text does not resize.
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Swapping Button Content and Appearance

Button content (symbols, text and lines) and appearance (colour, border colour, border thickness, etc.) can easily
be swapped between two buttons. If the buttons are different sizes, the content will be scaled to fit the button.

| | Fatca Fat Cat

Using the Pointer Tool, select the Hold down the Alt key and click ~ The buttons will exchange
button you want to swap. and drag the button on top of the ~ positions. Each button will scale

button you want to swap it with. accordingly, but will maintain its
appearance.

Note: You can also swap buttons by using the Swap Buttons option under the Edit menu. Both buttons have to
be selected first (hold down the Shift key and click on each button).

Note: For Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro users, all button actions
associated with the buttons will also be swapped.

Tip: Ifyou are interested in just moving the appearance (button and border colour) from one button to another,

but not the content of the button, you can copy the button and use the Paste Look option (refer to the in-
program Help Topics).
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Shuffling Buttons

The content (symbols, text and lines) and appearance (button colour, border colour, border thickness, etc.) of
multiple buttons on a board can be shuffled easily using the Shuffle Buttons option in the Edit menu.

sand castle lifeguard beach chair beach umbrella Edit View Text Dynamic Buttons
P || cantiinds itz
ko Cuk Chrl4+
ol .
Copy Chrl+C
beach towel sailboat sandals 1 L cand
Paste Chrl+y
Delete Delete /o
Clear P
Select Al Chrl+-4

beach umbrella

starfs|
Select Group
@ * Sywap Butkons =
[ shioputons | Z%
crab athing sui fish tarfish bathi it b
T G e N e e e =
@ ‘ B ? Edit Macros @ * E '&
‘ Symbolate Properties .

Select all the buttons you want to  Go to the Edit menu and click The contents of all selected
shuffle with the Pointer Tool. Shuffle Buttons. buttons will be randomly
shuffled.

Note: As with the Swap Buttons feature, the shuffled buttons can be of different sizes. The content will be
scaled appropriately.

Note: For Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro users, all assigned button actions
associated with the buttons will also be shuffled.
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Anchoring Images and Symbols on the Background

When designing a board that includes background images, accidentally selecting those background images can
be a nuisance. To prevent accidental selection, right-click on the background image (or images) and select the
Anchor Picture on Background property from the menu.

© Boardmaker with SDP - [My Main]

Cuk Image K3 Fle Edt View Text DynamicButtons DynamicBoards Help

Copy Image \ H|_|Q|Q ¢:>| ﬁ| |é2| |@|

Flip » e
Rotate 3 ‘

Zoom 4

Restore Propaortion

Send To Back
Anchor Picture on Background

& **#‘ﬁ#
| :f'@ #a
1** "% o o

Anchoring the image on 3 g

the board background e T —
prevents you from =y . Satys b
accidentally selecting it. s d

When this property is set, the background image becomes non-selectable while using the left mouse button. To
reset the property, simply right-click on it again and deselect the Anchor Picture on Background option.
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Chapter 7

Working with the Paint Tools

Chapter Overview BM+

SDP

You have access to a set of paint tools that can be used to change the appearance of a selected symbol. You can

quickly add lines, change the colour of a face, erase an unwanted portion of a symbol, and much more.

Change a symbol’s colour

| like that | like that

Draw on the symbol.

Paint Tools at a Glance

Toolbar

OOOOEOO®OG®O®W®M @ 0 a3

Pointer Tool
Colour Tool

Line Tool

Zoom In Tool
Zoom Out Tool

Flip Horizontal Tool

Pencil Tool

OICICAOCICROIOXO

Flip Vertical Tool

@EEEEE @

Eraser Tool
Rotate Tool
Fill Tool
Invert Tool
Fill All Tool
Marque Tool

Lasso Tool

Note: The paint tools will appear only after you select a symbol with the Pointer Tool.
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Important Paint Tools Information

Conversion to Bitmap Format

The PCS library contains metafiles (scalable line drawings) that cannot be directly edited. The symbols must
first be converted into a bitmap format before the paint tools can be used.

| like that resorfo ]

To uze the Paint Tools on thiz metafile picture, it must firzt be converted to a bitmap.
Thiz cannaot be undone.
Do you want to convert it?

_>

k ¥ Show conversion warnings

L e | e

Once a symbol is converted into a bitmap format it will lose some print quality. The curved lines in the symbol
will no longer print smoothly, but will appear stair-stepped. When you first select a paint tool to use on a selected
symbol, the dialogue box shown above will appear. Click on the Yes button to continue.

Limited Drawing Area

When you select a symbol, it is surrounded by a dashed selection box. This selection box defines the available
drawing space in which you can use the paint tools.

| like that

____________________________

As you draw a line, the pencil
(and all other paint tools) will
ﬁ % not work outside of the

dashed selection box.
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Transparency Colour

Symbol Transparency

When a symbol is converted to the bitmap format (by using a paint tool), any portion of the selected symbol that
is white will become transparent to the button background colour. If you select the Colour Tool before selecting
the Pencil Tool, Fill Tool, or Fill All Tool, you can change the transparency colour. Typically, you will want to
leave white as the transparency colour.

Using the eraser, The new white region When the transparency
another white region is is transparent to the colour is changed, the
created in the symbol. background. white regions become visi-

All the PCS
have white
backgrounds
when selected.

Imported Picture Transparency

When importing pictures into the program, you may find it necessary to change the transparency colour for that
picture. If a portion of the imported picture is white (the transparency colour), the background will be visible
through the picture. To correct this, you will need to select a different transparency colour by first selecting the
picture, then selecting an obscure colour using the Colour Tool.

With the transparency
When the transparency set to bright green,
colour is white, the none of the

background is visible

background shows
through the picture.

through the picture.

Tip: If you want to drop the background out of an imported picture, paint the unwanted portions of the picture
with the transparency colour.

Painting the This portion of the

picture is now
unwanted transparent
background with the P .
transparency colour.
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Pointer Tool

The Pointer Tool is used to select and move symbols, text, and buttons. When you select a symbol with the
Pointer Tool, the paint tools palette will appear in place of the Standard Tool Palette.

Double-click on the Pointer Tool (or single-click on the Pointer Tool while it is already selected) to make the
Standard Tool Palette reappear.

Click on the symbol Toolbar ygﬂ
k to select it. -
\@; \ . Paint tools
\\ ﬂ — palette.
: — dragged into
— \\ appetizers. ... ;ve%’,cal
' Q Q orientation.)
ais| f
&7

e

©

@@ (|
5

Pencil Tool

The Pencil Tool is used to draw on a selected symbol or picture. Use the Colour Tool and/or Thickness Tool to
set the colour and line thickness before using the Pencil Tool.

carve

ﬁ J Use the Pencil Tool
to draw on a selected
Pencil Tool symbol or picture.
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Eraser Tool

The Eraser Tool is used to erase a portion of a selected symbol or picture. Use the Thickness Tool to change
the thickness of the Eraser Tool.

grilled cheese grilled cheese

Use the Eraser Tool
to erase a portion of

| § a selected symbol or
Eraser Tool S — : \ picture.

7

Colour Tool

The Colour Tool is used to display the Colour Palette. It changes the colour used on the selected paint tool.
If you select the Colour Tool before selecting the Pencil Tool, Fill Tool, or Fill All Tool, the colour you select
will become the new transparency colour. Please refer to the Transparency Colour section.

Identifies where the
colour will be applied.

Select the desired
colour.

i

Colour Tool

Eyedropper

Tip: Use the eyedropper to set the colour for the selected tool by clicking on any existing colour on the board.
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Thickness Tool

The Thickness Tool is used to display the thickness palette. When using the paint tools, it only affects the Pencil
Tool and Eraser Tool.

Eraser shown with a Eraser shown with a
larger thickness. smaller thickness.

Thickness Tool

Fill Tool

The Fill Tool is used to fill a selected portion of a symbol or picture with the chosen colour. The selected colour
will flow through that portion of the symbol until is encounters bordering colours.

Fill Tool

Colour Tool

ﬂ and palette

Position the tip of the paint The selected portion of the
pouring from the can over symbol will be filled with the
the portion of the symbol chosen colour.

you want to colour and click.

Note: To avoid accidentally changing the transparency colour, select the Fill Tool before selecting a colour with
the colour palette. (Refer to the Transparency Colour section more information.)
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Fill All Tool

The Fill All Tool is used to replace all instances of a colour throughout a symbol with the chosen colour.

Fill All Tool

| Colour Tool
ﬂ and palette

/1
Position the tip of the paint All areas of the same
pouring from the can over colour will be filled
the colour to be replaced with the chosen
throughout the symbol.

Note: To avoid accidentally changing the transparency colour, select the Fill All Tool before selecting a colour
with the colour palette. (Refer to the Transparency Colour section more information.)

Invert Tool

The Invert Tool is used to invert the colours of a selected symbol or picture. This tool is only useful with black
& white symbols.

The symbol’s

/ colours are
/I reversed.

‘a

Invert Tool
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Flip Horizontal Tool and Flip Vertical Tool

The Flip Horizontal Tool and Flip Vertical Tool are used to flip a symbol along a desired axis.

Tip: You can also right-click on a symbol and select a rotation option from the Rotate submenu.

R point Qi point
Flip Horizontal Tool ﬁi J T_he Y mbq/ is
E 7 "| flipped horizontally.
.............................. i

Flip Vertical Tool

Rotate Tool

The Rotate Tool is used to rotate a selected symbol or picture counterclockwise 90 degrees.

Tip: You can also right-click on a symbol and select a flip option from the Flip submenu.

First click Second click

\\ \

—

Rotate Tool

Note: In most cases, the symbol will need to be repositioned in the cell after it has been rotated.
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Chapter 8

Adding New Symbols or Photos to the

Symbol Finder

Chapter Overview [ [en+] B3

You are not limited to the use of the Picture Communication Symbols (PCS) when creating boards. You can

copy and paste, or import drawings, clip art, scanned photos, or digital pictures directly into the Symbol Finder.
The graphics you add to the Symbol Finder will need to be named and categorised so you can quickly find them

in the future.

The following topics will be covered:

* Importing saved photos or graphics + Copying a new symbol from a button

* Naming and categorising new symbols * Adding a screen shot to the Symbol Finder

» Library organisation overview

Pictures from a variety of sources can easily be
imported into the Symbol Finder for future use.

_io[x]

% Digital Pictures

Rl

re IHamburger B

Ihamburger
<}j| /2 0>

M2

Web Images

A symbol created from other symbols within a
button can be pasted into the Symbol Finder.

_io[x]
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Importing Saved Photos or Graphics

If you intend to use photos or clip art on your boards, you should import them into the Symbol Finder where they
can be easily accessed again and again. If you import a photo directly to a button, you will have to re-import it or
copy it from that button the next time you want to use that photo again.

With the Symbol Finder visible, select Import
> Picture in the File menu.

Note: The File menu is active, even though
1 it appears grayed out.

3 Edit View Text DynamicButtons DynamicBoards Help

MNew Board Ctrl+i

Open... ctl+o

Close

Save Cl+s

Save As...

Save As Template...

MNext Crl+RA

Previous Ctrl+La
ECETT——

Export... ¥ Board Package...

Print... Crl+P Board...

et P et e

Locate and open your saved photo or clip art

ﬁle. Import To Drawing... @@
Look in: [ 55 Kllpics -l e @& kB
. . . L = ~
You can import any files with the following .
. . . My Recent
file extensions: .jpg, .gif, .png .wmf, .emf, or S Choose the [ =
.bmp. \ type of file to <
: import.
=/
My Documents
4
™ a:lfn.gner v
“g File name [04020007 4pG “ | Open
My Network  Flles of type: [ mage Formats {*jpg:* jpeg:* g Yong: bme; x| Cancel
==z I~ Open as read-only
The imported graphic will appear in a dialogue
box where it will be named and categorised. ,Symbolsiine ]
. Azsigh Names and Categories to This Symbol e
Please refer to the Naming and e e e
.. .. Fist. Choose a Language carch Language
CategorizingCategorising New Symbols Frorts 3] | i

section in this chapter.
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Categaries are always displayed
using the Search Language

Paste

which can be changed in the
Language Settings Dialog
Impoit...
The newly

imported
picture.
Campus
Remave Selected Name Assign Categories ‘
A 4

N/ X

The new picture must be given a
name and assigned to a category
So you can find it later.
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Copying a New Symbol from a Button

While these instructions specifically refer to copying a new symbol from a button in the program, the
basic steps apply if you are copying a new symbol from another program.

Symbols you create or modify on a button can be
copied to the Symbol Finder, saving them for future Fronch fies
use.

A new symbol created
by combining other

% ﬁg//l symbols.

Select the symbol you want to save. If it is made

' Msal Del
uﬁ of multiple symbols, be sure to select them — eaea To select multiple
1 L ﬂ%\ symbols, hold down
| Vo N~ .
H o g = I\ the Shift key while
Note: Do not select the symbol’s text name. ,;:, E; clicking each symbol.
Select Copy in the Edit menu. [Edic iew Text Dynamic Buttons.
| Undao Move Butkons — Chrl+2
You can also Right + click on any of the | @ G

selected items and choose Copy Items from the " Pasts @ Clrly |

2 contextual menu. Delete Delete

Clear

Select Al Chrl+-4
Select Group

Sywap Butkons
Shuffle Buttons

Click on the Symbol Finder Tool, then select e e

2 File | Ecit View Text DynamicButtons DynamicBoards Help

Paste in the Edit menu. ‘% Alela=|EE= -
Copy Cirl+C E E clown
Delete g Delete SJ 1/2 J
Clear =
T q n el e8E
Select Group Jeown
Siyep Buttors \T}”_.
3 Edt Board Actions
Edt Macros

Note: When symbols are copied and pasted from a button, they are converted into a bitmap and will
lose some image and print quality.

The symbol you pasted will appear in a dialogue box where it will be named and categorised. Please
follow the directions in the next section, Naming and CategorizingCategorising New Symbols, to
complete this process.
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Naming and Categorising New Symbols

86

Naming the Symbol

My Symbols\Mine
Azzign Mames and Categories to Thig Spmbol e >

You can assign names
in other languages.

Once a symbol is pasted into the Symbol Finder, you must assign it a name and a category.

Mame:
| First, Choose a Language

name to the arranged list. l\*

English (UK) j
Names assigned to ~_| [Vieal D=al &
the new symbol. T
Click here to add your H

Add a Mame

Type your symbol
name here.

: Meal Deal E
Remove Selected Mame

Categorie:

Search Language
(English (UK)

Categories are always displayed
uzing the Search Language
which can be changed in the
Language Settings Dialog.

Azzign Categories

Cancel |

0K |

Type a name for your new symbol in the appropriate field, then click on the Add a Name button. You
can add alternative names to the symbol if appropriate.

If you are working in multiple languages, you can add symbol names in each language by
choosing the languages in the menu.
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Categorising the Symbol

Azszign Mames and Categories to Thiz Symbal

Mame:

Categarie: >
| First, Choose a Language Search Language ,ﬁ; ,f/
-
[English (UK) - (English {UK) Q
Ieal Deal -~ Categories are alwaps displayed
uzing the Search Language
which can be changed in the Paste |
Language Settings Dialog.
Impat... |
Fast Food
/ | the symbol.
Add a Mame |
Irﬂeal Deal /
Remove Selected Mame /I

Cancel |

0K |

The new symbol
pasted into the
Symbol Finder.

| Categories

assigned to

Click here to assign

a category to the
new symbol.

Click on the Assign Categories button. In the categories window, check the category boxes that apply
to the new symbol.

Note:

When you categorise a symbol, that categorisation applies to all languages, not just the current

language.
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Using Drag and Drop to Add Images

1 T Wiew as a slide show

Images saved on a computer or found in other applications can be easily imported onto a button or board by

using the "Drag & Drop" process. A few examples of applications that support this feature include the My
Computer browser, Windows Explorer, Internet Explorer, Firefox, Word and Outlook.

With the program open and in the background, find the image on the computer using the Windows
Explorer.

=10l x|
File  Edit View Favorites Tools  Help | :;'
Q-0 3
Address I..j CiDocuments and SettingsiAdministratoriDeskioptImages

/.. ) Search Folders Elv
O =

Picture Tasks

jGo

(@) Order prints online
iy Print this picture

:ij; Set as desktop
background

Garden

Puppy

File and Folder Tasks % %

ij Rename this file
y Move this file |

Jdk
D Copy this file

Snowmman
€3 Publish this file to the
Wweb

(o) E-mail this file
¥ Delete this file
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Click and drag the image from the Windows Explorer over to the desired button and release.

. Boardmaker with SDP - [Untitled 1]
[E) Fle Edit View Text DynamicButtons DynamicBoards Help

The cursor will

change to an arrow
with a “+” when you
are over a valid drop

zone.

[y oG\ AlLRI=EEOelal
TR AT AT - AT IO I TR |

0

E 8 .

P g

E Fls Edt Wew Fowortss Took  Help

E C(Deack < () o T | ) ssaren o Folders ‘-

B Address [[) /\Documents and Settings|Administrator|DeskiopiImages

O Picture Tasks

il

10 View as a slide show

@ Order prints online

by Print this picture

B Set as desktop

B - backgrond

File and Folder Tasks

=] Rename this file

E (5 Move this file

— ) Copy this file

E 8 Publish this file o the
weh

£ E-mail this file
3¢ Delete this fle

A ‘F

=181x]

x|

[p0se [x=6.000 y=7.750

Note: In the example above, the Windows Explorer is on top of the Boardmaker window. This
makes it easy to drag and drop images. If the Windows Explorer (or whichever program is
supplying the images) fills the screen or obscures the target button, drag the image over the
Boardmaker product tab in the Windows Taskbar (as shown below). The program will move
to the foreground and the image can then be dropped into the desired button.

9-3

@& Startl IE) Images

L5 Bomwth SoP -,
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Once the image is dropped, it will show on the face of the button. The filename of the image will
appear as the button label. The position of the label (above or below the symbol) will be determined by

the current Symbol Finder setting.

If the imported image has a label that is not appropriate, it can be changed using the Text Tool or it can
be omitted during the "Drag & Drop" process by holding down the Alt key when the image is dropped

on a button.

The label position,
font and size will [
match the current :
setting used in the

beach

/7 L

Symbol Finder.
Drag and drop an image and its Hold down the Alt key when an
file name will become its label. image is dropped and it will have

no label.

Tip: Ifyou select the No Label option in the Symbol Finder dialogue, labels will be automatically
omitted during the "Drag & Drop" process, thus making it unnecessary to hold the Alt key.
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Dragging and Dropping Images onto the Board

Background

Images can also be imported to the background of a board by using the same “Drag & Drop” process described

in the Using Drag and Drop to Add Images section.

By default, when an image is dropped on a board’s background the program will attempt to scale the image to
fill the background, unless there is already an image filling the background. The program will scale the image as
best it can without distorting the image too much. Otherwise, it will preserve the image's aspect ratio. Any
subsequent image dropped onto the board's background will be scaled as if it were being placed in a five-
centimeter square button. The file name will appear as the image's label.

# Boardmaker with SDP - [Untitled 1] =100 x|
3] Fle Edt View Text DynamicButtons DynamicBoards Help -181 x|

7% [x=11.375 y=8.000 A

8 Boardmaker with SDP - [Untitled 1] =10 x|

EZ Fle Edt view Text DynamicButtons Dynamic Boards Help ETES|
oo —

2 D= NINE  EIEEEEY

ol “ | 4 ] ‘3| Loy H | ‘5 ) ‘B Lo |7 1 |8 1. ‘9 | 7 T

57% [x=4.125 y=3,000 P

The first image dropped on the background of a
board will be scaled to fill the board without dis-
torting the image.

Hold the Ctrl key when dropping an image on the
background to scale it as if to fill a 5cm x 5cm
button. The file name will be used as the label.

Tip: Hold down the Ctrl key when dropping an image on the background to prevent the image from being

scaled to fill the background.

Tip: Hold down the Ctrl + Alt keys to omit the label.

Note: Regardless of how an imported image is scaled, you can manually resize the image if necessary by

dragging on it borders.
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Dragging and Dropping Images from a Web Browser

Using images from websites is a popular way to enhance a board or activity. The same "Drag & Drop" process
described in the Using Drag and Drop to Add Images section can be used to grab images from most web
browsers. The example below shows an image being dragged from a popular image search engine. As with
saved images, the image name will be used as a label. Some website images (like the one in the example below)
do not have image names. The program will automatically label these images as "unknown.”

© Boardmaker with SDP - [Untitled 2] =10ix|
Bl Ele Edt view Text DynamicButtons Dynamic Boards Help _(3] x|
' D i AlLEISFOale)
Drag and drop image J X BB | A |A =lr|0®R |
f bb el ] TR FSPTO 2 TIw[ NPTwom I i
rom a we rowser E
it |
to a bUtton \_§ ) puppy - Google Image Search - Morzilla Firefox ) =10] x|
| 1 fle Edt View Go Bookmarks Took Help
E CZI - E(} - l@ O @ [[CJ http: /fimages. googie. comfimages2cie [v| @ eo [ICL
1 unknowm H0 @ ceting Started [0 LatestHeadines [¥] ndex: of jpauimiforu. ..
b L [Clpuppy - Google Image Sear... |Gnog\e Image Result for http://... |EVEuman Speedster VX220 - 102... | (]
3 . =
3 U=
c!
P 4
3 o
e e\ . ’ -
3 —— Welcome to Puppy Stork! golden retriever puppy Here, have a puppy.
4 272 x 217 pixels - 13k - jpg 350 x 255 pixels - 12k - jpg 717 x 768 pixels - 53k - jpg
3 WWw.puppy-stork.com www.my-pet-medicine.com panics.roostertesth.com
E w
3| i
\
6 ,
E — T
Puppy Pictures - Cute Puppy ... Puppy Pictures - Cute Puppy ... Shop Online Puppy Store
E 348 x 214 pixels - 14k - jpg 300 x 325 pixels - 18k - jpg 250 x 302 pixels - 17k - jpg
= wvnw tombraiderdu com www tombraiderdu com www_puppy. com my
] =< T (" -
4 »
2%  [-z6z y-1.15 [ http: fimages. googl imgur|=htip:/f e T 7

Tip: Hold down the Alt key when dropping an image to omit the label.

Note: Web browsers are notorious for the widely varied ways they store and present images. Some may not
support "Drag & Drop" methods. In that case, the solution is to right-click on the image and choose the
Copy Image option. Then, in Boardmaker, right-click on a button or on the board background and select
Paste.
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Dragging Images into the Symbol Finder

"Drag & Drop" can also be used to add
images to the Symbol Finder libraries.

1 Open the Symbol Finder.

-loj x|
adults [ e o=

=
Q| o
RO o)
fore [
M2 S

With Boardmaker open in the background, find the image to be added to the Symbol Finder.

With the Pointer Tool, click and drag the image over the symbol view area of the Symbol Finder and

release.

& Boardmaker with SDP - [Untitled 1]

ES) Fle Edit View Text DynamicButtons Dynamic Boards Help

-loix]

adults IL‘HE;'—,J
9| T

Drag an image
directly into the
Symbol Finder to
=~ add it to the Mine

[} =
[E =N E
e R S B e e v e oy
_lofx]
2 Fle Edt Vew Favortes Tools Help ‘ o
N . - B .
Qe - - (¥ ‘ ) search Folders ‘El
Address [ C/\Documents and Settings|Administrator|DeskiopiImages | Go
Picture Tasks
151 view as a side shaw 'N
@) Crelsr prinks cnline
Ly Print this picture
[Foeey]

B Set as desktop
background

File and Folder Tasks Ed ‘F'
I
.

=] Rename this file

Gy Mowe this fle Ak
) Copy this file P
8 Publish this file to the

weh

() E-mal this il a8

library.
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The My Symbols\Mine window will open. Give the image a name and assign it a category.

Click on the OK button when finished.

zl

Azsign Mames and Categories to This Symbol e >3

=10l ]
Puppy —' Ba

!&¢|W¢>

Categor

Nam ¥ 5
First. Choose a Language: Search Language \
English (UK) -I English (UK) »

Puppy = Categories are always displayed
uging the Search Language

which can be changed in the Paste

Language Settings Dislog.

Import.

Puey 4]

/ M2
: //
___ Addabeme | Give the new image a name and
Puppy

assign it to a category. It will then
Remaove Selected Name Aszign Categaries | be ava’lab/e In the SymbO/

\I Finder.

Cancel | 0k [

Note: If the image has a file name, it will automatically be used as the default name for the image.
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Dragging Multiple Images into the Symbol Finder

Multiple images can also be added to the Symbol Finder at the same time using the “Drag & Drop” method. This
is a convenient way to quickly add an entire folder of images.

Select the desired images.

Note: Multiple files in a window can be
selected by holding down the Shift
key while clicking.

Bimages =T
File Edt View Favorites Tools  Help | "
etk -~ ) - ‘iT‘|/ ) Search Folders |E|‘

Addvess [[5) C:iDocuments and Settings|administrator| Deskiopimages = B

T pr——
T Wiew a5 2 slide show sa %
@) Order prints online g 2
by Print the sslected
= bitres
File and Folder Tasks % ~
X L Y%=
B Move the selected tems 3:
™ Copy the selected items e
Publish the selected 1
@ Items ko the ‘Web A
E in

() E-mailthe selected
ikems

¥ Delete the selected

items LI

Drag and drop the selected images into the Symbol Finder.

An Import Symbols window will open. Choose the proper naming and categorisation options for the
imported images. (Refer to the Naming and CategorizingCategorising New Symbols section for more

specific instructions.)

Import Symbols

Y'ou are about to impart multiple symbals into your symbol brary.
Since each gymbol requires a name and categon azzignment, you
hawe several options to help you accomplizh this tazk.

— Swmbal Mame O ptions —
¢ Lse the image filenames as the symbol names

= Manually enter a name for each symbal

r— Symbal Category Options ——
' Use the same categories for all symbols

™ Manually choose categaries for each symbal

Cancel |

Note:

Individual, unwanted images that have been added to the Symbol Finder can be deleted later

using the Cut (Ctrl + X) option in the Edit menu.

\ o\

Symbol Name Options

Choose to automatically use the image
file names as the names within the
library, or opt to name each image
individually.

1\

Symbol Category Options

Choose to assign all the images to a
single selected category, or opt to
manually make category assignments
to each image individually.
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Chapter 9

Preparing Your Boards for Printing

Chapter Overview [ [m+

SDP

You can create both printed activities and interactive, on-screen activities. Boards created for each purpose may
be sized and oriented differently. It is important to understand how boards are sized so that the appropriate steps

can be taken to print the boards correctly.

The following topics will be covered:
*  Printer considerations

*  Checking the print layout

*  Print Board on Single Page command

*  Using Print Preview

=1
File Edit View Text DynamicButtons Dynamic Boards Help _|ﬁ||1|
v O|C|ss|\ A LB =E|O|l|l]]
.|.|.|.|1.|.|.|.|2.|.|.|.|3.|.|.|.|4.|.|.|.|5.|.|.|.|B.|.|.|.|?.|.|.|. .|.|.|.[g.|.|.|.|1.|]|.|.|.|1.1|.|.|.|1.2|.|.|.|1.3|.|.
__- Tech Il 32 - Print on legal paper in lsndscape mode.
E] AN
1___ ' ™y ' \\ '1 r '1 r '1 ' ™y ' ™y ' ™y
5 This board is a pre-made template
| that is used with the Tech Il 32
P — g .. . - 4 A 4
F digitised communication device. It
— Ty . . . s ™y s ™y s ™y
g is designed to be printed on legal
E paper oriented in landscape mode.
4___ ' ™y ' ™y ' ™y ' ™y ' ™y ' ™y ' ™y ' ™y
5___ h "y h "y h "y h "y h "y h "y h "y h "y
T
E .
8 - /
65% [x=7.000 y=7.800 7 L v

Page Break line indicates the board will not print
on a single page with the current print settings
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Printer Considerations

There are hundreds of different types, makes, and models of printers. Because of this fact, a board that prints
correctly on one computer-printer combination may need to be adjusted to print correctly on another printer.

Here are a few facts to keep in mind when preparing to print a board:

98

A printer cannot use the entire piece of paper. There is typically a 6mm to 12mm inch margin along each
edge of the paper that cannot be used.

Because the unprintable margin size may vary on different printers, boards that contain content close to the
margin may not fit to a single piece of paper on all printers.

The maximum size board you can create is 150cm x 150cm.

The boards you create are very graphics intensive. They may take a long time to print, especially on older
computers or printers.

Most printing problems are related to your printer’s driver software. Make sure you are using the most
current driver. (Updates are available on most manufacturers’ web sites.)
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Checking

the Print Layout

Before you print your board, make sure you look at it in Fit to Window view (default). You'll probably want to
make sure that your board will fit on a single page using the current paper size and orientation. The printer page
breaks will appear as dashed green lines.

9 Boardmaker with SDP - [Untitled 2]

- File Edit

Wiew Text Dynamic Buttons Dynamic Boards  Help

=10l x|
=l2] |

o B=

L5)58

1D 1S, |7 [

"l[l |11 |12 ‘13 ‘14 |15 |1E ‘1? |1B |1H |2I] ‘21 |22 |23 |24
1 L i 1 h 1 L 1 L it | 1 i L h

AT AT s TR e

i Mac.

aw- Print an A4 paper in landscape made

7, two pieces of paper.

Page Break Line
This board spans

Pl I el IO

[ & &

An extra blank page
will print. The board

o P P - size needs to be
smaller.
)

o &) o [
Shown in Fit To
Window view

e AR N e N e b |

If you see a page break running through the board, as shown below, the board does not have the correct paper
size and/or orientation. This board will unnecessarily print on two pieces of paper. You will need to adjust the
board’s size so that it fits entirely on a single page. Please refer to - Setting the Correct Paper and Board Size.

9 Boardmaker with SDP - [Untitled 1]
-F\Ie Edit %iew Text DvynamicButtons Dynamic Boards Help

=lolx|
=lE1x|

e/ =

les[\ A

a=lcYcy

LELHE B R I"'\ L T L L0 2 2 S T 2

| ‘HI ‘3'|]| ‘le ‘Sdl ‘ | |

L=l (ST ST T T

=
ra

Tech I132- Piinicn legal paperIn larsl zcape mode..

=

Page Break Line

This board needs to
be printed on two
pieces of paper.

= = =
P‘ I?" I-'?‘l |

To print larger boards, you may need multiple pieces of paper which have to be trimmed and taped together.
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Using Print Preview

It is a good idea to get in the habit of checking your

File Edit View Text DynamicButtons Dynamic Board:

boards with Print Preview before printing. The Print g RN
Preview will allow you to catch any sizing or paper open Cul+0
. . . 0se

orientation problems before you actually print the Save col+s

Save As...
1 board' Save As Template...

MNext Cirl+RA

Select Print Preview in the File menu. Previocs coiHA
Import... 3
Export... 3
Print... Ctrl+P

Print Semp.g !oard SizeRuler/Grid /Gaps) |

& Boardmaker with SDP - [Untitled 8]

=10l

Prints the board

Prnt.. | HewPage || PrevPace |[[OnePace] Zoomin || ZoomOu: || Cese |
Mext Page | Frew Fage —
Steps through D D D D D D D

multi-page Boards. D D D D D D D
NN
Toggles One Page D D D D D D D

or Two Page view.

Zoom In | Zu:n:nmgutl

54% Pages 1-2

RS

2 Zooms In or Out.

Cloze |

Closes the Print
Preview window.

In this example, you can see it will be necessary after printing the board to trim some paper from each

page so the overlay can be spliced together.

Tip: If only a very small portion of the board prints on another page, you may find it difficult to
splice the board together. Try changing the page orientation or using smaller paper to more

evenly divide the board between the pages.

If the board looks correct on the Print Preview, click on the Print button to print the board. Click on

the Close button if you need to make changes to the board.
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Printing a Board on a Single Page

Some boards you create may be designed to span multiple pages or fit on larger paper sizes. You can use the
Print Board on Single Page command in the File menu to automatically scale the board to print on a single
piece of paper. Use the Properties button in the Print dialogue to temporarily change the paper size and print

orientation for the board you are printing.

File Edit View Text DynamicButtons Dynamic Board:

Mew Board Cirl+N
Open... Ctrl+0
Close

Save Ctrl+5
Save As...

Save As Template...

MNext Cirl+RA
Previous Cirl+LA
Import... 3
Export... 3
Print... Ctrl+P
Print Preview

Print Setup... (Board Size /Ruler (Grid/Gaps)

e Page...

Application Language. ..

Rerent Rnarrds

pint 2| ]
r Printer
Mame: HP Color LaserJet 2600n Properties... |

Status: Ready

Type: HP Color LaserJet 2600n

Where:  HPColorLaserJet2600n

Commet: I~ Print to file

r— Print range Copie: /
Lo ‘ ’7 Nui of copies: |1 3:
" Pages from: |1_ to: I_ o

Click the Properties button to temporarily

change the paper size and print orientation.
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Chapter 10
Making a Board Set

Chapter Overview i B

This you will learn how to create a dynamic screen communication board set. You will start by exploring the
sample boards provided with the program. This will help familiarise you with board organisation and the
program’s features. Next, you will begin to plan your board set and build the user’s main board.

The following topics will be covered:

* Design considerations .

*  Mapping out the board links .
boards

Each button is linked to
a board or set of
boards that address the
pictured topic.

Main Menu

Behavior Eh:uarl:l

A F—

\

Sample Unit

e [E
(il 0 A s
f\éﬁ Ii.

Sentence VWriting
Fe=naal

Creating a main board

Creating separate folders for organising your

The main board is the
gateway to the other
boards.

/4

Five Little
Speckled Frogs

Classroom Jobs

Math Activity

2] (4] 1]
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Design Considerations

When making a board set, a little planning will go a long way. When you are planning activities, here are a few
of the major design questions you will need to answer.

What is the goal of the activity (reading, verb tensing, story telling, etc.)?
How many boards will be needed, i.e. number of pages in a story, etc.?
How many buttons will be necessary on each board?

Do you want buttons with only text or also symbols and/or photos?

Do you want some kind of feedback for a correct answer? An incorrect answer?

The answer to each of these questions will have a direct impact on how you will create and link the boards
together. It may be helpful to map it out on a piece of paper before designing the boards.
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Mapping Out the Boards and Links

Once you have your activities planned, you are ready to work out the content of each board and how they will be

linked together.

Typically, boards will be organised by topic or activity. You will start with a “Main” board that should have a
button for each of the topics or activities that you would like to be included in this set of boards. Linked to each
topic button you will have a topic branch which might be a single board or a group of boards. The number of
boards you use to develop a specific topic will vary from one activity to the next.

Try to create a board layout diagram like the one shown below. This will help you visualise the arrangement of

the topics and activities you want to cover. If you have a large list, you might try diagramming each specific

branch off the main board separately. This diagram will be helpful for future planning and also serves as a paper

backup of your board set’s arrangement.

Main Menu

Bonenor Boe

ik

Let's Cook | i Classroom Jobs
] [Directions |
Tnoed | o ool m [ -
Hey diddle diddle, ‘ 4 % B¢ § “ = | S =) i)
The cat and the Wash your hands. i - ]
fiddle, 1)58 " | | |
Get 2 slices of bread. | i | i | bt
201y T T . | B 2 E
Spread peanut butter on the bread. : [ I
o
3] L ~ Ul _ ‘
m é}. l Q oDt et [
]
E What cid you cook today?
| 4 | Spread jelly on the bread. =
. - O What did you use to cook it? Fo?d
E' P:g the 2 slices together. - Review
= ' What did you eat with?
Iil -C’L:dfhz sandwich. = ‘g? B
— How did it taste?
Clean up.
a &
Y = (£}
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Creating a Main Board

The first board you should create is the “main” board. This is the board they will start with whenever they use
the program. It should contain a button for each of the major communication topics you identified.

Every other board you create for this user will typically have a button linking it back to this main board. This
will allow you to easily move between boards and switch topics.
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Sample Unit
P

Main Menu

Behavior Board

Five Little
| & Speckled Frogs

Elaeult 1P
3 L-BK ]

Sentence Writing

.
|- I - |
|

Fi

S =

Math Activity
»

2

Nwm

4 1|

Classroom Jobs
v
o e

Sample activities:
— - The Ocean

T | - Sentence Writing

- Classroom Jobs

- Math
- Behavior
- Bingo

In math class my behavior was great.

math class reading class

5@

science class

‘remave
Iast

—

| print

great,

* %

hislory elass gym class

(@) ()

nice.

my behavior
was

music class lunchtime

&

yucky,

@ Bt @1 L

Each board you create
should have a button
linking it back to the
“Main” board.
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Creating Separate Folders for Board Organisation

The “Main” board you created in the previous section was saved in the My Boards folder which is the default
location for saving boards. If you are creating boards for different users or activities, you may want to create
separate folders within the My Boards folder to help you keep your boards organised. Organisation is especially
important for the program because all boards that will eventually be linked together must be saved in the same
folder.

2

An example of how
folders may be used
to organise boards.

When you finish the tutorials and start creating

Default board
storage location.

My Documents

I
tl My Boards
1

tl Butterfly Unit

D Reading Activities
1
[~ ] Math Activities

boards for a specific user, you should create a e [y B M- 5@ £
separate folder where those boards will be GBU;‘HHY N
saved. [C)Reading Activities i
When you save the first board for a new user, Cﬁat’r;ﬁ a Ar},ev‘;fo/d:r
click on the Create Folder button. Windows 2;// dcle,: © My Boaras
will create a “New Folder.” '
File name: Untitled 1 Save |

Note: Make sure the folder you create is Save as ope: [GM_SOP Fies (bmd) <] cwed |

within the My Boards folder. 4
Type in a new name for the folder, then press . ol

the Enter key on your keyboard to save the
folder’s new name. Click on the Open button to
open the folder.

Now you can click on the Save button to save
your board in the new folder.

Note: Until you quit the program or save a
board in another folder, your new folder
will be the default location for saving
boards.

Saver: | A My Boards

Bl =i | s =)

| Sample Boaid:
| Tutoiizl Boands
Fast Food bm2

Flapame  [Tommy's Mai A nand bm?

Save asbps: B SDF Fill".brd)
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Chapter 11
Assigning Basic Button Actions

Chapter Overview [m+ Ei;

This chapter will introduce you to assigning basic actions to your buttons.

The following topics will be covered:

* Introduction to button actions *  Button speech
* Playing recorded messages * Playing saved sounds
»  Providing spoken and recorded previews *  Working with the Preview Display

» Editing a button’s assigned actions

\ Add a Preview
G ; P Cexr Display and/or
n E:—% m behavior was *%! @ the Teit Preview
TEmTET——— action to provide
= a text cue to the
print user.

Assign Speak

actions to use math class reading class | | science class great. good.

' L Recording
the synthesised _% [ &] 67@ ' @ Ll actions to play
voice. * ¥ ﬁ\ saved sound
history class gym class art class nice. okay. files ( wa V).

ONSHE I AP

music class lunchtime recess yucky. bad.

&) & & @

Assign Play

! vo\;n‘
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Button Actions Window at a Glance

You can assign actions to your buttons by double-clicking on them. The Actions list window (shown below) will
appear. You can assign multiple actions to each button. There are over 135 actions to choose from. Refer to

Appendix B - Button Actions for a complete listing.
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Action Categories
Select the category of
actions that will appear
in the Actions list.

Butto\Actions

Actions List

Click an action to assign
it to the button. The
actions listed belong to a
specific action category.

Dynamic Help Window

Displays helpful informa-
tion about the item under
the mouse pointer.

Basics

Achion Menu

General Help

Speak Meszage

Type Message

Flay Recorded Meszage
Change Board

Change Board Back
Text Preview

Spoken Preview
Recorded Preview

Clear Meszage Dizplay
Picture Buttan

Izt

choosze from wour library of sounds.

Thiz action will play a recorded sound. Y'ou can record the sound yourself or

Aszzigned Actions

Action Details

Speak Meszage

Hello, How are you? \

Say Selection

Return to Last Board

\
A\

7|

Delete

/ L

N\
\Eance | oK |

/[

Play/Delete Buttons
Used to preview or
delete the selected
action.

AN\

Assigned Actions

Lists the actions assigned
to the button. Drag the
actions to change their
order.

N\

Action Details

Shows what an action
will say, type, or do.
Double-click the action
detail to edit the action.
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Action Categories

There are over 135 button actions to choose from. To help you locate a specific button action they are grouped
into categories by function. Selecting the appropriate tab in the Button Actions dialogue will display that
category of actions in the Actions list.

Basics - Most commonly used actions, i.e. Speak Message, Type Message, Change Board, etc.
Messages - Actions that control the function of a Message Display.

Board Change - Actions that link buttons to other boards or PopUps.

Text & Cursor - Actions that perform cursor movements and text selections.

Message Files - Actions that open and save text and picture documents.

Settings - Actions that allow a user to change access and preference settings.

Variables - Actions that are used to create conditional button responses, i.e. If, Else, Otherwise, ctc.

Quick Actions - Actions used to create buttons (picture, text, recorded message) that can be edited in Use
mode.

Cool Stuff - Cool actions, such as Random, Launch Application, and Set Picture.

Basic Button Actions

The Basics category contains the most commonly used button actions. All of the actions in this list will be
covered in this chapter with the exception of Change Board and Picture Button, which will be covered in later
chapters.

Speak Message - Makes the button speak the message you enter using a synthesised computer voice.

Read with Highlighting - Reads and highlights the symbols and text on the face of a Symbolate button.
(Only appears in the action list for Symbolate buttons.)

Type Message - Places a message you enter into the Message Display. You must have a Message Display
on your board to use this button action.

Play Recorded Message - Plays a message you record or a selected saved sound.
Change Board - Displays the board you select.
Change Board Back- Steps the user through the boards they were previously using.

Text Preview - Displays a text cue for the button’s function. You must have a Preview Display on your
board to use this button action.

Spoken Preview - Plays a spoken (synthesised voice) cue for the button’s function.
Recorded Preview - Plays a recorded cue for the button’s function.
Clear Message Display - Clears the contents of the Message Display, if present on the board.

Picture Button - Places the symbol and/or graphic on the face of a button into the Message Display. You
will use two associated actions, Picture Speech and Picture Sound, with this action. You must have a
Message Display on your board to use this button action.
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Making a Button Speak

Double-click the button you want to speak.
The Button Action window will appear.

. math class |
The button’s border will appear as a dashed § +2 3 §
line when it is selected. _%...-:“E..
Select Speak Message in the Action
Basics | Messages | Board Change | Test & Cursor | Messags Files | Setfings | Varisbles | Quick Actions | Cool Stulf
Menu. Action Men General Help fssign  Remove  Onder Isert

Ficad With Highlighting
Type Message

Flay Recorded Message
Change Board

Change Board Back
Test Praview

S poken Freview
Recorded Preview

Clear Message Display

This action wil make your computer voics speak.

Assigned Actions Action Details

Play Delete Cancel | ak I
In the dialogue box enter the message you x
want this button to say. e =

Tip: You can have the button
automatically speak the text on the
button face by clicking on the Use [~
Button Text button.You can listen to

& Use the Test Above Inzert a Return in Texst Above |
your message by clicking on the . .
Speak button. 7 Uze Button Text
Click on the OK button or press the Enter _ seek | Corcel_ | & Q

key on the keyboard when finished.

Azszigned Actions Action Details

The Speak Message action and its message now appear in the Assigned Actions and Action Details
lists. Click on the OK button when finished.
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Put th.e program in the Use Tnode by s s
selecting Use in the Dynamic Boards menu it D
(Command+ U). Try clicking on the : )
: " Access Method »
but.tons that have been assigned speak )
5 actions. Voice...

Speaker Yolume, ..
Keyboard Response, ..

When you are finished, put the program Button Keys...

. . . Highlight: Buttons., ..
back in the Design mode by pressing the » ward Preciction. .
Esc key or pressing Command+ D. Abbreviations...

el el

Making a Button Play a Recorded Message

Double-click on the button you want to play Bobby wants
a recorded message. The Button Actions N
1 window will appear.

Select Play Recorded Message in the
Actions list. Basics | Messagesl Board Ehangel Test & Eursorl
Action Menu
. Speak M
P8l Note: You must have a sound card with a Thpo Meseage
. . . Flay B ded
microphone or a built-in Change Board
. . Change Board Back
microphone to use this feature. Test Preview

Spoken Preview
Recorded Preview
Clear Meszage Display
Ficture Button

Click on the Record a New Sound button. x
Record a New Sound <- Click here to record a new sound uging the microphone.

Select Sound «- Click here to select a sound

frarn My Boards uzed on one of your other boards.
Select Sound «- Click here to select a sound

3 from Computer saved on your computer.

Select Sound «- Click here to select a sound

from ) Sounds from the M ayer-Johnson sound library.

Cancel [
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Click on the Record button and speak into
x

the microphone “Bobby wants.”

1. Click Record Fecord
. . 2. Speak into microphone,
Click on the Stop button (previously the 3 Click Stap. o
. 4. Click Play to check recording. al!
Record button) to StOp recordlng. . Click OF. or Cancel when finizhad.

Click on the OK button when you are R UinE(keels 2

finished recording. A dialogue box will

appear asking for a description of the

recorded message.

L

Click on the OK button when finished.

Enter a descriptive name for your recorded
Sound that Wlll appear in the Assigned Enter an optional brief description far this Sound.
5 Actions list, then click on the OK button.

Imusic clasy
conced |
The Play Recorded Message action and PRry—— Acton Detais

the recording name now appear in the Play Recorded Message
6 Assigned Actions list.

Click on the OK button when finished.
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Making a Button Play a Saved Sound

Double-click the button you want to play a

saved sound. :
Basics | Messagesl Board Ehangel Text & Eursorl
. Action Menu
Select Play Recorded Message in the Speak Messags

Type Messange

Actions list.

Change Board Back
Teut Preview
x
Click here to attach a : : :
A o 2 New Saund <- Click here to record a new sound uging the microphone.
sound used on another seord & Hew Soun
board.
Select Sound <- Click here to select a sound
frarn My Boards uged on one of your other boards.
. Select Sound <- Click here ta select a sound
Click here to attach a fmemegom%t?e, saved on your compter,
sound file saved on
H Select Sound - Click here ta select a sound
yOUI’ ComPUter or dISk- froriel\ﬁ:J Simds fram the kayer-lohnzon zound library.

Click here to attach
one of the sounds
provided in the MJ

Sounds /ibrary. Cancel [

Click on the Select Sound from Computer button. A navigation window will appear.

Navigate to any sounds you have saved on 2]

your computer. Look i [ © Deskion H emeseE-

Note: Although rare, some .wav files
contain compressed audio in
unsupported formats. Although
ending in .wav, these types of files
are actually in a different format

and will not play. o
:'! File name: [Explosion2 =l Open
y Files of type [whave Sound [.wav) =l Cancel
™ Open as read-only
4
Enter a descriptive name for the sound you
Selected then Clle on the OK button When Enter an optional brief description for this Sound.
2
finished.
The descriptive name will help you identify
C. | oF.
the sound later. e | o |

117



Chapter 11 - Assigning Basic Button Actions

The Play Recorded Message action and
the sound file name now appear in the
Assigned Actions list.

Azszigned Actions Action Details

Azszigned Actions Action Details

6 Flay | Delete | Cancel | ak. |: I

Tip: You can listen to the sound by clicking on the Play Recorded Message action then clicking on
the Play button. The Play button can also be used to preview any selected button actions that
speak or play a recording.

Click on the OK button when you are finished editing the button.
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Giving a Button a Spoken Preview

appear.

The Spoken Preview action will cause a button to speak a message whenever the mouse cursor moves
over the button or that button is highlighted while using one of the scanning methods of access. A
preview message is commonly used to provide an audio cue for individuals with visual challenges.

Double-click on the button you want to assign a Spoken Preview to. The Button Action window will

Select Spoken Preview in the Actions list.

Button Actions

Basics | Messagesl Board Ehangel Tent & Eursorl
Action Menu

Speak Message

Type Meszage

Flay Recorded Meszage
Change Board

Change Board Back

Clear Meszage Display
Ficture Button

In the dialogue box type the preview message
you want to hear.

Click on the OK button when finished.

Note: A preview message should be only one
or two words. Long previews can slow

scanning or button access.

x
math clazs| ;I
=

& Use the Test Above Inzert a Return in Texst Above |

7 Uze Button Text

Speak |

Cancel | ()3 I

The Spoken Preview action and the preview
message now appear in the Assigned Actions
list.

4 Click on the OK button when finished.

Azszigned Actions Action Details

Speak Message math class

math class

Spoken Preview

Note: For information on setting the preview volume level or completely disabling all preview
messages, refer to the Voice and Sound Volume section.
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Giving a Button a Recorded Preview

As an alternative to the synthesised speech of the Spoken Preview action, the Recorded Preview action will
cause a button to play a recorded message whenever the mouse cursor moves over the button or that button is
highlighted while using one of the scanning methods of access. A preview message is commonly used to provide
an audio cue for individuals with visual challenges.

Double-click the button you want to assign a

; :
Recorded Preview to. The Button Action Bosics | Massages | Bosd Changs | Tem & Curar|
window will appear. actonlien
Speak Message
Type Message
. Play Fecorded Message
1 Note: You must have a sound card with a g o

Text Preview
Spoken Preview

microphone or a built-in microphone to
use this feature.

Picture Button

Select Recorded Preview in the Actions list

x
YOU can record a pre VieW Record & New Sound <- Click here to record a new sound uging the microphone.
[

sound using a microphone \
or select (import) a saved

- Click here ta select a sound

~

Select Sound

, uzed on one of your other boards.
sound file ( Wav)_ from My Boards
Select Sound «- Click here to select a sound
from Computer saved on your computer.
Select Sound «- Click here to select a sound
from ) Sounds from the M ayer-Johnson sound library.

Cancel [

Click on the Record a New Sound button to use a microphone to record the preview.

Click the Select Sound from Computer button to use a pre-recorded sound. If you choose this option,
a navigation window will appear allowing you to locate and import the desired sound.

Note: A preview message should be only one or two words. Long previews can slow scanning and
button access.
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If you select the Record a New Sound option, the
Record Sound box will appear.

Click on the Record button and speak the preview
message into the microphone.

Click on the Stop button (previously the Record
button) to stop recording.

Click on the OK button when you are finished
recording.

Record Sound

1. Click Record

2. Speak into microphone.

3. Click Stop.

4. Click Play to check recording.

5. Click OF. or Cancel when finished.

Fecord Time [zec). 30

Cancel

x|

Record

Flay |

{i];8

:

Enter a descriptive name for your recorded
preview, then click on the OK button when
4 finished.

Enter an optional brief dezcription far this Sound

Imalh clazq

The Recorded Preview action and the recording
name now appear in the Assigned Actions list.

Note: Click on the OK button when you are
5 finished editing the button. For
information on setting the preview
volume level or completely disabling all
preview messages, refer to Voice and
Sound Volume section.

e _|
Azszigned Actions Action Details
Speak Message math class

Recorded Preview math class
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Adding a Preview Display

The Preview Display will automatically display the messages or actions assigned to a button whenever the
mouse cursor moves over the button or that button is highlighted while using one of the scanning methods of
access.

Select Preview Display in the Dynamic

Dynamlc Buttons Dynamic Boards HeI

Buttons menu. _ Adtion §
Ficture
Prediction E

b

1 The Preview Display will appear toward
the top of the board.

Message Dlsplay

Create Scanning Group  Chrl+G
Create PopUp Board
Special Buttons 3

Q Boardmaker with SDP - [hehavior.bm2]

File Edit Wiew Text Dwnamic Buttons Dwnamic Boards Help

@

Reposition and resize the Preview Display so that it appears according to your needs.

As you pass the cursor over your buttons

‘.}n- Boardmaker with SDP - [behavior.bm2]

you can VieW the teXt preVieWS. The F\\E Edit Wiew Text Dynamic Buttons Dynamic Boards Help
Preview Display functions in the Design J G x OITHBE\ A |A© Q”
mode as well as the Use mode T PP T, |? F,F, [0 12 I3 4 2 & 17 1579 P

| 1 math class *Spoken Preview-math class

Note: The size and colour of the display
3 text can be changed. Refer to
Adding a Message Display in
Chapter 13.

math class | |reading tlass| [science class| great

4] &)= 8,
1o el 2 | )

my behavior
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Changing a Button’s Text Preview

If you don’t like the preview text that appears
automatically, you can assign your own
preview text using the Text Preview action.

1 Double-click on the desired button. The
Button Actions window will appear.

Select Text Preview in the Actions list.

Button Actions

Basics | Messagesl Board Ehangel Text & Eursorl
Action Menu

Speak Message

Type Meszage

Flay Recorded Meszage

Change Board
Change Board Back
Spoken Previ%

Recorded Preview

Clear Meszage Display
Ficture Button

In the dialogue box, enter the text preview
message for the button.

x
math clazs ;I
=

& Use the Test Above Inzert a Return in Texst Above |

7 Uze Button Text

Speak |

Cancel | ()3 I

The Text Preview action and the text preview
message now appear in the Assigned Actions

3 list.
Click on the OK button when you are finished
editing the button.

Azszigned Actions Action Details

|math class
math clazs

|S peak Message
Spoken Preview

math class

Text Preview
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Editing a Button’s Assigned Actions

In the process of creating a board you will probably find it necessary to edit the actions assigned to your buttons.

The actions in a button’s Assigned Actions list can easily be edited, added to, deleted, or rearranged.

124

Editing an Assigned Action

To edit an action on a button, double-

Action Detailz

Azzighed Actions

math class

click on the button then double-click in e 2::: E::::

the Action Details list for that action. In

this case, double-click on “math class”

for the Speak Message action.

The appropriate dialogue box for the =
action will appear, allowing you to make e e e =

the necessary changes.

Note: Many actions perform a set

function and cannot be edited.

& Use the Test Above Inzert a Return in Texst Above |

7 Uze Button Text

Speak |

Cancel | ()3 { I

Adding an Action to the List

There is no limit to the number of
actions a button can be assigned.

Any action added to a button will appear
after the highlighted action. To add an
action in a specific location, highlight
the action that will precede it.

Action Details

Agzigned Actionsz

| woowild like

k |l voant

Any action(s) you add will appear
after the highlighted action. Typi-
cally, this is the last action in the list.

% Dretails

| would like

Azzighed Actions

Speak Meszage

Change Board Back
S poken Previem

|I want
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Azgigned Actionsz Action Detailz
Speak Meszage | would like
Change Board Back k
Rearranging the Assigned Actions Spoken Preview [ vant
To change the order of the Assigned
Actions list, you can click and drag an
4 action into a different location. Click and drag actions to change
their order in the list.
Note: Action order can be very
important. For example, all
board change actions must be Azzighed Actions ‘Action Details
last in the list Speak Meszage // | would like
: Spoken Preview | want

Change Board Back

Deleting an Assigned Action

. L. Azszigned Actions Action Details
To delete an action, select it in the [Epeak Message [ would ke
. . . . Spoken Previ |
Assigned Actions list, then click on the Ehange Board Back =
Delete button.

Tip: Ifyou need to delete a series of
actions, select the top most
action and you can repeatedly Play Delete RJ
click on the Delete button to
remove the actions.
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Chapter 12

Linking Boards Together

Chapter Overview

SDP

With Boardmaker Plus! and the Boardmaker-Speaking Dynamically Pro combo, you have access to a "dynamic
display". This allows you to display different boards as needed - changing them as the user interacts with
buttons on the screen. In this chapter you will learn the basic methods of linking boards together to create the

first part of a navigable board set.

The following topics will be covered:

*  Overview of linking boards together

+ Creating a button link to the main board

*  Creating a button link to the previous board

* Linking boards together

* Board change indicators

Buttons can be linked
to specific boards that
provide additional
topic choices.

“Recipe” Topic Branch

Let's Cook -?m‘
@ 4| on
I need i

e s § - =

'.1 Wash your hands.
158 " 7y
Get 2 slices of bread. ‘

2ty " "

Sp;e&ud peanut Euﬂer on the brri_a]d.

3

s oy

Clean up. ‘
—_ ‘ A . = ‘

The "Home" button
returns the user to
the main board.

&

Spread jelly on the bread,

—_

Put the 2 slices together.

Cut the sandwich.
|

]
H

o

|

£

-IE

.

i

The "go back" button
automatically returns
the user to the
previously used board.
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Linking Boards Together

Once a main/topic board has been created, the next step is to create the supporting boards for a specific topic
branch, e.g., recipe boards. Usually, you want to start by building the boards at the end of a topic branch first.
The general sequence for building a topic branch is outlined in the steps below. Following this building sequence
will allow you to make the necessary board links as each board is created.

"Recipe" topic branch is linked to the
"recipe"” button on the Main board.

Recipe 2 Board

; : / You would create and
, link the boards at the
Main Board Recipe 1 Board :

end first, then work
\ . toward the main
Food Review
board.
Board
General Building Sequence Recipe 1
Board

Start by building the boards at the end of the topic
1 branch first. These boards can then be linked directly
to the main board.

Note: Every boa.rd you crea.te should have a button Recipe 2 Food R‘ eview
that links it to the main board. Board Board

Create any additional boards, working back up the Main Board

branch toward the main board. (i ReCfPi button)

In the example pictured, the “Recipe 1” board is !

2 created next. This board can then be linked to the Recipe 1

“Recipe 2,” “Food Review,” and “Main” boards. / Board \

Note: Every board you create should have a button ’ \
assigned the Change Board Back action to . .
aid in navigation Recipe 2 Food Review

’ Board Board

Once the boards in a topic branch are linked together, Main Board

the appropriate button on the “Main” board can be (Recipe button)

3 linked to the completed branch. |
Recipe 1
Board
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Adding a Button Link to the Main Board

All the boards you create should have a link to the main board. This prevents a user from navigating down a
topic branch and then getting stuck at the end.

By creating the boards at the end of a topic branch first, the only direct link you need to add is to the main board
which should already exist. You cannot create a link to a board that doesn’t exist, i.e. if you started by creating
the “Recipe 1” board you couldn’t create a link to the “Recipe 2 board until after that board was itself created.

2

Create and link the

“Recipe” Topic Branch

last board in the
recipe branch first.

/.

Main Menu Let's Cook | Bk,
Samgla Unic ehara ot Fretme e | - .
e | | T Inced | = Tl | = || ‘ 4.] Spread jelly on the bread,
Eea s = % 8P| F |~ = g
Semience Wi ﬂ Wash your hands. 5 Pu_f the 2 slices together.
SEE : e Py e O &

Get 2 slices of bread.

2lvy O " =

Math Azt

L
B e

‘ ‘ 6 \ iu; the sandwich.

Fasd

|Spread peanut butter on the bread. | Clean up. | |
3, i o
— | Sl B 7| ‘ =
- ) /@. :
T4 [13 b 2"
You should create and position the “Main

button in the same location on every board.
Double-click on the “Main” button.

Select Change Board in the Action Menu.

Basics | Meszages I Board Change I Text & Cursor I t
Action Menu

Speak Message

Type Meszage
Play Recorded Message
Change Board Back| !g

Teut Preview

Spoken Preview
Recorded Preview

Clear Meszage Display
Ficture Button

Click on your main board in the list of boards,

then click on the OK button.

Note: Only boards saved in the same folder
as the current board will appear in the
list.

Fast Food
h_ Doublecick ta Selest 2 Board

Use the scioll armows if necessary.

Cancel | o |
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The Change Board action and the linked
board now appear in the Assigned Actions

3 list.

Click on the OK button when you are finished
editing the button.

Azgigned Actionsz Action Detailz

Chahge Board tdy b ain

Adding a Button Link to the Previous Board

Adding a Change Board Back action to a button on a board, provides the user with an easy way to
automatically return to the previous board - much like one would use the "Back" button on a web browser. The
program keeps track of the user's board history, which means the user can return not just to the previous board
but back many boards if necessary.

There is also a complementary Change Board Forward action (Board Change tab) that will step forward
through the board history if needed.

“Recipe” Topic Branch

Main Menu Let's Cook | st
it | [ o Ll

I need

| e SRR

F

‘ 4 ] Spread jelly on the bread,

—

Sentrce Wiy Wash your hands. m Put the 2 slices together.
E— Get 2 slices of bread. Cut the sandwich.
e Jry O s ‘ ﬁ\/
I ISpread peanut butter on the bread. I — Cleanuwp. | | Te= |
i 1 Al S s
- [

The "go back" button .

is an automatic link to
the previous board.

You should create and position the “go back”
button in the same location on every board. Basics | Messages | Board Change | Test & Cursar | |
Action Menu
1 . « s Speak Meszage
Double-click on the “go back” button. Type Messane

Flay Recorded Meszage
Change Board

Select Change Board Back in the Action menu. [T et Previen

The.Change ]?oarq Back action appears in the Assigned Actians Action Details
2 Assigned Actions list. Change Board Back

Click on the OK button when finished.
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Linking Specific Boards Together

Having created and linked the board at the end of the topic branch, work toward the main board. For example, if
you’ve created a story you’ll want to link page 2 to page 1 and so on.

The "Story" button The "Next Page"
will be linked to the B B . button will be linked to
"Page 1" board. Story” Topic Branch the "Page 2" board.

Main Menu

Behevier Boa Five Lime
H Specded Frogs

Hey diddle diddle, 1:'\: :m:::z:d
ezizen oo The cat and the :
S » fiddle,

T;
!
E

Double-click the button that will link to the next

board- Basics | Messagesl Board Ehangel Teut & Eursorl I
1 Action Menu

1 3 Speak M
Select Change Board in the Action menu. i

Play Recorded Message

Button Actions

Spoken Preview

A list of boards that have been saved in the

same folder as the one you’re working on will N ik St s B

appear. Double-click the name of the board you

want to link to.

Use the scroll anows if necessan,

2 If the board is not listed, make sure it is in the
same folder as the one you’re currently working
on.

Cancel | o |

The Change Board action and the linked board

R A . . Azzigned Actions Action Detailz
3 now appear in the Assigned Actions list.

Change Board Fast Food

Click on the OK button when finished.
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Navigating Board Links in the Design Mode

In the Design mode, it is possible to quickly open a board that is linked to a specific button. Simply right-click
on the button and select Open Board: <board name>. The Open Board option can be a real time-saver if you
are editing a large collection of linked boards.

Azzigned Actions Action Details
Spoken Preview breakfazt : breg CutButton

py 1 Copy Button
Lhange EI I:I-Elrlj E Clear Button 3

/\ @ e In this example,

Actions assigned to the “breakfast” button. selecting the Open

Font Sizes

: Font Style Board option will
S open the linked
Justfy “breakfast” board.
CafE Properties 1d
[ Alignment

Note: If a button has more than one Change Board or Go to Popup action (which is possible if the board
change actions are inside If or Random action blocks), a separate Open Board option will be available
for each link (up to six).
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Chapter 13
Using a Message Display with Text

Chapter Overview i B

On the most basic level, the Message Display allows text messages entered by button selections or keyboard
input to be displayed, created, and/or printed. In this chapter you will learn how to incorporate a Message

Display to create a simple picture-to-text sentence building board. There are a variety of button actions such as
speak, print, clear, etc. that allow you to control the Message Display.

The following topics will be covered

Adding a Message Display and configuring its appearance
Making a button type a text message

Adding simple Message Display controls

Message Display actions

Changing the Message Display’s settings

Adding a Message Display allows
the user to create text messages.

Buttons using a
Type Message
action can add a
letter, word, or
phrase to the
Message Display.

|
remove
—
last

There are a
variety of
button actions
designed to
control the
Message
Display.
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Adding a Message Display

Select Message Display in the Dynamic [ Dymanic Bctons. Dynanic Boards He
Buttons menu. . Acion

Picture

Prediction

Create Scanning Group  Chrl+G |

You can reposition and resize the Message
Display according to your needs.

@ sentence building 1.bm2

PO L I N
J5ample Message Text

Click and drag the Message Display to the
appropriate position, then drag its border to

h its size. i
change its size I B K3

i sentence building 1.bm2

Changing the Text Size

P L P
J5ample Messsms To
Cut Message Display

Copy Message Display

If the display text is too small, you can change
it to the size you want.

Paste Lok

Fant Style
........... Font Color
Font...

With the Message Display selected, you can set
the font, style, and size using the Text menu, or
right-click the Message Display and select the
desired option.

Dashed Border

[ i e

=] -

Changing the Text and Display Colours

If desired, you can change the colour of the text
or the Message Display itself.

With the Message Display selected, click on ﬂ
the Colour Tool.

Colour Tool

In the Colour Palette click on Button, Border,
or Text, then click on the desired colour.

Note: You can also change the colour of the
Message Display text by right-clicking
the Message Display and selecting
Font Colour.
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Making a Button Type a Text Message

3

Double-click on a button that you want to
type a message in the Message Display.

I / This button wil
type the "I" in the
- .
/‘ Message Display.

Select Type Message in the Actions list.

Button Actions

Basics | Messagesl Board Ehangel Tent & Eursorl
Action Menu

Speak Message

=
Flay Recorded MEzzage
Change Board
Change Board Back
Teut Preview
Spoken Preview
Recorded Preview
Clear Meszage Display
Ficture Button

In the dialogue box, enter the text to be typed
in the Message Display.

[ =l
Tip: Add a space after the text to keep it
from being combined with any
additional text added to the Message =
Dlsplay & Use the Test Above Inzert a Return in Texst Above |
" Use Button Text ™| &dd & Space after the Text
Cancel | ()3 I
The Type Message action and the text Azzighed Actions Action Details

message now appear in the Assigned
Actions list.

Click on the OK button when finished.
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Adding Simple Message Display Controls

Making the Message Display Speak . This button
: speak will make the
Double-click on the button you want to use to ‘

. @aw display
speak the contents of the Message Display.
1 remove last speak.
—
~N

\ This button

will remove
sad | mad | the last word

o\ 2\ entered.

Select the Say Message action (Messages tab). Viewing actions that control

the Message Display.

Button Actions

Baszics Messagd \| Board Changs I Text & Cursor
Action Menu

Type Messane

Say M e

Say Selection

Delete

Femove Last Meszage

Clear Meszage Display

Select Al

Cut

Copy

Paste

Frint Message

Capitalize Mext

Picture Button

Ficture Speech LI

The Say Message action now appears in the
Assigned Actions list. This action will make

3 the Message Display speak its contents when
this button is selected.

Click on the OK button when finished.

Azzigned Actions Action Details

Removing the Last Message

. Basics Messages | Board Ch Text & C
Double-click on the button you want to use to o | oot Crarge| Tt Cuor|

Action Menu

remove the last message from the Message Tpe Messags -
Say Meszage

4 Dlsplay Say Selection

Celete

Select the Say Message action (Messages tab). Clar e

Cut

Copy

Paste

Frint Message

Capitalize Mext

Picture Button

Ficture Speech LI
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The Remove Last Message action now Assigned Actions Action Details
appears in the Assigned Actions list. This Fiemove Last Message

action causes the button, when selected, to

remove the last text message entered in the

Message Display. The button will behave as a

backspace key if you click on it again.

Click on the OK button when finished.

Message Display Actions

The Messages tab contains button actions used to control the various functions of a Message Display.

Type Message - Places a message you enter into the Message Display.
Say Message - Speaks the contents of the Message Display.
Say Selection - Speaks any selected text in the Message Display.

Delete - Deletes any selected text, or if no text is selected, deletes the character before the cursor.

Remove Last Message - Removes the last text message entered into the display by a button or any text

typed with the keyboard since the last button selection.

Clear Message Display - Clears the contents of the Message Display.

Select All - Selects the entire contents of the Message Display.

Cut - Cuts the selected text from the Message Display and places it on the clipboard.
Copy - Copies the selected text from the Message Display to the clipboard.

Paste - Pastes text from the clipboard into the Message Display.

Print Message - Prints the contents of the Message Display.

Capitalise Next - Capitalises the next character entered into the Message Display.
Picture Button - Makes a button add its symbol to the Message Display.

Picture Speech - Assigns the message to be spoken by a Picture button.

Picture Sound - Assigns the recorded message to be played by a Picture button.
Caps On - Turns on Automatic Capitalisation. All characters entered will be in upper case.
Caps Off - Turns off Automatic Capitalisation.

Expand Abbreviation - Expands defined word/phrase abbreviations.
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Changing the Message Display’s Settings

The Message Display has a variety of built-in settings that can be used to change its look and behavior. Double-
clicking on a Message Display will open the Message Display Settings window shown below.

Note: The Message Display settings apply only to the display on the current board.

These settings are used with
pictures and will be covered

x|

B ackground Highlight Colour

Picture Size |2_5 Centimeters

Click here to change the

I Uriform Line Spacing selection highlight colour.
‘while Composing Message [ Say Each Letter Select either or both of
I™ Say Each word these options to make the

display speak as text is
v SayMeszage

. being entered.
Saying the Message [~ Say with Highlighting Delay |_n Second g

[~ SayMessage
Mote - Typically, only the first 5 ay Message is checked. If hig L] Select one or all of these
zan alen zap the meszage normally before andfar after highlighting.

options to set how and in
what order the display
v Select Entire Message After Speaking will speak.

[~ Selectable Display \Cil Selocting the ¢
/ Selecting the contents of the

display after it is made to
speak will cause the text
entered to replace the
display's current contents.

Select this option to make the display
selectable like a button. The display
will speak when selected.

Setting Notes:

» Saying the Message - Selecting all three boxes will make the display speak the message, speak the
message again while highlighting each word, and speak the message one final time. Typically, only one
Say Message is checked when used with Say with Highlighting.

* The Delay box is used to specify a pause between each spoken word when using Say with Highlighting.

*  When Selectable Display is checked you cannot use the mouse to edit the contents of the display. The
display text can only be edited by using buttons which are assigned text editing actions. The Cancel
Speech and Pause Speech actions will not work when this option is selected.
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Chapter 14
Using a Message Display with Pictures

Chapter Overview i B

This chapter will show you how to create picture sentences rather than text sentences. A Message Display can

accept picture input from buttons on your board in addition to text. Pictures placed in a Message Display can be
edited, spoken, printed, and saved just like text.

The following topics will be covered:
* Making a button place a picture.

* Changing the Message Display’s settings regarding pictures.

The Message Display accepts pictures
as well as text from a button.

| [/

| am happy spaak

Picture Buttons
copy the picture
and text on
their face into
the Message
Display.
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Placing a Picture into the Message Display

140

Double-click on the desired button whose
picture you want placed in the Message
Display.
Note: In actuality, a picture of the button, its
symbol and text, will the be placed in
the Message Display.

you

&

Select Picture Button in the Action menu.

Three actions will automatically appear in the
Assigned Actions list:

* Picture Button tells the button to place its
picture in the Message Display.

* Picture Speech makes the button speak
when selected and when the Message
Display is spoken.

* Picture Sound makes the button play a
recording or sound when selected and when
the Message Display is spoken.

Note:

Button Actions

Basics | Messagesl Board Ehangel Tent & Eursorl |
Action Menu

Speak Message

Type Meszage

Flay Recorded Meszage
Change Board

Change Board Back
Teut Preview

Spoken Preview
Recorded Preview

Clear Messaie DisEIaE

You can create a button with the Picture Button, Picture Speech, and Picture Sound actions

already assigned, by selecting Picture from the Dynamic Buttons menu.

Note:

These actions can be assigned separately and are found in the Pictures action tab. The Picture

Button action must precede any Picture Speech or Picture Sound action.

Note:

The Picture Speech action is similar to the Speak Message action in that both make a button

speak when it is selected. However, the Picture Speech action is required to make a button’s
picture speak from within a Message Display. The Picture Sound action behaves in the same

fashion.

Double-click on the Picture Speech action to
edit it.

In the dialogue box, type the word/text you
want the button to speak, then click OK.

If you want the button to speak the text that’s on
the face of the button, click the Use Button
Text radio button in the Enter Text dialogue
box.

x
o ;I
=

& Use the Test Above Inzert a Return in Texst Above |

7 Uze Button Text

Speak |

Cancel | ()3 { I
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Azszigned Actions Action Details

Fictu |N0 Drescription

4 Action Options
* Hide Text (Picture Button) - When this box is checked, any editable text on the face of the button
will not be placed in the Message Display along with the button’s picture.

* Suppress (Picture Speech/Sound) - When this box is checked, the action(s) will not be performed
when the button is selected. The Picture Speech/Sound action(s) will be performed only when the
Message Display is spoken.

Setting the Picture Size in the Message Display

Message Display Settings x|

Meszage Appearance Ficture Size |2.5 Centimeters Background Highlight Calor

™ Unifarm Line 5 pacing I:l

‘while Composing Message | Saw Each Letter
5 [~ SayEachword

The Message Display will scale pictures sent by any size picture button to a uniform size. The default
size is 1 inch.

Double-click on the Message Display to edit its settings. Click in the Picture Size box and enter “2.5,
then click on the OK button when finished.
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Uniform Line Spacing - Pictures and Text

The Message Display will accept both text and pictures from the buttons on your boards. If you plan on using
both, it is recommended that you check the Uniform Line Spacing box in the Message Display Settings
window. This feature will make all lines in the Message Display the same height, allowing space for either
pictures or text.

Message Display Settings ﬂ

Meszage Appearance Ficture Size |2_5 Centimeters Background Highlight Calar

I Urifarm Line Spacing l:l

‘while Composing Message [ Say Each Letter
[ SayEach'word

_ ¥ Sap Message
Saying the Message [~ Say with Highlighting Delay |n Second
[ Sap Message

Mate - Typically, only the first Say Message is checked. I highlighting iz used you
can also zay the message nomally before and/or after highlighting.

[V Select Entire Message After Speaking

™ Selectable Display Cancel | 0k I
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Chapter 15

“Use Button Text” Boards

Chapter Overview i B

In this chapter you will learn about the special Use Button Text option that allows a button to speak and/or type
whatever text is on its face. With this option selected, you can quickly create a board whose buttons will speak or
type any text placed on them. This feature makes it possible to create pre-programmed template activities which
can be customised quickly by changing the symbols and labels on the buttons.

A collection of template boards are provided which take advantage of the Use Button Text option. You can use

one of the templates to quickly create a board for spoken communication or writing with text or pictures.

The following topics will be covered:

*  Creating a Use Button Text template board.

e Actions that can use button text.

The Picture Buttons on
this board will speak
whatever text is on the
button face.

A template board that makes use
of the Use Button Text option.

remove last

—

| like All of the buttons are
already assigned the

eatmg necessary Picture But-
ton actions set to use

Do you like

Later, if you change
the symbol and text,
the button will speak
the new text.

| Idon'tlike | the button text. Simply
add the desired sym-

& bols (with text) and the
i board is ready to use.

143



Chapter 15 - "Use Button Text" Boards

Creating a “Use Button Text” Template Board

The key to this method of board construction is to assign the necessary actions and appearance to the first button
you create - the template button. When you then use the Button Sprayer Tool to create a grid of buttons, each
button in the grid will have the same assigned actions and appearance as the template button. This saves you
from having to assign actions to each button individually.

Create a new board with a message display and
then make one button that will become your Basics | Messages | Board Change | Test4 Cursor |
template button. Astion Menu

Speak Message
Type Meszage
Flay Recorded Meszage

Double-click on the blank (template) button. Change Board
Change Board Back
Text Preview

Select Picture Button in the Actions list. The B v

three picture button actions will appear in the W

Assigned Actions list.

OR

| Dynamic Buttons — Dynamic Boards  He

Another option of creating a Picture Button is to —

click the Dynamic Buttons menu and select :m
Picture. This will create a 25mm square button SRS

with the three picture button actions already '
assigned to it.

Message Display
Preview Display

Create Scanning Group  Chrl+G
Create PopUp Board

Double-click on the Picture Button. =6 ELles

]
C
Select Use Button Text.
This makes the button
speak any text on the
button face. =
= Use the Text Above Irisert & Fieturr i Test Abave |
[ ]
2 F%Use Button Text
Speak | Cancel | ’TI

Double-click on the Picture Speech action.

In the Enter Text window, click on the Use Button Text option. This will cause the Picture Button to
speak any editable text that is placed on the face of the button. If you were to change the text and picture
on the button’s face at a later time, you would not need to change the Picture Speech message; the Use
Button Text option does it for you.

Click on the OK button when finished.
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Azszigned Actions Action Details

Under Action Details you will see “Use Button Text” as the description for the Picture Speech action.
This lets you know that the button is set to speak the text on the button face.

Uncheck the Suppress box to make the button speak when it is selected.

In this example, we will also make the button
provide an audible cue using the text on the button
face.

Select Spoken Preview in the Actions list.

As in step 3, click on the Use Button Text option.

Click on the OK button when finished.

Add a Spoken Preview that speaks
the text on the button face.

Button Actions

Basics | Messages | B \d Change | Text & Cursor

Action Menu

Speak Message

Type Meszage

Flay Recorded Messag
Change Board

Change Board Back

T et Preview

Spoken i
Recorded Preview
Clear Meszage Display
Ficture Button

Azzigned Actions Action Details

Ficture Button

[JHide Text

Ficture Speech
Spoken Preview

Ficturs Sound

Uze Button Text <emply>

Use Button Text: <emply:
|Ma Descriptian

[ Suppress

[ Suppress

Under Action Details you will see “Use Button Text” as the description for the Spoken Preview
action. This lets you know that the button is set to preview the text on the button face.

You are finished assigning actions to this template button. Click on the OK button when finished.

Now that actions have been assigned to the
template button, make any appearance changes to
the button.

For this example, click on the Shadow Tool and
turn on button shadows.

Set the
appearance for
your template
button.

Turn on button
shadows.

O
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Once you have the template button completed,
you can use the Button Sprayer Tool to drag out
a grid of picture buttons.

[Sample Message Text

Double-click on any one of the new buttons to

7 verify that it has the same actions you assigned to
the template button. Click on the OK button when
finished.

oo
==

= I S I I e I = S I

@.,. speak
remove.
= st
‘ Last l | Mm'nJ

You can then move the buttons around according to the needs of the activity being created. The buttons
are now ready to accept pictures and be used.

NOTE: Make sure you have a Message Display on your board if you’re going to use Picture Buttons.
See Chapter 14 - Using a Message Display with Pictures for more information about Message
Displays.

NOTE: You must have text on the buttons if you want them to speak or preview.

NOTE: At this point, you can turn this board into a locked template board that can be accessed using
the Open a template button. This will allow you to use the blank template again and again to
make different activities. For information on saving a board as a locked template, refer to
Appendix E - Creating a Template Board.
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Actions that Can Use Button Text

The Use Button Text option is available with the following actions:

*Speak Message
*Type Message
*Text Preview
*Spoken Preview

*Picture Speech

,l This window is common

7 Usze the Text Above

* lze Button Test

IV &dd a Space after the Test %

% Cancel | akK |

/I to all the above actions.

With the Type Message action,
you are provided with an
additional option to Add a
Space after the Text. Typically,
you will leave this selected. You
would deselect this option if you
are working with individual
letters that will be combined to
form words, for example when
creating a keyboard or spelling
activity.
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Chapter 16

Working with Movable Buttons

Chapter Overview [m+ Ei;

Movable buttons allow you to create on-screen activities in which the position of buttons can be manipulated.
Buttons no longer need to be static objects; instead, they can be dragged around the screen and dropped on others
buttons to trigger a spoken message or other actions. Movable buttons allow you to create dynamic activities for
counting, sorting, sequencing and more. The Movable Button Tool allows you to quickly pair a Movable button
with a Destination button and assign actions to be performed when the Movable button is dropped on that

Destination.
The following topics will be covered:

*  Showing the Movable Button Tool
* Creating Movable and Destination buttons

» Editing the actions for a Movable-Destination
button pair

»  Setting Movable button to “snap back”

Invisible Movable
buttons. They can

Setting a Movable button “clone” itself

Setting a Destination button to “centre”
incoming Movable buttons

Scanning and Movable buttons

Put 6 circles in the green box
and 5 triangles in the blue box.

be moved and
dropped on any \
valid destination.

This button is

being dragged
into the green
box.

- <> O A Destination buttons will
_ ()

perform actions when the
1 correct movable button is
dropped on them.

In this sorting and counting activity, the student moves
the specified number of shapes into the correct box.
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Showing the Movable Button Tool

Initially, the Movable Button Tool is not visible in the Tool Palette. You will need to set the program to show
this tool. Select Movable Button Tool in the Show submenu in the Dynamic Boards menu.

v Design Ctrl+D L | —
Lse crsu E Q Q Boards Help
}JJJJ —
ACCESSMEﬁD.d .|...|4...|...|...|...|5. @ -_—
Button Selection... [r— f/g

Voice...

alals
Keyboard Response. .. /

Button Keys... Movable Button Tool
Highlight Buttons. ..

org Predton.. The Movable Button Tool
is initially hidden. You
must set the program to

Speaker Volume. ..

<

v Typing Shortcuts

Usage Counts... dlsplay thIS tOOI.
Greeting...

Password...

Startup Board...

Movable Button Tool
v Symbolate Tool k
Button Mumbers

Button Names

v Board Change Indicators...
Menu Bar in Use Mode
Board Titles in Use Mode
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Creating Movable and Destination Buttons

Click on the Movable Button Tool.

Q%

|I'~“I|:ﬁral:|le Button Tool |

Click on the button you want to make
movable. The Enter Name dialogue for the
Movable button will appear. Every Movable
button must be given a unique name.

Movable Button Tool cursor

Enter a name for the Movable Button then o
click on the OK button when finished. R
on o

movahle buttar

[Sauare

Note: Movable button names will appear in
a green box displayed in the centre of Caced_|
the button whenever the Movable
Button Tool is active.

Click and drag the Movable button on top of — — —
the button that will be the destination, then The red highlight indicates the original position

release the mouse button to drop it. The Enter of the Movable button.
Name dialogue will appear for the Destination
button. :
Note: The board background can be a valid
destination for a Movable button. ,

Simply drag the Movable button to
any location on the board o

background to create that pairing. \

Drag and drop the Movable
button onto the desired

Destination button.
\ 7
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Enter a name for the Destination button then

Enter Name

click on the OK button when finished. For a bulton to be a destination for @ movable button, it must have a name, Flease enter a unique
descriptive name for this destination button:
. . . [Green Box
5 Note: Destination button names will appear
in a green box displayed in the centre Carce

of the button whenever the Movable
Button Tool is active.

Assign actions to the Destination button that
will get performed when the current Movable
button is dropped on this Destination button.

Azsigned Actions Action D etailz

Note: A Destination button can be paired

with multiple Movable buttons. A recorded “boing” sound will be played when

6 o the paired movable button is dropped here.
Note: A Destination button can not be

selected itself unless it is assigned its
own actions that are not associated
with a specific Movable-Destination
pairing. Refer to the Editing Actions
for a Movable-Destination Button
Pair section for more information.

When the program is placed in the Use mode

and the “Square” Movable button is dropped <>
on the “Green Box” Destination button, the
assigned Speak Message action will be
performed.
When you drop

7 the square into
the green box,

you will hear the

“boing” sound.

152



‘ Boardmaker Software Family v6 User’'s Guide

Editing Actions for a Movable-Destination Button Pair

Using the Movable Button Tool (Preferred
Method) <>

Using the Movable Button Tool, drag the Movable
button on top of the Destination button you want to
edit. Since you’ve already given names to the 7 .
Movable and Destination buttons, you won’t be
asked again to enter names.

The Button Actions dialogue will appear. Only the
actions that are associated with this Movable-
Destination button pair will be displayed. Edit the
action list as necessary.

The easiest method to edit the
\ assigned actions for a
Movable-Destination pair is to
drag and drop the Movable
button onto the Destination
using the Movable Button Tool.
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Editing the Destination Button (advanced)
Double-click on the Destination button as you would to edit the actions of a normal button.

The Button Actions dialogue will appear. All actions assigned to this button will appear. Edit the actions in
the If or Else If action block with the name of the appropriate movable button.

Destination Button Actions (Green Box)

Basics | Messagesl Board Ehangel Text & Eursorl Meszage FiIesI Settingsl Variablesl Guick Actionsl Cool Stuff

General Help Azsign Remove Order Ingert
Type Meszage For additional help, point ta one of the four topics listed to the right of
Flay Recorded Meszage "General Help" above.
Change Board
Change Board Back
Teut Preview

Spoken Preview
Recorded Preview

Clear Meszage Display
Ficture Button

Action that is performed if the
button is selected directly or via

d

Actions that are performed only

Azszigned Actions Action Details

I svmavable = Square if the Movable button “Square”
Flay Recorded Meszage Baingl ., .
Elze If svmovable = Diamond | IS dropped on th/S button.
Flay Recorded Meszage Bloip \ |
Elze If zvmovable = Triangle | |
Flay Recorded Meszage Boingd
Ekelf svmovable = Circle Actions that are performed only
Play Recorded b EBoing2 .
— — \D if the Movable button
i 7 i
Py | Deete_| “Diamond” is dropped on this
button.

Note: Refer to the Chapter 20 - Working with Variables for more information on conditional If blocks.
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Setting a Movable Button to “Snap Back”

A movable button can be set to “snap back” to its original position if it is dropped on an invalid destination. (By
default, the program would leave the movable button wherever it was dropped.) This can be useful if you want to
create an activity that provides feedback as to correct Movable-Destination pairs.

O

board background is

In this activity, the \ Q

not a valid destination.

The background of the board is not a paired destination for the circle movable button.
If this button is dropped on the background, it will snap back to its original position.

Right-click on the Movable button which will
be assigned the “snap back” property and

select the Movable Button Properties option.
The Button Properties dialogue will appear.

Cut Button

Copy Button

Clear Button 3
Import Picture

Font...

Properties 3

Movable Buston Properties...
Alignment k 3

Check the box next to the Snap Back setting,
then click on the OK button.

Button Properties

Erter the urique button name:

X
The name of the

‘Eirt\e

Specify the type of the buttor:

" Standard button

@ Movable button

ove Clone:

5. Instead of
enewver this movable bul

movable button
being edited.

& Enap Back: Snap lhis movable button back tails last postion when diopped on an invaiid
destination

maving the movable bultonitself, create 2 new cloned" copy
fton i grabbed

The Snap Back setting returns the
Movable button to its original position if
it is not dropped on a valid destination.
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Setting a Movable Button to Clone Itself

A Movable button can be set to “clone” itself. When such a movable button is dragged to a new position, the
original button will remain in place and an identical copy of the button will be moved. A single Movable button

now becomes a source for an unlimited number of cloned Movable buttons. This is especially useful in counting
activities.

The original button 7@ A

remains in place.

U A cloned copy of the

original button is
Q T moved in its place.

1 Right-click on the Movable button which will be assigned the “clone” property and select the Movable
Button Properties option. The Button Properties dialogue will appear.

Check the box next to the Move Clones

Button Properties 3
setting, then click on the OK button. P —
o The name of the
3 ‘% movable button
pecify the type of the buttar:
 Standard buitan be/ng edited.
& Movable button
¥ Snap Back: Snap this movable button back to its last position when dropped on an invalid
destination
2 ] Mowe Clones: Instead of maving the movable button itsell, create a new "cloned"” copy
whenever this movable button is arabbed
" Destinat\ button
r

The Move Clones setting returns the
Movable button to its original position if
it is not dropped on a valid destination.
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Centering a Dropped Movable Button

A Destination button can be set to automatically centre any paired Movable button that is dropped on it. This is a
very useful setting if it is important for a movable button to snap to a specific location which is determined by

the location and size of the paired destination button.

1 Right-click on the Destination button which will be assigned the “centering” property and select the
Destination Button Properties option. The Buttons Properties dialogue will appear.

Check the box next to the Center Movables  rp— =

setting, then click on the OK button. Co—————
The name of the

‘Gleenﬁux
smw.he.ypemgmﬂ"% movable button

€ Standard button bei ng e dited.

" Movable button

2 i

" Destination button

s Cerler Movablss: Foros movabls buttans (o appeat in the exact csntsr of the destination
where they're dropped

The Center Movables setting
will center a dropped movable
button within this button.

Changing Button Types

Using the Button Properties dialogue, it is possible to change a Movable button into a Standard or Destination

button. Similarly, a Destination button can be changed into a Movable or Standard button.

Right-click on the Movable or Destination button whose type is to be changed and select the
1 Destination Button Properties or Movable Button Properties option. The Buttons Properties
dialogue will appear.

Check the box next to the appropriate option,

then click on the OK button. Button Properties &
Enter the unigue buttan name: The name Of the
. .« . . . ‘Gleenﬁux
NOte. Thls 18 done prlmarll.y to turn a Specify the lype of the button: § mOVable button
Movable or Destination button back & Strviad bt being edited.
2 into a standard button. Mol bt |
-
r The type of the button
® B (Movable, Destination,
= Standard) can be
g changed here.
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Scanning and Movable Buttons

Movable buttons are best used with one of the direct selection access methods. However, Movable buttons can
also be used with any of the scanning access methods. Special scanning behaviors were added to the program to
allow Movable buttons to function with the various scanning access methods.

Select the Auto Scan access method
(Dynamic Boards > Access Method), then
place the program in the Use mode.

In this activity, only the Movable buttons will scan. |

Put 6 squares in the green box
and 3 diamonds in the blue box.

The program will highlight buttons according
1 to normal scanning rules. @ <> O A

Note: Destination buttons will not scan ¢ 3
unless they are also assigned actions
that are not associated with a specific
Movable-Destination button pairing.

remain highlighted in blue as a reminder that remains highlighted in blue.
it is selected. The subsequent scanning
choices will be limited to only paired
ati Put 6 in th b
Destination buttons. 3 oo ;gm - 1
Selecting one of the Destination buttons will N\ ZZ% ;z/ﬁiﬁiigzatlon
cause the Movable button to glide from its old . C i

/4

. 3

2 position into the Destination button.

Note: If a movable button is accidentally .
selected, it can be deselected by .
allowing the scan to loop through the .
destination buttons until the loop <>
limit is reached as specified in the \ J

Scan Loop Settings (Dynamic
Boards > Access Method > The program attempts to distribute the Movable

buttons around in the Destination button.

Scanning Options).

Note: By default, when in a scanning access method, the program attempts to distribute selected Movable
buttons within the Destination button to prevent them from being stacked on one another. If appropriate
for the activity, use the “centering” Destination button property to have the Movable buttons centered in
the Destination button. Refer to the Centering a Dropped Movable Button section.
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Limitations of Movable Buttons with Scanning Access
Methods

While Movable buttons can be used with scanning access methods, there are limitations that need to be taken
into consideration when designing a Movable button activity for use with a scanning access method.

» Ifthe board background is paired with a movable button, it will not be highlighted as a valid destination for
a selected Movable button. The workaround for this is to make an invisible button on the background that
is paired to the Movable button.

*  Movable and Destination buttons should not be placed within scanning groups. They will exhibit
unexpected scanning behavior if they are part of a scanning group.
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Chapter 17
Working with PopUp Boards

Chapter Overview [m+ Ei;

You have the ability to create small communication boards that pop up on top of the current board in use.
PopUps allow you to keep the overall appearance of a board very simple while allowing the user access to

additional button choices when necessary. PopUps are an excellent way to contextually organise a large quantity
of vocabulary that is related to a specific activity.

The following topics will be covered:
*  Creating a PopUp board

» Using PopUp boards with a Message Display

A PopUp board can
provide a user with
more button choices
What did you co when they are needed.

] & 49

What did you use to//cook it?
? 1
B,

fork spoon

[l Eal

hands go back

[gN |

Food
Review

L]
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Creating a PopUp Board

To create a PopUp board, lay out the buttons for the PopUp right on the topic board itself. A special command

will remove the additional buttons and create a PopUp board sized to exactly fit them.

The board that
opens a PopUp
is called the
topic board.

What did you

e i@

cook today?

——

Food
Review

What did you

7] &

use to cook

=

fork

This button will
open the PopUp
board shown.

spoon

What /
7]

hands

......

it?

The buttons for
this PopUp are
first arranged on

Y| the topic board

before the PopUp
is created.

iNLa.

< 8]

Note: A PopUp board can open another PopUp board, but it should not be used to change to another board
(Board Change action). The Change Board Back action should be used to leave a PopUp board and

162

return to the topic board that called it.

Create the buttons that will become the PopUp
board in the location where the PopUp board
should appear.

Tip: Create the buttons wherever it is
convenient, then use the Pointer Tool
to move them into final position where
the PopUp board should appear.

L % 48 et
that did you use to cook it?

P P S ——
| fork a spoon %_1

NOTE: Make sure ALL the buttons created
for the PopUp board are selected
before proceeding with this step.
(Hold down the Shift key while
clicking on each button.)

Select Create PopUp Board in the Dynamic
Buttons menu.

Dynamic Buttons  Dynamic Boards  He

Action r
Ficture
Prediction E

Message Display
Preview Display

Create Scanning Group  Chrl+G

Create PopUp Board
Special Buttons k 3
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The selected buttons are cut from the topic The program wil
board and pasted into a new board that is sized set the PopUp
accordingly. board size to be | |
) slightly larger

When the Save As dialogue box appears, enter than the selected

the name for your new PopUp board. buttons. §
Tip: It will be helpful to give the PopUp \7

board a name that will identify it as a s

PopUp; for example, "Utensil PopUp",
or “PopUp-Utensil". That way, it can
quickly be identified for other use as a
PopUp on other boards.

Once the PopUp board has been created, the appearance of the buttons can be set by choosing the
desired colour, border, and corner settings.

Add symbols, text, and button actions to the PopUp if that was not done before using the Create
PopUp Board command.

NOTE: Be sure to assign at least one button the Change Board Back Action, then save the board.

Go back to the original topic board.

Double-click the button that will be used to activate your PopUp board.

Select Go To PopUp Board (Board Change
tab) in the Action menu.

Button Actions

Basicsl Meszages Board Change | Text & Eursorl |
Action Menu

Change Board

Change Board Forward
Change Board Back
Return to Last Board
Set Bookmark

Fetun To Bookmark
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The new PopUp boards will automatically be
selected in the board list. Its location is based
on where you originally placed the buttons on
the topic board when you used the Create
PopUp Board command.

7 Click on the OK button when finished.

Tip:

To reposition the PopUp board later,
edit the assigned Go To PopUp Board
action and adjust the location
measurements, which are relative to the
upper left corner of the board.

Double-cick to Select a Poplp Board.

Specifies the
Wi el s sy Pop U p boa Iq d 'S

/ location on the
topic board.

525 Inches fiom the Left.

[z Inchesfomthe Ton

FDDUD Board Location

Using PopUp Boards with a Message Display

PopUp boards can be used to place text into or control a Message Display on the topic board or a previous
PopUp board. Message Display actions selected on a PopUp board without its own Message Display will flow
back down PopUp links until a Message Display is found.

Text or Controls
flow down to
Message Display

164

PopUps without Message Displays

PopUp
Board
.
PopUp “Go To PoplUp”
Board Links

Message Display

LI
LI
IO L

PopUps with and without MessageDisplays

PopUp
Text or Controls Board

Message Display

Contents Preserved “Go To PopUp”
PopUp = Links
Board

PMessage Display |

L]
[]
L]

N
(T
LI L
LI L]
LG
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Chapter 18
Working with Quick Action Buttons

Chapter Overview [m+ Ei;

A collection of “Quick” actions are provided to create buttons whose content can be edited while working in the
Use mode. Quick Text buttons and actions allow a user to compose and save text messages to the face of a
button. Quick Picture buttons and actions allow the user to copy a picture from one button to another. Quick
Record buttons and actions allow the user to record and save a message to a button. There are also Quick Day,
Quick Date, and Quick Time buttons which automatically display the current day, date and time.

These “Quick” buttons and their associated actions provide a means by which the content of a specific board or
activity can be quickly updated or personalised as needed, without having to edit the board in the Design mode.

The following topics will be covered:

*  Working with Quick Text buttons *  Working with Quick Record buttons

*  Creating optional Quick Text control buttons * Adding a Quick Day, Quick Date, or Quick

. . . . Time button
*  Working with Quick Picture buttons

Quick Day
Save teXt_ mes- | like you | Wednesday - button
sages using ~ /I
Quick Text but- QUick Toxt Wednesday, Sep 06, 2006 Quick Date
tons Copy to uick Tex ‘\I button
Quick Text

Record

Bution 1247 Quick Time
button
messages
using Quick )
Record oodays. Qﬁ;intgxt Change
buttons. “ES pictures using

Button
e Quick Picture

Record ~ buttons
Message Message a

from techer happy
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Working with Quick Text Buttons

The Quick Text actions make it possible to compose and save a message to a button while in the Use mode. This
can be useful for saving novel messages, notes home, schedules, and menus. Quick Text buttons are ideal for
individuals who need the content on a board or in an activity to be updated periodically.

Quick Text buttons make it possible to update this daily cafeteria menu.

Wadnisday, Seplember 05, 2008 an | have thark ypou
Cafeteria Menu £, | . ‘
Main dishes Fruits Snack foods Drinks Dessert
The text on @
th (); ick Ham sandwich | Abigred apple| Lotsoforeos | Chocolate milk | Chocolate chip A Message
Testeb tl;IIC cookies Disp[ay is
ext buttons

. needed to
can be qwcl_dy Hot dog and Bananss Fruit squares | Aglassofmilk|  Chermry pie compose the
updated Whllfe chips text that will
{he program is be copied to
in tZe Use a Quick Text
mode. button.

7

Pearmd kulmon and ey sandwich

ﬂ o gy | m;.\m][m?\m]m/f,r\mmj M

Special actions allow these buttons to copy
text back and forth between the Message
Display and a Quick Text button.

Double-click on the button that will become a i dich
Quick Text button. ain dishes

&7
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Assign the Quick Text action (Quick Actions
tab). The Enter Text dialogue will appear.

Button Actions

Action Menu

ick Sp
Quick Type

Quick Day
Quick Date
Quick Time

Basics] Messages] Board Ehange] Text&Eursor] b

Dizplay To Quick Text
Quick Text To Display
Yariable To Quick Text
Quick Picture

Copy To Quick Ficture
Quick Record

Set Quick Record

Speak Dap/Date/Time/Prediction v

Type an initial message for the Quick Text or
leave the message blank and it can be filled in
later by the user.

Click on the OK button when finished.

Enter Text

(X

Type the initial message
or leave it blank.

Insert Retun Get Test

|

Assign the Quick Speak and/or the Quick
Type actions (Quick Actions tab) to make the
button speak and/or type its message into the
Message Display when selected.

Click OK when finished.

The Quick
Speak and
Quick Type
actions tell the
button how to
use its saved
message text.

1/

Button Actions

Basics] Messages] Board Ehange] Text&Eursor] |
Action Menu

\ Cuick Text ~

Quick Type

Dizplay To Quick Text
Quick Text To Display
Yariable To Quick Text
Quick Picture

Copy To Quick Ficture
Quick Record

Set Quick Record
Quick Day

Quick Date

Quick Time

Speak Dap/Date/Time/Prediction v

Double-click on the button to be used to copy
the Message Display text to a Quick Text
button. Assign the Display to Quick Text
action (Quick Actions tab), then click on the
OK button.

Paste to Button
[

- | This button will copy the

] new message and start
the Quick button

Azzigned Actiong

Dizplay To Quick Text

selection mode.

Action Details
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To use a Quick Text button, place the program in the Use mode (Ctrl +U).
Type a message in the Message Display.

Select the “Paste to Button” button. The cursor will change to a pointing finger, indicating the program
is in the Quick button selection mode.

Click on a Quick Text button. The new message text will appear on the face of the button. Any existing
text will be replaced.

Click on the Quick Text button to hear it speak the message.

o

[Wednesday, April 11, 2007 Can | have
Cafeteria Menu g)?

Main dishes Fruits Snack foods Drinks _Dessert
: : ® .
Click on the Quick P N U @
TeXt bUtton and A big red apple | | lots of biscuits | | chocolate milk | | chocolate chip
the new message cookies
will appear. S—

thank you ‘

\/

Fruit squares a glass of milk Cherry pie

| Type a new
message.
‘Ham sandwich /‘|—

& Clear Display ] Clear Button ] Pasteloaunon] Cupwmmeunon]
Back

ac)
Main /\

Click here to enter
the Quick button
selection mode.

Note: The font and font appearance of Quick Text buttons can be set through the right-click or the
Text menu options.
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Creating Optional Quick Text Control Buttons

Buttons with additional Quick Text actions can provide the user with control over the content of the Quick Text

buttons.

Clearing the Message Display

Double-click on the button to be used to clear
the Message Display.

Assign the Clear Message Display action
(Messages tab), then click on the OK button.

In the Use mode, click on this button to clear
the Message Display so you can type a new
message.

Clear Display J

This button clears the
Message Display.

Azzigned Actionsz

Clear Mezzage Dizplay

Action Detailz

Clearing a Quick Text Button

Double-click on the button to be used to clear
a Quick Text button.

Assign the Clear Message Display action
(Messages tab) and the Display to Quick
Text action (Quick Actions tab), then click
on the OK button.

In the Use mode, click on this button, then
click on a Quick Text button to clear its
contents.

Clear Button J

This button clears a
Quick Text button.

Azzigned Actions

Action Details

Clear Meszage Display
Dizplay To Quick Text

Copying text from a Quick Text button to
the Message Display

Double-click on the button to be used to copy
the text from a Quick Text button to the
Message Display.

Assign the Clear Message Display action
(Messages tab) and the Quick Text to
Display action (Quick Actions tab), then
click on the OK button.

In the Use mode, click on this button, then
click on a Quick Text button whose text will
be copied to the Message Display.

Copy from Buﬁod

This button will copy
the text from a
Quick Text button
into the Message
Display where it can
be edited, printed,
or spoken.

Azzigned Actions

Action Details

Clear Meszage Dizplay
Cluick Text Tao Display
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Working with Quick Picture Buttons

The Quick Picture action makes it possible to change the picture on the face of a button while working with the
board in the Use mode. This is extremely useful for creating interactive activities, quizzes and games.

Animal Facts

ey r» g of

What eats leaves from the top of trees?

'.hﬁ@mTAﬂi

Which  animal lives farm?

Quick Picture
buttons will dis-
play the answer
the student

- — selects.
X ® | |
Which animal does  not  have any upper front teeth? The answer but-
fons are set to
copy their pic-
. :@ ﬁ? x M}iﬂ] tures to any one of
What has legs, but  no  hands? the Quick Picture

2 i} - . buttons.
T & %i:i o8 —_— - i
Which animal gives mllk'? Is  there another?

Answer Key - \?fﬁ ‘ nﬁ h = ‘

bear sea lion goat giraffe lion cow tiger dog

Quick Picture buttons make it possible to create fill in the blank” activities like this one.

Note: The Set Button Picture action can also change the picture on a button while in the Use mode. Please refer
to Using the Set Button Picture Action section in the in-program help (Help Topics in the Help menu) for
more information on this action.

Double-click on the button that will becom¢a

Quick Picture button. I:T m

top of trees? [%
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Assign the Quick Picture action (Quick Actions tab), then click on the OK button.

Basics | Messages | Boord Change | Text & Cursor | Message Fies | Settings | Vasisbles  Quick Actions | Cool Stult |
Action Meru Geneeal Help Assign Resnove Order Insest

Quick Text ~
DQuick Spesk {Thiz action allows a bufton’s picture to change in 1esponse bo a Copy bo

Quick Type Cuick Pichure action
Display To Quick Text

Quick Tesdt Ta Display

Vagisble To Quick Text

Quick Picture

Copy Ta Duck Ficture

Quack Rected

ik Check Save All Changes
Svask Dag/D /T Preicion g box to save any Quick Pic-
2 e T 4 ture change ma_ide to this
button. Otherwise, the
changes will be temporary.
Play Delete | Cancel 'T'

Note: By default, Quick Picture changes are not saved on the board. To save any changes, check
the Save All Changes box in the Action Details list for this action. If you will be using an
activity over again and wish to have the same starting point, do not check the Save All
Changes box.

Double-click on the button whose picture will
3 get copied to a Quick Picture button. Answer Key o G

Assign the Copy to Quick Picture action (Quick Actions tab), then click on the OK button.

Check the Copy Every-
thing box to copy every-
Agsigned Actions Action Details thlng on the button face to
4 e 10 @M ek Ft 5 Lopy Evenihing the selected Quick Picture
button.

Note: By default, only the top-left most picture placed on the button (if there are multiple pictures)
will be copied to a Quick Picture button. To copy the entire content of the button (pictures,
text, and lines), check the Copy Everything box in the Action Details list for this action.
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To use a Quick Picture button, place the program in the Use mode (Ctrl +U).

Select any button assigned the Copy to Quick Picture action. The cursor will change to a pointing
finger, indicating the program is in the Quick button selection mode.

Click on any Quick Picture button.

Click on the “cow” button and The pointing finger indicates the
then on the blank Quick Picture program is in Quick button
button to fill in the blank. selection mode.

M4 b4 0 2 [ & b

Which animal gives us  milk? CoOwW Is there another?
Answer Key - Q‘ﬂ_ & ?f h L ‘
bear sea lion goat giraffe lion cow tiger

Note: After selecting a button with the Copy to Quick Picture action, selecting any button other
than a Quick Picture button will cancel the Quick button selection mode.
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Working with Quick Record Buttons

The Quick Record action makes it possible to record and save a message on a button while in the Use mode.

This can be useful for recording novel messages, sending audio notes to or from home/school, or in creating
articulation activities.

Wednesday, September 06, 2006

G\_
1 A 4 > %
Teday I worked an math and  spelling,
Pl [ | ,.
G &
and after that I had  drama, I
am guing to play the  queen. Quick Record
it (0 i Mg T (A4 %, mai? S bt i S IyiEe & Sode Poame o Dt o Sbove buttons. One
This button speliey reacing [l moth - science [ gecgrophyll  drama ] message but-
initiates the Colg | [&j AT E.j §§ |< tonisprovided
Quick Record ] F— — - #_* o— —— ~ for eaCth
mode. SR tenight oright Beright potential
e P i (e e o P
i (W, KPR - need.

Quick Record buttons make it possible to create activities in which
messages can be quickly recorded and saved while in the Use mode.

Note: Quick Record requires partner assistance to be fully accessible. Be careful when using Quick Record
buttons on boards designed for individuals using scanning access. Consider removing these buttons from
the scanning sequence (refer to the Using the Sequence Tool in Chapter 22). Buttons removed from the
scanning sequence can still access Quick Record buttons by enabling the Allow Direct Selection When

Possible option in the Scanning Options dialogue (Dynamic Boards >Access Method > Scanning
Options...).

Double-click on the button that will become a . —
Quick Record button. spelling q

1 - o, [@j

homework

to niéh’r
*
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Assign the Quick Record action (Quick
Actions tab), then click on the OK button. e e e

IThis achon allows a bultor's tecorded message change i (esponse 10 2 Sel
uack Record acton.

Py Delete Cancel

Double-click on the button that will be used to : —
initiate the Quick Record mode. sPe" 2

“y | (&)

*

homework

tonight

é *

Assign the Set Quick Record action (Quick
Actions tab), then click on the OK button.

Azzigned Actions Action Details

Set Quick Record

To use a Quick Record button, place the Click here

spelling reading

program in the Use mode (Ctrl +U). to initiate
ihe Quick ' ol (&)

Select the “Record Notes Home” button. The Record

cursor will change to a pointing finger, mode. homgw:rk
indicating the program is in the Quick button tonight
selection mode. Ré *

Click on any Quick Record button. The

The pointing finger indicates
Record Sound dialogue will appear. P J1ng

the program is in Quick but-
tfon selection mode

Note: After selecting a button with the Set
Quick Record action, selecting any
button other than a Quick Record
button will cancel the Quick button
selection mode.
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6

Click on the Record button to begin recording
the message. Click on the Stop button
(previously the Record button) when finished
recording. Click on the Play button to hear the
recorded message.

Click on the OK button to close the dialogue
and save the recorded message.

Note: The Record Sound dialogue is not
accessible via scanning selection. To
prevent an individual using scanning
access from being unable to cancel
out of this dialogue, it has been
modified so that it will automatically
dismiss after 15 seconds if a
recording has not been initiated.

Record Sound

1. Click Record

2. Speak into microphone.

3. Click Stop.

5. Click OK or Cancel when finished.
Record Time [sec): 30

Cancel

4. Click Flay to check recording.

The Record button will
become the Stop button
once recording has started.

Record

Recording time counter.

After saving a Quick Record message,
selecting the button again will play the
message that was just recorded.

Instructions: Click on the green

button, then click on one of the — needs to
buttons to the right and record . ”
a message to the caregivers at * practlce nee
home.

spelling ieleth;?g

e . u (:)n

Ca %\? again will
* play the

homework |1~ message.
tonight Jr~ Sarah
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Adding Quick Day, Quick Date, or Quick Time Buttons

The program provides button actions that will display the current day, date, or time on the face of a button. Two
additional button actions allow these buttons to speak or send their contents to a Message Display.

Note: Your computer must be set for the correct date and time. This can be changed using the Windows Date/
Time control panel.

Double-click on the button that will be used to This invisible button will
display the current day, date, or time. display the current date.
Assign the Quick Day, Quick Date or Quick IS //
Time action (Quick Actions tab) as 5 I 3
appropriate. C a
1 Note: To change the display format of the L )
date or time, click on the Customise Main dishes Fruits

button in the Regional and
Language Options Windows
control panel (Regional Options
tab.)

Azzighed Actions Action Details

Assign the Speak Day/Date/Time/Prediction

and/or Type Day/Date/Time actions (Quick

Actions tab) to make the button speak and/or
2 type its contents in to the Message Display.

Azzigned Actions Action Details
Cluick Date
Speak Day/DatesTime/Prediction
Type Day/!

\\ AN\

Use these actions to display, speak,
or type, in this case, the current date.
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Chapter 19
Other Useful Program Features

Chapter Overview [m+ Ei;

This chapter provides instructions and information on a variety of very useful program features. Some of the
most common “how to” questions about the program are answered and explained in this chapter.

The following topics will be covered:

* Launching other programs from the program *  Creating random button responses

* Playing movies on a button * Selecting and changing voices

*  Setting the voice and sound volume »  Setting a private audible cue

*  Changing the pronunciation of words * Password protecting the Design mode
» Setting a greeting message * Displaying the menu or title bars

» Saving a board’s button action list * Button usage counts

*  Printing the program boards *  Moving or duplicating boards

You can play movies on your
buttons, in a Message
Display, or on the board itself.

Change and configure the
voices you want to use.

Select the Type of Yoice

" Use S54P 4 Voices " Use RealSpeak Yoices

£ Use SAPI 5 Vaices

“oice Mumber

[ Click Tor Hear | Vaice Name Fitch Speed
1. Main Voice | [Microsct Mike | oefaut x| [Detau
2. Preview \Voice | | Microsoft Mike | oefaut x| [Detau
3. Altemate Voice | [Microsct Mary | oefaut x| [Detau
4. Alternate Voice | | Microsoft 5am | oefaut x| [Detau

| Change ‘word Pronunciations... I Cancel | ak.

AN\
Change the pronunciation
of mispronounced words.
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Random Action

You have the ability to create buttons that can perform a random action from their list of assigned actions. This

allows you to create a button that might randomly select a response from a list of greetings or randomly select a
name, number, or colour.

The following is an example of creating a asigned Actions ction Detals
button that will speak students’ names at
gl random.

Create a button and assign it the Random
action (Cool Stuff tab).

Assign a series of Speak Message (or other)

i ; : Aasigned Act Action Detai
actions, each given a different student’s SSignec Actons (EHIE (LEEE
name R andom

' Speak Meszage Bobby
When placed in the Use mode, the button Zpeck Message Lindsay

will randomly speak one of the student’s
names each time it is selected

Azsigned Actions Action Details
R andorn
Speak. Meszage Bobby
Speak Meszage N\ Lindzay
Speak Meszage  \\\_ M atalie
End Fandom A\ N\

Only the indented actions under the
Random action are selected randomly.

Note: If you want a button to perform another action after a Random action, e.g., a board change, assign the
End Random action (Cool Stuff tab) then assign the other desired action.
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Playing Movies

You have the ability to play a movie from a button. The movie can play on the face of the button, in the Message

Display, or it can fill the entire board.

The program supports movies in the .avi, .mpg, and .wmv formats.

Note: There are many variations of all the formats. Certain variations will require the installation of additional

encoding software.

Double-click on the button that you want to
use to play a movie.

Button Actions

Basicsl Messagesl Board Ehangel Text&EursorI |

Action Menu
1 Click on the Cool Stuff tab. Launch Application
. . . E:Q?:!D;dom
Click on the Play Movie action. Pause Speech

Set Button Picture
Set Button Label

Set Button Properties
Malan

Locate and open a saved movie. I
Look in: I_)TleShues.mm j - &F B2

e

Type: Videa Clip
Duration: 0:00:11

E Cimensions: 320 = 240
9 Size: 2,16 MB

Jesktap

D

My Dacuments

File name: Ilie shoe 3.avi j Open I
Files of type: IMowe [¥.awi;" " mpg] j Cancel

™ Open as read-only

4

Azszigned Actions Action Details

Play Movie tie shoe 3.avi Play on Button

The Play Movie action and the name of the selected movie will appear in the Assigned Actions list.

By default, the movie is set to play on the face of the button. Clicking where it says Play on Button
will change where the movie is played. You have the following three options:

* Play on Button - Plays the movie on the face of the button.
* Play on Message Display - Plays the movie in the board’s Message Display.

* Play on Board - Plays the movie on the board.
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Voice and Sound Volume

The various types of sounds (voices, recordings, feedback sounds) in the program can be configured with
different volume levels or turned off entirely. To set the volume levels, select Speaker Volumes in the Dynamic
Boards menu.

speaker Yolumes s

Configure how the
different volumes are

Separation of Sounds

i~ No Separation. Use Control Panel Yolume S etting, set and controlled.
Setthe Loud * Na Separation. Uze Walume Setting -
and Soft " Left Channel and Fight Channel

volumes. : Normal
Show Saft Settings voice and
recording
Loud Settings Yaolume volume.
Mormal Sounds M & -

Freview Sounds

Preview
voice and
recording
volume.

b
Button Click 5ounds I 3 - I

Button Scan Sounds / =

Cerial | Audible feedback

sound volumes.

Separation of Sounds
These three options let you choose how the program volume levels will be controlled.

* No Separation. Use Control Panel Volume Setting - All volume levels are set by the Windows Sounds
control panel.

* No Separation. Use Volume Settings Below - Allows you to set volume levels for each of the different
types of sounds (pictured above).

* Left Channel and Right Channel - Allows you to set independent volume levels for the right and left
speakers for each of the different types of sounds. This is used to set up a private audible cue. Please see
the next section for details.

Loud and Soft Volume Settings

You can set the individual volume levels for two different volume sets, Soft or Loud. Click on the Show Soft
Settings button to change the volume levels for that set. A user can change between the Soft or Loud volume
sets by clicking on buttons assigned the Use Loud Settings and Use Soft Settings actions (Settings tab).

Turning Off Audible Cues

If you would like to turn off any spoken or recorded previews that are assigned to your boards, select Mute as
the Preview Sounds volume level. Any Spoken Preview or Recorded Preview action assigned to a button will
be ignored, rather than just playing the sound and muting the volume.

180



‘ Boardmaker Software Family v6 User’'s Guide

Selecting and Changing Voices

Speaking Dynamically Pro comes with the English Microsoft SAPI voices and the Nuance RealSpeak™ voices
in the appropriate language (installed with the localised SDP files). You can also use other software-based SAPI

4.0 and SAPI 5.1 compliant voices.

Boardmaker Plus comes with only the English Microsoft SAPI voices. You can also use other software-based

SAPI 4.0 and SAPI 5.1compliant voices.

You can change the voice settings by selecting Voice in the Dynamic Boards menu. At the top of the window,
you can choose to use either the Nuance RealSpeak™ or the SAPI 4 voices or SAPI 5 voices. You will have

different voices and voice settings in each speech engine.

Note: The Nuance RealSpeak™ voices are female only. US English is the only language that includes a male
voice. Nuance RealSpeak™ voices for other languages can be purchased separately. Contact your local

Mayer-Johnson reseller for more information.

Access the Main speaking Voice used for Change speed
voice settings. voice. spoken previews. and pitch settings.
s Help Choose Yoices x|
' v Design it b Select the Type of N

Lse Chrl+u  Use S4PI " Use RealSpeak Voices

Access Meth v [

Button Selectifn... i :

fes e

Siphzs Yallriese: 1. Main Yaice | Microzoft Mike j IDefauIt j IDefauIt j

Keyboard Response, ..

Eutton Keys... 2. Preview Yoice | Microsoft Mike j IDefauIt j IDefauIt j

Highlight Buttons., .. : -

 Word Prediction. . 3. Alternate Yoice | IIMlc:rosoft Mary J IDefauIt J IDefauIt J
Abbreviations. .. 4. Alternate Yoice | I Microsoft Sam j I Default j I Default j
Infrared Cammands. ..
v Typing Shorbcuts Change ‘word F'/ﬁmciations... Cancel | ()3 |

Restricked [se //

Usage Counts. .. / L - - -

Gy, . Two alternative voices can be configured.

Password... See description below.

Startup Board. ..
Switching Voices from a Button
You can make your buttons switch between any of the four _ _
voices by using one of the Use Voice actions (Cool Stuff Assigned Actions Action Details
tab). =2 Waice 1

Epeak Meszage Thiz iz woice 1.

Note: These actions should only be used on a fast computer |J=e Yoice 4

due to the potential delay resulting from a voice
change.

Epeak Meszage

Thiz iz woice 4.
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Changing the Pronunciation of Words

The synthesised voices will not always say words correctly, especially in the case of certain proper names and

foreign-derived words. Alternative phonetic spellings for words can be saved to correct pronunciation problems
for all available voices.

Select Voice in the Dynamic Boards menu.

Select the Type of Voice

Click on the Change Word Pronunciations & Use SAP 4Voices € Use RealSpeak Yoices
button. " Use 54FI 5 Vaices
Note: Make sure the voice you need to editis [Ei Toren Voice Name Pich
1 selected as the Main Voice. 1. Main Voice | [vie 2 E
2. Preview Yaice | | Mike =l {113
3. Altemate Voice [ [Mike = [
4. Alkemate Voice | | Mike =l {113

Change ‘word Pronunciations. ..

Type the word that needs its pronunciation Type in the word x|
changed.

Fleaze type in the word pou want to modify:

Iflautd Flay |

Click on the Play button to hear the current

pronunCIatlon' Select one of the following:
& dd this word to the dictionary
. . . | Change the pranunciation o this word
2 Note: The screens shown in this example are £ Remove ths word from the dolionary

for the SAPI voices. The
pronunciation screens for the
RealSpeak voices will look different,
but function in a similar fashion.

| Change capitalization or speling

Frezz "Mext" when pou've made your selection.

< Back MNext Cancel
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Click Play to hear the current pronunciation of [T x|

the word.
Iflauta Play I

Tupe in one or mare words that, when spoken together, have the
right pronunciation. For example, you would type “oh shen' for
the pronunciation of "“ocean',

Click in the empty box in the middle of the
screen. Type a phonetic spelling for the word.
As you type each letter you will hear the
progress of the new pronunciation.

Iflouta

0r, type in the phonetic version of the word, like in a dictionary. |f
you need a list of phonemes, press the "Phonemes" button.

Ifl'outua Phanemes |

3 Click Play again if you need to hear the new
pronunciation.

Click Finish when you are satisfied with the
new pronunciation.

< Back Finish Cancel

Note: Ifyou click on the Phonemes button,
you must enter language specific
phonemes.

Printing Interactive Boards

Typically, interactive boards are designed to fill the computer screen which will make the board too large to
print on a single piece of paper. To get around this problem, use the Print Board on Single Page option in the
File menu. The program will automatically scale the board to fit on the piece of paper according to the current
printer page settings. Refer to Setting the Correct Paper and Board Size in Chapter I for help with the printer
page settings.

Breakfast Board — mf’“"f"’; B"mf

If you use the french toast pancakes fried egg co;'ee é = é ﬁ | gx | Use the Print
Print command, g & O == Board on Single
the board will print pr=se== / ‘ - x@ i.| - Page command to
on multiple pieces / ® i = | o | e [ e e scale the board to
of paper. @ B ‘ & ‘ O|=2| &k fit the selected

z muffin doughnut grapefruit Last M paper.

€ 0| =

]

Last

Note: Typically, interactive boards should be set to print in landscape mode rather than portrait mode as
depicted above. Refer to the Setting the Correct Paper and Board Size in Chapter I to learn how to set a
board to print in landscape mode.
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Chapter 20
Working with Variables

Chapter Overview i B

The Variables group of button actions gives you the ability to create buttons that will respond differently based
upon previous button selections. These actions are based on the use of variables and “if, then, else” logic, i.e. “if”
a condition is met (a certain button is selected), “then” a particular action is performed (when another button is
selected), “else” a different action is performed. With these conditional actions, you can create smart buttons that
can provide personalised responses, perform verb tensing, and a range of other custom behaviors.

The following topics will be covered:
* Introduction to the Variables button actions
* Assigning variables and values

» Testing variables and assigning responses

Note: Only very basic variable programming is covered. More advanced techniques, features and examples are
covered in the in-program help topics (Help Topics in the Help menu).

g 185 )®) 0

These buttons assign
the person’s name to a
variable called “person.”

These buttons
check the value
of the “person”

variable to
goodbye

determine what

message to figh? ‘-)

speak. H
™

185



Chapter 20 - Working with Variables

Variables Button Actions

The Variables tab of button actions provides actions that can make your buttons respond conditionally. A list of
the Variables actions is given below. Don’t be discouraged if you don’t understand the actions after reading
their descriptions. This tutorial will walk you through their use.
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Button Actions

Basics IMessagasl Board Ehangel Text&l:ulsnrl Message Filasl Sattmgsl Valiahlasl Quick Actions | Cool Stuff

Action Menu General Help Assign Remarve DOrder Insert
Speak Message
Tupe Message Click. the: O, button or press the Enter key on your keyboard when you are
Play Recorded Message finished assighing actions

Change Board
Change Board Back.
Text Preview
Spoken Preview

A Example of conditional
actions assigned to a button.

Picture Eutton

Azsigned Actions Action Details

IF PErson = mum

Speak Message

ElzeIf person = dad
Speak Meszage Hey dad
Else If person = teacher
Spesk Meszage hella mrs. smmith
Else If person = Zack
Speak Message Hey Zack
Otherwise
Speak Meszage hello
Spoken Preview Use Button Text: hella

Flay | Delete | Cancel | Ok .;, I

Assign Variable - Assigns a variable value to a button, i.e. Person = “Mum.”

Assign Variable From Display - Assigns the contents of the Message Display to a variable.

Adjust Variable - Adjusts a numerical variable by an amount, or adjusts a string (or word) by appending
additional characters.

Speak Variable - Speaks the value of a variable.
Type Variable - Sends the value of a variable to the Message Display.

If - Performs a conditional test on a variable to check for a specific value, i.e. does Person = “Mum”? If the
condition is true, actions assigned after the If action will be performed.

Else If - Used in conjunction with the If action. This action is used to check a variable for alternative
values, i.e. if Person NOT = “Mum,” then does Person = “Dad”? If this condition is true, actions assigned
after the Else If action will be performed.

Otherwise - Used to provide a default action if all conditional tests are false, i.e. Person NOT = “Mum” or
“Dad.” Actions assigned after the Otherwise action will be performed.

End If - Used to end a block of actions that are performed after an If, Else If, or Otherwise action.

Variable To Quick Text - Saves the value of a variable on a Quick Text button.
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Assigning Variables and Values

Having a button or buttons assign a value to a variable is the first step in creating a board with conditional button
responses. Once a button assigns a value to a given variable (i.e. the user selects that button) other buttons can

then test that variable for a specific value and perform actions accordingly.

Double-click a button that will be used to set

the value of a variable. Choose a button

that will assign a

In this example, the name of the conversation variable a value.

1 partner depicted on the button is assigned to a

variable.

Assign the Assign Variable action Button Actions

(Variables tab) to the bu‘[tonS. Basicsl Messagesl Board Ehangel Text&EursorI ]
Action Menu
Speak Message

2 Type Meszage

Play Recorded Message
ifssign W anable
Aszzign Vaable From Dizplay
Adjust ¥ ariable
Speak Variable
Type Yariable
If
Elze If
Otherwise

Enter a variable name and a value for that p————

. x|
variable.
X Wariable Mame Iperson
In this example the name of the person
. . . V!
3 depicted on the button is assigned to the e fmrt

variable “person.”

Click on the OK button when finished.

Coee_|
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Testing Variables and Assigning Conditional Actions

Having created at least one button that assigns a value to a specific variable, the If action can be used to check
the value of the variable and conditionally perform an action or a block of actions. The Else If and Otherwise
actions can also be used to check a variable for additional values and to define default actions when all If

variable tests are false.

The “If” Action

Double-click on a button that will test a
variable and conditionally perform an
action.

In this example, the variable “person” will
be tested to determine if a specific message
will be spoken.

This button will
speak a specific
message based on
the value of the
“person” variable.

Enter the name of the variable to test and
the value being tested for, then click on the
OK button when finished.

In this example, the variable “person” is
being test for the value of “mum”.

Note: Variable/value comparison is not
limited to just the “=" option.
Other comparison options such as
“not =" are available in the drop-
down menu.

If Action

Enter the condtion you wish to test for, Al conditions should be entered in the farm of:
Wariable = Value
Enter the Yariable you want to test.

Chaoose the type of comparisan.
Enter the Value against which the Yariable will be compared.

Examples:

Caneel
3

Yariable Walug

= frur

time E past

person | -

counter > 5

Assign the action or actions that will get
performed when the If variable test is true.

Actions that follow an If action
will automatically be indented to

Note:

help visually organised the actions.

Azzighed Actions

The indented action will be
performed only if “person = mum".

ﬁ%ﬁtails

If

7
PErE0n = mum

Speak Message

The “Otherwise” Action

The Otherwise action is used to provide a
default response when all the If and Else If
conditional tests are false.

Assign the Otherwise action (Variables
tab) to the button, then assign the default
action or actions to be performed.

Note: The Otherwise action must
follow an If action and can not be
used by itself.
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Azzighed Actions

The Otherwise action
provides a default response
when all If conditions are false.

Action Details

If

1/
//

PErE0n = mum

Speak Meszage / Hi mum

Cthenwise
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The “Else If’ Action

Use Else If to test for
other possible value.

Azzighed Actions / Action Details

Use the Else If action to test a variable for
other possible values.

Click on the last action to be performed in If y/4 e ——
the If conditional block and then assign the Speak Message Hi rmum
5 Else If action (Variables tab) to the button. —— sl
Speak Meszage hello
Enter the name of the variable to test and

the next value to be tested for, then click on
the OK button when finished.

Note: The Else If action must follow an
If action and can not be used by
itself.

Assign the gction or actions tg be . This action get performed
performed if the Else If conditional test is if “person = dad.”

true.
Agzigned Actionsz /Actinn Dretails
6 If // |persan = mum
Speak Message J/ [Himum
Elze |f person = dad
Othenize
Speak Mezsage hella

If Blocks and End If Actions

Use an End If action to

The End If action is used to let the program terminate an “If’ block.

know there are no more actions associated
with the initial If conditional test, and any
related Else If or Otherwise actions. These

Azzighed Actions // Action Details

A If PErE0n = mum

actions together form an If block. Spek Message // Hi mum
Elze If // perzon = dad
Assign the End If action (Variables tab) mﬁ;ffi:eMessage A rloy ded
after the last action in the complete If Speak Message / hello
FAl block.
Any actions that precede or

Any actions that are not part of an If block fol/}(/)w an “If’ blo cﬁl)< will
will always be performed when the button always be performed.
is selected.

Note: If you do not assign an End If
action before you close the
Button Actions dialogue, the
program will attempt to add one
for you.
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Variables in Action

When in the Use mode, selecting the
“Mum” button will assign the value
“Mum” to the variable “person.” This value
will remain until another person is selected
or the Use mode is exited.

When any of the conversation buttons are
selected, they will speak a message that is
specific to that person (assuming one was
specifically defined for that person).

If a button does not have an If block testing
the variable “person” for the value of
“Mum?”, then it would speak the default

message that follows the Otherwise action.

m

These button will
speak a message
that is specific to

Select the
“Mum” button.

e
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Chapter 21
Creating Boards for Writing

Chapter Overview

There are a wide range of features and button actions that allow you to create boards that can function as writing
aids or talking word processors. Numerous typing boards are supplied with your software, but you can also
create your own. Features like word prediction, abbreviation expansion, and typing shortcuts can be used to
improve the speed and quality of a user’s writing. The ability to save and open different message files can easily
be added. The message files can contain text and/or symbols.

The following topics will be covered:
*  Word prediction.

» Abbreviation expansion.

Sample typing board

I/

Tom // 1.nine Word
2noe__, rediction
How are you doing? |s was ni 3.night p
= - | buttons
4.nickel

5.n?ghtmare Abbreviation
6.nightgown .
Message L expansion
Display I expand abbre | button
- mn == my name
quiw|e|r|t|jyluji|o|p
Each butt speak I J Speaks the
ach buton i Message
tab
wosatype (8 | S|d|Tlg|h|J|Kk|T]e @*ﬁ* Display
Message — ___
action to z|x|c|lv|b|n|m|qg| retumn |united
input the Button to
space | bksp | shift | clear 2 I ' w | €W | open open and
letter. — ’ , ! T \ oper
message
0/1/2/3|4|5|6|7|8]|9 os
Q\ files
Print button
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Typing Board Layout Considerations

A big advantage of using the program as your talking word processor or writing aid is that you can create a board
that contains the exact buttons and features needed by your user. The cognitive and physical needs of the user
will dictate the layout of the board you create. All typing boards share the same basic components: a Message
Display, letters, function keys, and Message Display controls.

This is an example of a simple ABC typing
board.

Message
Display

Letter keys
add a letter to
the display.

Function keys
control the
display.

Message Display

The text in the Message Display can be made any size or colour that will benefit the user. The display can be
configured to read letters or words as they are typed, or highlight words as they are read back. Refer to - Using
a Message Display with Text.

Key Layout

There are a variety of different letter layouts for a typing board. The layout you choose will most likely be
determined by the user’s method of access. Typically, the letters are arranged to either simplify locating the
desired letter or maximise access speed. An ABC layout is shown above, and two other examples of letter
layouts are shown below.

This layout is based on the

standard QWERTY keyboard. The “frequency u
// of use” layout i K
‘ iti he
7 : positions t
quiw|e|rft | ylu|ilolp most often used return
letters in the
a|s|d|f|g|h|j| k|l |@][fistpositionsin i print
Z2lxlclviblinlm q return the scanning
sequence.
space l:'ﬂ’ shift | clear ? , | ' "

Display Control Buttons

Typically, you will want to provide the user with common function buttons such as space, return, shift,
backspace, clear, speak, and print. Typically, these actions, with the exception of the space, are placed at the end
of the scan sequence because of their relatively infrequent use.
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Word Prediction

For many users, the word prediction feature available in Speaking Dynamically Pro can be tremendously helpful

in assisting them in the writing process. Word prediction works by searching for and displaying the most

frequently used words that begin with the letter or letters the user is typing. The user can then select their word
when it appears in the list of predicted words. Word prediction saves a lot of time and effort by freeing the user

from potentially typing every letter of each word.

Hello, how are you? W

When letters are typed, the prediction
buttons search for the most frequently
used words that start with the letter or
letters.

Clicking on a prediction button copies
the word to the display.

1.what

2.will

3.walk

4 want

The Prediction buttons in the program can be arranged and configured to suit the user’s access, visual, and

cognitive needs. The word prediction can be customised to:
» learn and then predict new words entered by the user.

» predict phrases manually entered into the dictionary.

* make audible predictions to assist the pre-literate or visually impaired user.

* be accessed either by on-screen selection or keyboard key.

* make predictions either alphabetically or based on frequency of use.

* use alternative dictionaries with specific vocabulary for language-based activities.

These options will be covered in the next few sections.
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Adding Prediction Buttons

You can add up to 100 Prediction buttons to a board. Only the Button Speak (Cool Stuff tab) and the actions in
the Board Change tab can be assigned to a prediction button.

194

Open the “T10 Keyboard” board found in the
Tutorials folder.

Save this board in the My Boards folder as
“Basic Keyboard.”

You can use this board throughout this tutorial to
try the various writing features covered.

Sample Message Text

{ A N o

| expand abbrev
mn =>my name

speak

return  |Message File

Q

w0
§<-n-c

«Q

new | open

O s P O
N
g%
(2]

o
N |V|D | TI<
3
~|—-|le|=] -

Select Prediction in the Dynamic Buttons menu.

Dynamic Buttons Dynamic Boards H
Action
Picture

! Message Display

| Preview Display

Drag the first button into the upper right corner of
the board.

Stretch out the button and increase the font size.

Tip: Assign the Button Speak action to the
Prediction button to make it speak the
predicted word when selected.

Use the Button Sprayer Tool to make five
additional Prediction buttons.

Save the board, then place the program in the Use
mode. As you type letters, the Prediction buttons
will start predicting words. Click on a Prediction
button to enter its word into the Message
Display.

Return to the Design mode when finished.

=10l x|
P01 22 23 24 25 26 127
I|1.F'redict
Use the Button

Sprayer Tool to
create additional
Predition buttons.

§1 Predict

HPredict o |
i o0
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Abbreviation Expansion

Abbreviation expansion allows the user to quickly enter a phrase or block of text into the Message Display by
entering only a few letters. Abbreviations are useful for full names, addresses, or other frequently used phrases
and text.

When an abbreviation is entered into the Message Display, the user will need to hit a key or button to expand the
abbreviation. You have the choice of expanding abbreviations using a button assigned the Expand

Abbreviation action (Message tab), a keyboard key, or a Prediction button.

Expansion Button (used by scanners)

| work at mj | work at Mayer—Johnson|

/ Expand the Abbreviation

| Abbreviation | using the assigned button. Expansion

Keyboard Key (used by keyboarders)

! 2“;Z“s’i‘gcns°"‘rds ek — The default expander is the “* “ (accent)
 Uge Cul4u key. You may assign a different key.

Access Method 3
Button Selection... e
vzicen secten Abbreviations

Speaker Volume... Expander II

Keyboard Response. .. q

Button Keys...

Highlight Buttons. ..
v Word Prediction...

Abbreviations...

To uze Abbreviations, type the desired Expander character in the box above.
If the box is empty, Abbreviations will not be used,

w Tvpina Shortcuts Abkrassabioe i

Prediction Button (used by scanners)

It is possible to use the word prediction buttons to

Tmj

expand abbreviations. Each abbreviation will need to || Work at mj

be entered into the word prediction dictionary

followed by the abbreviation expander character, e.g.,

enter “mj"” for the “mj”/”’Mayer-Johnson”

abbreviation. The Expander character/key is assigned The abbreviation and the expander, e.g., “mj*
as shown above. can be added to the prediction dictionary.
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Chapter 22
Access Methods and Custom Scanning

Chapter Overview [m+ Ei;

The program can be accessed through a wide range of access methods such as a mouse, a touchscreen, single or
multiple switch scanning, etc. The program also provides a variety of special settings and tools designed to let
you customise the way your boards scan to better meet a user’s needs.

The following topics will be covered:

* Selecting an access method * Button selection options

» Changing the keyboard response *  Configuring your switches
* Creating scanning groups * Displaying the scan tools

»  Using the Sequence Tool +  Using the Scan Next Tool

*  Using the Scan Pause Tool

A Scan Pause can be
assigned to stop the scan.

J_}n | have thank you

2 L1 Cafeteria Menu | (1], .

Buttons can
be grouped
to scan as a Main dishes Fruits Snack foods Drinks Dessert

single unit. (] 9 » Each button has
—I\ @ E@ an order in the

= scan sequence

that can be
changed.

A Scan NeXt [luick Text- uick Text— g

location can

be assigned

Cuick Text- Cuick Text-
to create 7‘7—/
predictive

scanning.

B

&

=N
Ouick Text- ick Text-

Ouick Text-

L]

L4
Ouick Text- ick Text-

Ouick Text-

SH,
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Selecting an Access Method

Within the program, a user can control their communication boards by using almost any alternative method of
access. You can set the access method by selecting from a menu of choices. Each access method, through an
options window, can be customised to meet the specific needs of the user. A brief description of the available
access methods is provided below. For more detailed information on designing boards for alternative access
users, refer to Chapter 23 - Designing Boards For Alternate Access Methods.

You can change how Each access
| Dynamic Boards _ Help the user accesses the method has its
v Design Chrl+D : ]

Use awu b Q| Q H program by selecting own window to
Access Method 4 v Direct Pointer. .. an access methOd' adjust the Setﬁngs.
Button Selection. ..
Voice. .. Auto Scan.., -
Speaker Yolume, .. Step Scan... Direclouchifcasss 1'
Ve RS o e This access method iz designed for touch screen users and requires them to point A buttons by touching the screen.
Button Keys. .. Arrow Keys,.,

Highlight: Buttons., ..
v 'ord Prediction. ..
Abbreviations. ..

Scanning Opkions. ..
Extra Switches. ..

Starting Poinker Position. .. Chooze how you wizh to activate the touched button:
Infrated Commands. ..
v Typing Shorteuts & Activate After Releasing Finger
Restricted|Use  Automatically Activate Button After E Seconds

Usage Counks. ..
Greeting.. .
Password. ..
Startup Board...

Click OF. ta use this access method, or click Cancel and choose a different method.

Access Methods
Direct Pointer - Used with direct selectors using a mouse, trackball, joystick, head mouse, or touchscreen.
Direct Touch - Used with touchscreen users and provides touch, release, and dwell time selection options.

Auto Scan - Provides basic scanning access for single switch users. Settings are provided to control the scan rate
and use of a switch or keyboard key.

Step Scan - Provides scanning access for users who can control their button selections by using one switch to
advance the scan and a second switch to make a button selection.

Inverse Scan - Provides scanning access that requires the user to hold down the switch to start and maintain the
scan. Selections are made by releasing the switch.

Arrow Keys - Provides scanning access for a user who can directionally guide the scan using multiple switches,
keys, or an alternative keyboard.
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Configuring Switches

Standard desktop and laptop computers are not equipped with jacks that enable you to plug in a switch. A switch
interface will be required to access the computer via switch input. Typically, a switch interface plugs in between

the computer and the keyboard, and provides one to five switch jacks. Most switch interfaces are keyboard
emulators which means that the switches are mimicking keys on your keyboard.

A typical switch interface will
emulate arrow keys on the
computer’s keyboard.

\

Switch Interface

+ +‘ <= % Enier
CRCNCCNC

Plug your switch into one of the jacks on the
switch interface.

A switch interface
connects between
the computer and
keyboard.

Switch Int

Y+ >
®© @@

Select the appropriate scanning access method.

Auto Scan will be used in this example.

Dynamic Boards  Help

v Design Ctrl+D
= «v flojeal
' Button Selection... Direct Touch...
Voice...
Speaker Volume, .. Step Scan...
Keyboard Response. .. Inverse Scan...
Button Keys... Arrow Keys...
Highlight Buttons. .. i i
v Word Prediction... Scannlng.Ophons...
Extra Switches...

Abbreviations...
Infrated Commands. ..

Starting Pointer Position...
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Set Activate Button Using to Key Click, then press your switch. The program should read the input
from the switch and will display the emulated key in the box. Click on the OK button when the switch
input is set correctly.

The program is now set to accept input from your switch.

X

This access method autarmatically scans each buttan on the board, highlighting it for the amount of time
specified below.

"When the desired button becames highlighted. the user can activate it by clicking the mouse or pressing

akey.
3 Highlight Each Button For m Seconds Use Key click
with a switch
Highlight Firzt Button For |[| Seconds Maore Than Other Buttons % interface
Achivate Buthon Using: & Mouse Click
| Press the switch

" Key Click |Enter

or type in the

key the switch is
Click DK to uze thiz access method, or click Cancel and chooze a different methaod. emu/ating here_

e _|

The Default Scanning Sequence

The program will scan the buttons on a board from top to bottom, and for buttons at the same height, from left to
right. This may not be the ideal scanning sequence for one or all of the activities.

You can create any board and select Auto Scan
in the Access Method submenu in the Dynamic I

Desi crl+b b

Boards menu to see how the default scan v oe=en E

X . Use Cirl+u
1 functions. |
. . ' Button Selection... Direct Touch...

The Auto Scan Access window will appear. Voice

Click OK. You will be using your mouse button Spesker Volume... Step Sean... @

as a switch for this tutorial. Keyboard Response... Inverse Scan...
Ruittmn Kaue Arrrnu Kawe

Place the program in the Use mode and observe the default scanning sequence for this board. The
2 linear scanning sequence does not follow the visual organisation of the board, or assist the user in
selecting messages in a logical order. Return to the Design mode when finished.
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Creating Scanning Groups

A collection of buttons can be grouped together so that they will highlight as a single group in the scan. When a

user selects a scanning group, the scan will then work its way through the buttons that make up the group.

Scanning groups allow the scan to conform to the visual or logical arrangement of the activities.

Select the buttons that you want to become a

scanning group. Main dishes Fruits Snac
Then select Scanning Group in the
Dynamic Buttons menu. _e
. Qauiﬁlé";eﬁ;h Quick Text- Qu
1 [ e— oo o -
' to creeizte a Quick Text- Quick Text- I Qu
scanning
Tip: A scanning group is simply a button group around L
that surrounds other buttons. You can these buttons. I QUi Text QuickText- || au
use the Button Tool to drag out a ~ X
scanning group like you would a —
button.
With the scanning group selected, change the
background colour to transparent and make Main dishes Fruits Snac
the border thickness none. The scanning p
Note: When the group is deselected, the group willbe | _—
buttons will appear on top of the transparent x i auier e o
2 group. Smaller buttons always except when | = v L
appear on top of larger buttons that scanning. Quick Text- || Qu
fully surround them.
Tip: For some users, giving scanning || QuickTex @
groups different colours can help to | | -

visually organise a board.

Place the program in the Use mode and observe the new scanning sequence.

Each scanning group highlights instead of each button. Selecting a group causes the program to scan
through the buttons in the group. If a button selection is not made within a selected group, the scan will

break out of the group after three cycles through the buttons.

Return to the Design mode when finished.

Tip: Because a scanning group is a button, you can assign actions to the group. You might use a

Speak Message action to talk when the group is selected or a Text Preview, Spoken Preview,
or Recorded Preview action to provide a cue during the scan.

201



Chapter 22 - Access Methods and Custom Scanning

Displaying the Scan Tools

The program provides you with three special scanning tools, the Sequence Tool, the Scan Next Tool, and the
Scan Pause Tool. These tools allow you to completely customise the scanning sequence on your boards, both
before and after the user makes a button selection. The Scan Tools are not normally visible in the Standard Tool
Palette and must be turned on in order to access them.

Dynamic Boards  Help

v Design Chrl+D

Use JReNTIN ¥ E Q Q

Access Methad 3 |ﬁ
Button Selection. .. S

Woice... Display the Scan Tools by
speaker volume. . choosing Scan Tools from

Keyboard Response, ..

Button Keys. . the Show submenu of the

Highlight: Buttons., .. .
word Prediction. . Dynamic Boards menu.

Abbreviations. ..

<

Infrated Commands. ..
Typing Shorkcuts

<

Restricted Wse

Usage Counts... Sequence
Greeting. .. TOOI
Password. ..

Startup Board...

Scan Next

v Symbolate Tool
Button Mumbers TOOI ; ‘El

Button Mames

Scan Pause
Tool

v Board Change Indicators. ..
Menu Bar in Use Mode
Board Titles in Use Mode
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Using the Sequence Tool

The Sequence Tool is used to change the

Sequence Tool

1 scanning order of the buttons on a board. Can | have
Select the Sequence Tool in the tool palette.
Click one of the buttons on your board. l gﬁ
Numbers will appear in the middle of each a0 I — oy | e
button or group. This is the default scanning Cafeteria Menu E‘? ,
order for the buttons and groups on this board. Main dishes  Fruits  Snack foods  Drinks Dessert
0 - ﬁ @
. . . 3L A
Note: Clicking on a button that is part of a <> &2
i i i Quick QuiCk Texi-A Quick Quick Quick
2 scann}ng group Wlll dlsplay the . Team biglﬁEﬁpp\e Te>t5 of Ter:t-d%wlat Te.\:t-l]%clco\ate
scanning order for only the buttons in |_sanduich_| ore0s mik £hip cooKies
JQuick Text-H Quick Quick Quick Text-A Quick
the group. dglgccmpos Te.\:t—anas Termt gll:alstemuk Te»erry
Sudres ple
Quick Text- Quick Text- Quick Text- Quick Text- Quick Text-

|
[ET} [ ciear Dispiay Clear Button Pastz to Button | Copy from Buttorll Nzn

You will be removing some buttons from the The first button in the scanning order
scanning sequence and changing the scanning is assigned. All other buttons are
order of the buttons to help structure the waiting to be assigned their order.
activity. \

3 Click on the same button again. Notice that it

is marked as “1” and all other buttons are nIhave thank you

marked with a “?.” g I@
g‘% i

The “?” indicates a button is not currently part
of the scanning sequence.

203



Chapter 22 - Access Methods and Custom Scanning

204

Click on the buttons in the order you would like them to scan. You want the buttons and groups to scan
in the logical order the user would select them in.

Tip:

Note:

If you make a mistake in assigning the scanning order, double-click on the Sequence Tool to
reset the default scanning order.

Cafeteria Menu
Main dishes Fruits Snack foods Drinks
A5 ﬁ @ ff\m
E7% &y =
PE— — P—
Quick Quick Text-A Quick Quick Quick
Text-Ham big red apple | | Texi-Lots of I ext-Chocolats I exl-Chocolats
5 3 f pokies
[Quick TExi-Hoj Q Quick QUITE Text-A Quick
dog AEMchips] fText-Ebanas | TelBlrit glasiEl mik | § Texii@erry
squares pie
Quick Text- Quick Text- Quick Text- Quick Text- Quick Text-
ample NE=sage | ext
= a l

I Clear Dizplay I Clear Button

Buttons that are not assigned a number in the scanning sequence will not scan or be selectable
even when using a direct selection access method. Unassigned buttons can be accessed
through Button Key assignments. Please refer to the Butfon Keys section in the in-program
help (Help Topics in the Help menu).

Paste to Button Copy from Buﬂurl
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Using the Scan Next Tool

The Scan Next Tool is used to specify the
next button or group that will scan after the
user selects a particular button. This is called
predictive scanning.

Select the Scan Next Tool in the Tool Palette.

Scan Next Tool

Move the pointer over one of the Quick Text
buttons in the “Main dishes” group, then click
and hold the mouse button down. The button

you click on and another button will highlight.

The other highlighted button is the next button

Click and hold a
button to show the
next button to scan.

Quick Date

Cafeteria Me

Next button
to scan.

/4

Carllhave | | thank you

nu 2, ,J%)

that will scan if the user were to select the Main dis Fruits  Snack foods  Drinks Dessert
current'button. By flefault this is the first ﬁ@ﬁ =)
button in the scanning sequence. A
Quick Quick Text- Quick Text- Quick Text- Quick Text-
Texl-Sp%;hem
with meatballs
Quick Text- Quick Text- Quick Text- Quick Text- Quick Text-
To change the Scan Next assignment, while I ;
Main dishes Fruits

still holding down the mouse button, drag the
cursor over to the button or group where you
want the scan to go next.

If you drag over a button that is part of a
scanning group, you will see the highlight
cycle between the button and the group.
Release the mouse button when the one you
want is highlighted.

Tip: You can reset the default Scan Next
assignment for the board by double-
clicking on the Scan Next Tool.

Quick Quick Text-
Text-Spagfrett
with meatballs | |_~
]

Click and drag A}W/ xt- Quick Text-
to change the
Scan Next
assignment. Quick Text- Quick Text-
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Using the Scan Pause Tool

The Scan Pause Tool is used to temporarily stop the scan on a button until
the user hits their switch. There are three different types of Scan Pauses that
1 can be applied to a button or group. Each type of pause is used to achieve a

slightly different scanning goal.

Select the Scan Pause Tool in the tool palette.

| Scan Pause Tool |

anyClick once on any button. All the buttons on —
the board, or in that scanning group, will Green highlight Canlhave | [ thank you

PAl appear highlighted in green. The green means no Scan \\ T
Pauses are I\ g)? -

highlight means no Scan Pauses have been )
: assigned.
applied.

Click repeatedly on the button. The highlight

changes to red and different letters will appear Red highlight

in the upper left corner of the button. Each /

letter represents a different type of Scan Pause. Each letter svw o —
Continue clicking on the button until an “I” indicates a

appears. This will pause the scan on this first different type of og)? (f@
button. Scan Pause.

3 Scan Pause Types

"B" The scan will pause on the button when it becomes highlighted. A switch hit will restart the scan
on that button.

"A" The scan will pause on the button after it is selected. It will remain highlighted as a visual cue to
the user as to which button they just selected. A switch hit will restart the scan on the next button
in the scanning sequence.

"I" The scan will pause on the button when it becomes highlighted. A switch hit will select the current
button and restart the scan. The scan will then continue on to the next button in the scanning
sequence.
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Chapter 23

Designing Boards for Alternative Access
Methods

Chapter Overview [m+ Ei;

A wide range of access methods, features, and options are available to help you accommodate any special access
needs a user may have. This chapter will help you sort through all the features and options that are related to

access. Access methods and board design techniques are briefly discussed for each of the major categories of
alternative: access scanning, touchscreen, and/or head-tracking devices.

The following topics will be covered:
*  Access methods for scanners
*  Access methods for touchscreen users

* Access methods for head-tracking device users

Scanning Access Touchscreen Access
sl
& \
Head-Tracking Access Low-Vision Access

(tf -+ O &8
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Access Methods for Scanners

There are four access methods in the program that are designed for scanners: Auto Scan, Step Scan, Inverse
Scan, and Arrow Keys. Each of these access methods can be configured to suit a user’s specific needs. You will
need to use a switch and/or switch interface with these access methods. Please refer to Creating Scanning
Groups in Chapter 22 for information on creating scanning groups.

You can change how the user Each access method
accesses the program by has its own window to
choosing the Access Method. adjust the settings.
Dynamic Boards  Help // x
i v Design cirl4D | This access method automatically scans each button on the board, highlighting it for the amount of time:
- specified below,
7 v O |
i 7 When the desired buttan becomes highlighted, the user can activate it by clicking the mouse or pressing
Acress Method |3+ Direct Pointer... akey.
Button Selection... Direct Touch... Highlight Each Button For | Seconds
Speaker Volume., .. Step Scan... Highlight First Buttan For I Seconds Mare Than Other Buttans
Keyboard Response... Inverse Scan...
Button Keys... Arrow Keys... Activate Button Using: £ Mouse Click
Highlight Buttons... £ Kep Click
[ = Opti 2y Clict Enter
v Word Prediction... cannlng. RALTE
L Extra Switches. ..
Abbreviations... Starh'ng Pointer Position Click. OF. to use this access method, or click Cancel and chaose a different method.
Infrared/Commands, .
w Typing Shortcuts [ Cancel
Backrirkadlllca

Auto Scan

This is the most commonly used scanning access method. When enabled, the buttons on the board will highlight
in a set order, one at a time. To make a selection, the user will hit a switch. The scanning rate, the time each
button remains highlighted, can be set to meet the needs of the user.

Step Scan

Step scanning allows a user to more directly control button selection by allowing them to advance the scan as
needed. The user advances the scan by hitting a switch. Button selection can be triggered either automatically,
by dwelling on a button for a set period of time, or by using a second switch.

Inverse Scan

This scanning access method combines aspects of both the Step Scan and the Auto Scan methods. The scan high-
light will move only while the user holds down their switch. Button selection can be triggered either automatically,
by releasing the switch and dwelling on a button for a set period of time, or by using a second switch.

Arrow Keys

This scanning access method requires the use of the arrow keys on a keyboard or multiple switches. The user
will control the direction that the scan highlight moves by using a switch or key to move up, down, right, and
left. Button selection can be triggered either automatically, by dwelling on a button for a set period of time, or by
using a fifth switch or key for selection. When the user encounters the last button in a row or column, the scan
highlight will wrap around the screen and continue on the other side.
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Access Methods for Touchscreen Users

When using the program with a touchscreen, you will use either the Direct Touch or Direct Pointer access
method. Each access method can be configured to support a user’s specific physical needs.

Direct Touch Access x| Direct Pointer Access x|

This access method is designed for touch screen users and requires them to point ta buttons by touching the screen, This access mathod requitss the user to point dirsctly b buttars using a painting device such as a mouse,
headpainter, joystick or trackball. Buttons are hightlighted as the user points to them.

i ED e B (A Choose one of the methads bekow to activate a highlighted button

% Activate After Releasing Finger

 Automatically Activate Button After |2} Seconds
Click DK to use this access method, of click Cancel and choose a different method © Mouse Click
£ Key Click Enter
Cancal & Automatically Activate Button After — Seconds
k; Click OK to ugs this access method, o click Cancel and choose a diferert method

Direct Touch

This access method supports users who rest or drag their hand on the touchscreen when making a button
selection. Button selection can be triggered by either the user breaking contact with the screen or automatically,
by dwelling on a button for a set period of time.

Direct Pointer

This access method supports users who can touch and remove their hand from the touchscreen. Button selection
can be triggered by either the user making contact with the screen or automatically, by dwelling on a button for a
set period of time.

Access Method Toggling

If the user is prone to fatigue due to direct selection on a touchscreen, you can provide them with a button to
change their method of access (perhaps to some type of scanning). The button action Access Method (Settings
tab) allows you to set and configure an alternative access method for the user. This button may also be helpful if
the user needs to access a more complicated board, such as an onscreen keyboard, which may be difficult for
them to access via direct selection.

Starting Pointer Position

zl
This feature will position the mouse pointer in & specific location (1elative to the sdgs of the
Use this feature to set the starting location for the pointer when the el e Shoad shene e
program starts and after a board change. You will want to set the 4ttt e o i el e, e
starting pointer position to a location on your boards where no gz i spess e e
buttons are located. This feature corrects the problem where a button o e i bt ot
could automatically highlight or select because the pointer happens to N - -
appear on top of the button after a board change. Select Starting B BT e . . .
Pointer Position in the Access Method submenu in the Dynamic
Boards menu. ‘ ‘ ‘
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On-Screen Keyboard

The program includes an on-screen keyboard that

will allow you to type text on computers that have a [Wiew Text DynamicButtons Dynamic
touchscreen, but no keyboard. " Double Size crka B
Ackual Size Chrl+1
. . Half Size Chrl+2 F
Select Use On-Screen Keyboard in the View menu o
R 1w Fit To Window Chrl+3 |
to turn this feature on. Other. .(30%)

v Snap To Grid
Send To Bact:

Shiow 3

Use On-5creen Keyboard

Tile:

Working with Head-Tracking Device Users

Head-tracking input devices allow users to manipulate the cursor on the computer screen by simply moving their
head. Head-tracking devices behave like a mouse or trackball except the user is not in physical contact with the
computer. A timed dwell select access method and a special button action are provided to support this type of
user access.

Access Method

Since these devices emulate a standard mouse, you will use the Direct Touch access method. Typically, the
Automatically Activate Button After option (dwell selection) should be used with an appropriate dwell time.
The problem with using dwell selection is that it is always on, so the user has to make a conscious effort to keep
the pointer off of any buttons to avoid making unwanted selections. The Rest Toggle button action (Settings
tab) is provided to address this problem. By selecting a rest toggle button, the user can temporarily disable the
dwell selection for all buttons on the board except the rest toggle button. This allows the user to freely move his/
her head until ready to communicate, in which case he/she would dwell on the Rest Toggle button again to re-
enable the dwell selection.

Direct Touch Access x|

muffin doughnut grapefruit
Thiz access: method is designed for touch screen users and requires them to point to buttans by tauching the screen.

Choose how you wish to activate the touched button: o @

£~ Activate After Releasing Finger

& Automatically Activate Button After E Seconds
Click 0K, tose this access method, or click Cancel and choose a different method, Rest Toggle

oK. | / . H

\\ Add a button like this to toggle on and off
Most head tracking device users will use the dwell selection.
a dwell select as their selection option. Action: Rest Toggle (Settings tab)
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Appendix A
Keyboard Shortcuts

Most of the keyboard shortcuts and key modifiers listed below are also listed in the program’s various menus
next to their respective commands.

Draw Window
Ctrl+D

or ESC

Ctrl+ U

Ctrl + N
Ctrl+ O

Ctrl +S
Ctrl+P
Ctrl+ Q
Ctrl+Z

Ctrl+ A
Ctrl + X
Ctrl+C
Ctrl+V
Ctrl+ G

Ctrl+ R
Delete

Ctrl +1
Ctrl +2
Ctrl +3
Ctrl +4
Ctrl+F
Ctrl + F1
Ctrl + F2
Ctrl + F3
Ctrl + F4
Ctrl + F5
Ctrl + F7
Ctrl + —»
Ctrl + «
Ctrl + Fé6

Symbolate
Alt + typing
Esc

Enter the Design Mode

Enter the Use Mode
New board

Open a board

Save a board

Print a board

Quits the program

Undo (negates the results of
your last action)

Select all

Cut the selection

Copy the selection
Paste from the clipboard

Create a scanning group
around the selected buttons

Show rulers
Delete the selection

Actual size window view
Half size window view
Reduce to fit view

Double size window view
Open Symbol Finder
Select Pointer Tool

Select Button Sprayer Tool
Select Button Tool

Select Line Tool

Select Text Tool

Select Freeform Tool
Open next board in folder
Open previous board in folder
View the next open board

Don’t resymbolate the text
Open Symbolate Candidates
dialogue

With Text Selected

Ctrl + “+” Increase the font size
Ctrl + -~ Decrease the font size
Tab Select all Text

With Symbolate Text Selected

Ctrl + “+” Increase the symbol size
Ctrl + “-” Decrease the symbol size
Symbol Finder

Ctrl+T Display thumbnail view
Ctrl+L Select categories

- Next image in search

<« Previous image in search
Ctrl+ H Change Line 1 to “Hidden”
Ctrl +1 Change Line 1 to “English”
Ctrl+(2-9) Change Line 1 to

corresponding language
Ctrl + Shift +
Ctrl + C

Copy current symbol as a
bitmap instead of a metafile

Pasting Images

Ctrl + paste Size for a S5cm x Scm button
Shift + paste Use native resolution

Alt + paste Suppress the label

Shuffle Buttons

Ctrl + Shuffle Make sure every button

changes place

Swap Buttons

Alt + drag Swap buttons

Freeform Button Tool

Ctrl + click Set a vertex for a polygon
Shift + select Make the polygon regular
polygon in
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Alt+“” Insert an underscore instead
of a pseudo-space
“” Insert a space without

creating a new word-symbol
pair

Resizing Buttons
Ctrl + resize
Shift + resize
Ctrl + Alt

+ resize

Resize contents

Maintain the aspect ratio
Resize contents (excluding
text)

Corner Tool

Selection with Pointer Tool

Shift + click Select the button

(no items selected)

Shift + click Select/deselect additional
(items selected)  item/button

Shift + click Select all stacked items
(stacked item

selected)

Ctrl + drag Select and move button in

one step
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Appendix B
Button Actions

Button actions are listed by action category.

Basics

Speak Message

Type Message

Play Recorded Message
Change Board

Change Board Back
Text Preview

Spoken Preview
Recorded Preview
Clear Message Display
Picture Button
Message

Type Message

Say Message

Say Selection

Delete

Remove Last Message
Clear Message Display
Select All

Cut

Copy

Paste

Print Message
Capitalise Next

Caps On

Caps Off

Picture Button

Picture Speech
Picture Sound

Expand Abbreviation
Board Change

Change Board

Change Board Forward
Change Board Back
Return to Last Board
Set Bookmark

Return To Bookmark

Text & Cursor

Move Up

Move Down

Scroll Up

Scroll Down

Move Left Char
Move Left Word
Move Left Sentence
Move Left Return
Move Begin

Move Right Char
Move Right Word
Move Right Sentence
Move Right Return
Move End

Select Left Char
Select Left Word
Select Left Sentence
Select Left Return
Select Left Begin
Select Right Char
Select Right Word
Select Right Sentence
Select Right Return
Select Right End
Retract Left Char
Retract Left Word
Retract Left Sentence
Retract Left Return
Retract Right Char
Retract Right Word
Retract Right Sentence
Retract Right Return

Settings

Normal Volume Up
Normal Volume Down
Preview Volume Up
Preview Volume Down
Use Loud Settings

Use Soft Settings

Use Voice 1

Use Voice 2

Use Voice 3

Use Voice 4

Quit

Shutdown

Access Method

Design Mode

Rest Toggle

Word Prediction Toggle
Typing Shortcut Setting
Reset Stopwatch
Variables

Speak Message

Type Message

Play Recorded Message
Assign Variable

Assign Variable From
Display

Adjust Variable

Speak Variable

Type Variable

If

Else if

Otherwise

End if

Variable To Quick Text

Quick Actions

Quick Text

Quick Speak

Display To Quick Text

Quick Text To Display

Variable To Quick Text

Quick Picture

Copy To Quick Picture

Quick Record

Set Quick Record

Quick Day

Quick Date

Quick Time

Speak Day/Date/Time/
Prediction

Type Day/Date/Time

Cool Stuff

Launch Application
Play Movie
Random

End Random

Pause Speech
Cancel Speech

Set Button Picture
Set Button Label
Set Button Properties
Delay

Activate Macro
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Appendix C

Exporting and Importing Board Packages

A user may want to transfer a collection of Boardmaker boards to someone from one computer to another. In
previous versions, there was no easy and efficient way to share your boards with others.

Now individual boards or an entire folder of boards can be “packaged” into a single compressed file that can be

transferred easily. Once transferred, a package must be imported before the boards are ready for use.

Exporting a Board Package

From the File menu, select Export. Select
either the Individual Boards to a Package or
the Folder of Boards to a Package option.

Hew Board Crl+h
open... ctri+o
Close

Save Crl+s

Save As..

Save As Template. .,

Hest CH4RA
Presious Chrl+La

File Edit Yiew Text DynamicButtons Dynamic Boards Help

B=Foee

Mo B B

mpart... »
Prink. Chrl+P
Print Preview

Print Setup. .. {Board Size/Ruler/rid/Gaps)
Print Board on Single Page..
Print: For BM Activity Pad,..

Application Language...

Current Board to a Version 5,3 Board, .,
Folder of Boards ko a Version 5.3 Folder...

Individual Boards b

Folder of Boards to a Package... k

IndividuslBeards b & Dynayos Packaae, .

Action List...

Recent Boards »

Exit Chrl+g

Select a board, multiple individual boards or a folder of boards to be packaged as appropriate for the

export option you selected.

Click on the Open or OK button when finished.

Select Board(s) to Export

= & oF E-

21

Look in; I |3 My Boards j

Browse for Folder x|
Select Folder in which to Import Folder "Bear Story":
{5 Desktop d

(]
Desktop

My Documents

Selecting individua
boards to package.

I

My Computer

T

File: name:

I"PnpU p-Stary bm2" "BearR eview bm2"' “Popll j

Files of type: IEM_SDP Files [*.bm2] j

Open

Cancel |
g

Tip: Multiple boards can be selected by holding down the Control (Ctrl) key on your keyboard

while clicking on the individual boards.

My Docurnents
{2) Boardamker Activity Pad

i

{) Paul's Boards

i) My Boards 5.3
Select a l/ g
folder to M Vil |_>|j
package.

Cancel

Note: Any multimedia files (i.e. sounds, videos) associated with the selected boards will
automatically be included in the board package.
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Select a location and enter a name for the 2l
packaged board. By default, the program will e IR 4 race
attempt to save board packages in your My

Select a location

Boards folder.
and name for the
Click on the Save button. board package.
3 The board package can now be emailed,
transferred to a memory stick, transferred over
a network, archived as a backup, etc. Fierane:  [oea R El Soie
Save as lype: [Board Package ["2bp) =l Cancel Il

Board Packages I\ _
. ___ Bear Review.zbp
will have a .zbp ZEF File
file extension. 12 KB
Importlng a Board PaCkage Fle Edit View Text DynamicButtons Dynamic Boards Help
e Board 1l R
T o V|E=|EO
A compressed board package must be Ceee e
imported before the boards it contains can be e et
Mext ChrHRA
used‘ Previous CerbeLA
In the File menu, select Board Package in the T R
Import Submenu Print Setup,.. (Board SizefRuler Grid/ Gaps) ! Mac Boards...
. Print Board on Single Page...

Prink For BM ictivity Pad..,

Application Language. .,

Recert Boards »

Note: Board packages can only be imported

Exit Crhg
by version 6 and higher of the
program.
Select the package file then click on the Open 20
Losk i [ 3 Deskton z «®meE-

button.

Note: Board Packages have a .zbp file
extension.

File name; [Bear Story Boards =l Open

Files of type: Bomd Package [ 2bp] ~ Cancel

™ Open as rzad-only

4
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Select the location where the imported boards
will be saved. The default location will be the
My Boards folder, but another location can
easily be selected.

Click on the OK button when finished.

Select Open in the File menu to open the
imported boards from the board package.

Note: If you attempt to import a board or a
folder that has the same name as a
board or a folder which already exists
in the same location, you will be
asked if you want to overwrite that
board or folder.

Select Folder in which to Import Folder "Bear Story'™:

1

[£-{5) Deskkop ;I
,‘f Favaorites

1) Local Settings

- My Documents J
~{7) Boardamker Activity Pad

Ligh ds

-{5) Paul's Boards
i) My Boards 5.3

j [y Music

My Pictures

e Miders hd
| »

Ok i I Cancel |
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Appendix D
Exporting Boards to Version 5.3

Due to the addition of exciting new features in Version 6, the file format of the saved boards has changed.
Although this makes Version 6 boards incompatible with Version 5 of the program, there is a way to share
boards created in Version 6 with Version 5.3 users. If you want to open a board or boards created in the Version
6 in Version 5.3, you will first have to “export” them using the appropriate Export option in the File menu.

Note: Version 6 of the program can directly open version 5 boards without needing to use the export/import
options. Whenever possible, the program will attempt to save boards in the version 5.3 format to maintain
backward compatibility.

When you select Export from the File menu, TR Bk Vow Text Dynanicuttons Dynenk Bosrs_Heb

Boardmaker allows you to export a single board or a o « ||H=E|Ol&la)]

folder of boards. B avs LA B BT
v et

The Current Board to a Version 5.3 Board... o S

option will export only the current board you have i —

- Folder of Boards to a Version 5.3 Folder...
open. Brint... chritp
Print Presviews Individual Boards to a Package...
Frint Setup, . (Board SizsjRuler/GridjGaps) Folder of Boards to a Package. .
Print Board on Single Page...

Note: If you have not yet saved the board, you PO or B Aty P T
1 will be prompted to give your board a name okt
) Recent Boards »
and a place to save it. e e

The Folder of Boards to a Version 5.3 Folder...
option will allow you to choose a folder of boards to
export. It will create a folder with the same name as
the target folder with “5.3” appended to it.

Note: The new folder will be placed in the same
folder as the target folder.
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The board or folder of boards can then be transferred to a computer with the Version 5.3 Boardmaker
on it and be opened directly through the Open a Saved Board or Add-On function.

The symbolate but-
ton is converted to a
standard button with
multiple symbols.
The free-
form but-
tonis | s TN e LTI A e 7
B | —
tabP i =g converted }%i>ﬁb/.__'_"A-}
Find the dog that s a square into a \ | Find the dog that s in a square |

standard
square
% @ button. %
) is converted into a stan-
Basic Boardmaker dard solid border.

The dashed button border
board before export.

Board after export
with alterations.

Caution:If the exported boards contain features that are not supported in Version 5, the export
function will warn you about the incompatibilities. If you choose to proceed with the
export process, the incompatible features will either be stripped out or replaced with
reasonable alternatives.

Boardmaker features not supported in version 5.3:

* Dashed lines *  Freeform buttons (replaced with rectangles)

* Symbolate buttons *  Background image anchors

Boardmaker Plus and SDP features not supported in version 5.3:

*  Movable buttons * Advanced variables (embedded, numeric, system)
*  Open board actions * Advanced conditional statements
*  Macros * Nested, not selectable, hidden buttons, and button names

Button Actions not supported in version 5.3:

» Change Board Back Set Button Properties * Adjust Variable

* Change Board Forward ¢ Reset Stopwatch *  Set Button Picture
*  Quick Record *  Quick Type * Read with Highlighting
* Set Button Label e Quick Picture * Activate a Macro
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Appendix E

Creating a Template Board

The blank template boards supplied with the program are set up in a fashion to prevent users from saving over
them. You can turn any board you create into a protected template board.

All Template boards are stored in the Templates
folder which can be found in the Boardmaker
with SD Pro folder (typically in C:\Program
Files).

Note: You can create your own subfolders in
the Templates folder to help organise
your templates.

|=:| Program Files
I

tl Boardmaker with SD Pro
1

tl Templates

Once you create a board that you want to keep
as a template, select Save as Template in the
File menu.

File Edit View Text DynamicButtons Dynamic Board:

Mew Board
Open...
Close
Save
Save As...

Mext & Ctrl+RA

Ctrl+N
Ctrl+0

Ctrl+5

Previous Ctrl+LA
Import... 3
Export... 3
Print... Ctrl+P
The Save As window will open. You can save
: 21
your board in the Templates folder or create S . .
Savein: [ Templates \ R e 5 s

your own subfolder. Enter a name for your new
template.

Click on the Save button. Your template will
now be automatically saved and designated as
”read only”.

When your template board is opened, it will
appear as an untitled board. This forces the user
to give the template board a new name every
time it is used, preserving the original.

| Activity Pad Templates
|EBM Calendars

|C2EM MJ Displays
JDBM Schedules

| s Interactive Templates

|CEM Communication Devices

| Interactive Sample Boards

|2 version & Tutorials

The Save as Template
function automatically
directs your template
boards here.

File name: vty Template Boardl

7|

=

Save

Cancel

Saveastype:  [EM_SDP Fies ("bm3) \\
A\

Give your template board a name
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Appendix F

Launching a Board at Computer Startup

Y our computer, at startup, can be set to automatically launch a specific the program board. This is especially
useful on a computer that is dedicated to providing communication for a set user.

Open the board you want the program to open on
startup. From the Dynamic Boards menu select

Startup Board.

Click on the Use Current Board button then click on
the OK button. Provided the board you select is a the
program board, the program will open the board in the

1 Use mode.

NOTE: You can change or remove the startup board
any time using the steps above.

Dynamic Boards  Help

v Design Ctrl+D
Use Ctrl+U

Access Method
Button Selection...
Voice...

Speaker Volume, ..
Keyboard Response. ..
Button Keys...
Highlight Buttons. ..

v Word Prediction...
Abbreviations...
Infrated Commands. ..

v Typing Shortcuts
Restricted Wse
Usage Counts...
Greeting...
Password...

Show

On the desktop, right-click on the the program shortcut and hold the mouse button down. Drag the
shortcut to Start > Programs > Startup then position the shortcut in the Startup submenu, then

release the right mouse button. In the context menu that appears, select Copy Here.

‘3 Internet
Mozl Frefox

J E-mail

2 ) Synergy

Vicrosoft Excel
@ Snaglt 7

@ Paint Shop Pro 7
ﬁ Directary Toolkit
i‘g Directory Opus

All rograms b

) My Documents
|__%) M Recent Documents
©) tyPictures

) My Music

:_.:j My Computer

IJ My Network Places

G» Control Panel

(@ SetFregram Access and
Defaults

(- g Printers and Faxes

) search
77 ..

@) tiebo and support

I SoftByte Labs

b Acrobat Assistant

) sufisoene ol adcberestersp| _ Copvhere ]
@ svneray O Borx Create ghnm(s) Here
) system Recovery &} Install Pending Fir Cancel

) Tools & Microsoft Office

&) webkx @ Quickeys Engine

I Windows Digital Media Enhancements
[ wise Solutions

@ wws 2000

[ Acrobat Distller 6.0

[} Adobe Acrabat 6.0 Standard
- Adobe Acrobat 7.0 Distiler
il Adobe Reader 7.0

Calendar 200X

@ Internet Explorer

Microsoft Excel

[ microsoft Fronteage
Microsoft PowerPoint
Microsoft Word

wd Msn

() Outlook Express

Log Off @ Turn OFf Compute & QuarkiPress 5.0

Remate Assistanr

@sen |5 BE S @ roxi...| ) roxi..| )s;nm | EF2r. | hac. | $set.. | e | 5Bcod.. | @ soa.. | @cem...| & sna.. | contralpanel >

vl

B picmdzz

¢ HP Laserlet 3100 Status
& Cisco Systems VPN Client
€ Logitech SetPoint

oa MNorton GoBack

/\No

3 Y our computer is now set to automatically launch the the program board you set with the program in

the Use mode.
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Index

A

Abbreviation expansion
Access methods 197
alternative 207

198, 208
198, 208

198, 209
198, 209, 210
198, 208

191, 195

Arrow Keys
Auto Scan
Direct Pointer
Direct Touch
Inverse Scan
scanning 208
Starting Pointer Position 209
Step Scan 198, 208
toggle 209
touchscreen users 209
Action categories 113,213
Basics 113,213
Board Change 113,213
Cool Stuff 113,213
Message 113,213
Message Files 113
Settings 113,213
Text & Cursor 113,213
Variables 113,213
Action Details 112
112,113
Aligning text 45

Action Menu

Alternative access methods 207
Alternative Symbol Name field 4, 31, 35
Alternative symbol names 35

Arrow Keys 198, 208
Assigned actions 112
adding 124

deleting 125
editing 124
rearranging 125

Audible cueing 145, 180
Auto Scan 198, 208
B

Background colour

board 21

button 21
Basic button actions 113, 213
Bitmap format 76, 85

Board change action category 113,213
Board Change Indicator 74

Board dimensions 14

Board Magnification Indicator 3

Board size 15

Board Workspace 3

Boardmaker’s Symbol Finder at a
Glance 4

Boards
assigning basic actions 111
background colour 21
creating a template 221
default storage 109
design considerations 106
filling with symbols 38
gap spacing 20
layout diagrams 107
linking 127
main 108
multi-page 16
multiple, working with 17
opening 6,211
organizing 109
orientation 14
page break lines 16
paper size 99
planning content of 107

PopUp 161

sample 5

separate folders for 109
setting default size 15, 99
setting the size 15, 99

storage 109

template 221

typing 192

viewing multiple (Tile) 17
Borders

3-D shadow 25

hidden 22

thickness 22
Button actions

basic 113

complete listing 213

variables 186
Button actions window 112
Button gap spacing 20
Button Sprayer Tool 3, 20
Button Tool 3
Buttons

assign actions 112

basic actions 113

design aspects 210

display control 192

edit assigned actions 124

link to other boards 127
139, 140
scanning group 201, 211

picture

selecting multiple 162
Use Button Text option 143
Word Prediction 193

Buttons (cells)
3-D shadows 25
adding additional symbol to
background colour 21
border colour 21
border thickness 22
clearing a group of 25

49,70, 71

clearing symbols and text from 25

combining symbols in 49, 70, 71

copy new symbol from 85
creating 19

creating a grid of 19
creating a square 19
dimensions 15

filling quickly 38

gap spacing 15

importing clip art and photos
placing a symbol on 34
replacing a symbol on 48
resizing 20

selectall 21

shape 23

Cc

Categories
adding a new symbol 87
Categories Button 4
selecting a search 37
Cells. See Buttons
113,129, 213
Changing text on multiple buttons
Clear 25

Change Board

83

Clear Symbols. See also categories

clearing 52
Clip art
importing 83
Clipboard button 4
Colour
board background 21
border colour 23
button background 21
changing colours in symbols
transparency 77,79
21,43,79, 80
3,21,23,43,79
Cool Stuff action category 213

Colour palette
Colour Tool

Copying symbols
automatic placement 34
manual placement 34
to a button 34
to the Symbol Finder 85
Corner Tool 3

81

45

225



Index

Create Popup Board 162

D

Default
board size 15
for Text Tool 44
print settings 15
Default board storage location 109
Design Board menu
Abbreviations 195
Access Method 198
Design mode 7
Show Scan Tools 202
Speaker Volume 180

Usemode 5,115

Voice 181
Design considerations 106
Design mode 5, 115
Direct Pointer 198, 209
Direct Touch 198, 209, 210

Display control buttons 192
Draw Window at a Glance 3
Drawing on symbols 78
limited drawing area 76
Dynamic Buttons menu

Action, see Making Boards Tutorial
manual

Create PopUp Board 162, 163

Message Display 134

Picture 140

Prediction 194

Preview Display 122
Dynamic Help 3

E
Edit
button’s assigned actions 124
Edit menu
Clear 25,52
Copy 85
Paste 85

Select All 21
Editing a symbol name 43
Enlarging the Symbol Finder window 39
75,79
change thickness of 79

Eraser Tool

F

File menu
Import 84
Print Board on Single Page 101
Print Preview 100
Print Setup 14, 16
Fill All Tool 75,77, 81
Fill Tool 75,77, 80

226

Flip Horizontal Tool 75, 82
Flip Vertical Tool 75, 82
Fonts

setting size on symbol 44
style 44
type 44

G
Gap spacing 20
Getting Started 105

Grid
Snap to Grid 19
spacing 19

Groups. See also scanning groups

H

Head tracking device users 210
design aspects 210
Help 3

Imported picture transparency 77

Importing
clipart 83,84
photos 83
pictures 83
Inverse Scan 198, 208
Invert Tool 75, 81
K

Keyboard (on-screen) 210

L

Languages
assigning symbol names 86
Lines 1 and 2 in symbols 36
Search Language 36
Launching a board at startup 223
3,24
Lines 1 and 2 Languages 36
Linking boards 127
building sequence 128
main board button link 129
previous board button link 130
topic branch 128

Line Tool

M
Magnification for Enlarged Window 39
Main board  ??-7, 105, 107, 108, 127,
129, 131
Mapping out the boards and links 107
Marquee/Lasso button 51

Maximise size of window 18, 39
Menu Bar 3
Message action category 113,213

Message Display 133
actions 137
adding 134
adding simple controls 136

changing the text and display
colours 134

changing the text size 134

Remove Last Message 136

settings 138

Type Message 135

Use Button Text 143

with pictures 139
Message Display settings 138

picture size 141

Uniform Line Spacing 142
Message Files action category 113
Modifying symbols

combining 51

drawing on 78

limited drawing area 76
Multiple boards 17
My Boards folder 6, 109

N
Names (symbol)

alternative 35

Naming a new symbol 86

o)

One-time symbol name change 35
On-Screen Keyboard 210
Open

board 211

new board 211

next board 211

previous board 211

saved board 6

Symbol Finder 211
Orientation of paper and boards 14

P

Page break lines 16
Paint Tool Palette 78
Paint Tools

75,79
Eraser 75,79
Fill 75, 80

Fill All 75, 81
Flip Horizontal
Flip Vertical
Invert 75, 81
75,78
Pointer 75, 78
Rotate 75, 82
Thickness 75, 80

Colour

75, 82
75, 82

Pencil
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Paint tools 75
Paint Tools Palette 75
Paper orientation 16
Paper size 16
Pencil Tool 77,78
setting the colour of 78
setting the line thickness of 78
Photos
importing 83
Picture Button 113, 139, 140
Picture Sound 113
Picture Speech 113, 140
suppress 141
Placement Cursor 34, 48, 49, 51
Placing a symbol in a button 34
Play
movie 179
recorded message 113, 117
Play Movie 179

Play Recorded Message 113,115,117,
213

Pointer Tool 3
PopUp boards 161
creating 162
using with a Message Display 164
Prediction buttons 191, 194, 195
adding 194
Preview Display 122
Previous/Next Arrows 4, 32, 33, 38
Print Board on Single Page 101
Print Preview 100
Print Setup 14, 16
Printer considerations 98
Printer Setup 14
Printing 183
checking the print layout 99
default settings 15
on single page 183
preparing boards for 98
Print Preview 100
setting the board size 14
setting the orientation 14
setting the printer paper size 14
Pronunciation 182

R

Random action 178
RealSpeak 181
Recorded message 117
Recorded Preview 113, 120, 213
Reduce To Fit view 16, 99
Replace button 48
Replacing a symbol on a button 48
Repositioning

symbols 50

text fields 42
Resizing
a board’s window 18
buttons 20
text 44
Restoring window size 18, 39
Return to Last Board 128, 213
Rotate Tool 75, 82
Ruler 19
units of measure 19

S
Sample boards 5—7
explore 5
Scan Next Tool 205
Scan Pause Tool 206
Scan tools
Scan Next Tool 202, 205
Scan Pause Tool 202, 206
Sequence Tool 203, 204
Scanning 208
access methods 198
default sequence 200
feedback sounds 180
groups
Scanning groups
Scroll Bars 3
Search Language 36
Search options 32
anywhere 32
beginning of word 32
whole word 32
Searching for symbols
individually 32
using categories 33
using thumbnails 33
see On-Screen Keyboard 210
Select All 21
Select Categories button 37
Selecting
b&w or colour libraries 40
portion of a symbol 51
search category 37
Send To Back 50
Sequence Tool 203
Setting
board size 14
font, style, and size 44
paper size 14
Shadow 25
Shadow Tool 3
Snap To Grid 19
Sound
separation 180
volume 180

Speak
button 114

Speak Message 113, 114, 147, 213

Speaker Volume 180

Spoken Preview 113,119, 147, 213

Standard Tool Palette 19
Button Sprayer Tool 20
Button Tool 19
Line Tool 24
Pointer Tool 43
Shadow Tool 25
Text Tool 43

Starting Pointer Position 209

Starting pointer position 209

Starting the program 6
in the Use mode 6

Step Scan 198, 208

Switches 199

Symbol Finder
adding a symbol to 83
alternative name field 35
ata glance 4
category search 37
enlarging the window 39
importing a picture to 83
language settings 36
line 1 and 2 languages 36
Previous/Next Arrows 32
Search Language 36
search options 32
selecting b&w or colour symbols
Selection Marquee/Lasso 4
Settings Button 4
thumbnail view 38
window 3

Symbol Finder Tool 39

Symbol Name Search option 32
anywhere 32
beginning of word 32
whole word 32

Symbol Names button 4

Symbol transparency 77

Symbols. See also categories
adding to a button 49, 70, 71
alternative names 35
assigning categories 87
changing colours in 81
clearing a group of 25
colour changes 81
combining 49, 70, 71

40

conversion to bitmap format 76, 85

copying new to Symbol Finder
creatingnew 49, 70, 71, 85
deleting parts of 51
drawingon 78

85

227



Index

editing name 43

erasing a portion of 79

filling selected portions of 80

flipping 82

inverting black & white 81

metafiles 76

modifying 75

naming new 86

placement in button 34

replacing on a button 48

repositioning in button 50

resizing 50

rotating 82

selecting 78

selecting a portion of 51

selecting multiple 85

transparency colour 77
Synonyms for symbol names 35

T

Technical support 2
Template boards 221
creating 221
premade 221
Use Button Text 144
Text
adding to symbol 43
alignment 45
alternative symbol names 35
changing on multiple buttons 45
changing the colour 43
editing a symbol name 43
font size 44
font style 44
one-time symbol name change 35
repositioning 78
Text & Cursor action category 113, 213

Text Preview 88, 91, 92, 93, 95, 113,
122,123, 147, 213

Text Tool 3,41

adding text with 42

editing symbol name with 43
Thicknes 78
Thickness Tool 3,22, 75,78, 79
Thumbnails 38

Thumbnails Button 4

using to search for symbols 33
Tile view 17
Title Bar 3
Tools

Button 19

Button Tool 20

Colour Tool 21, 23,43,75,78

Corner Tool 23

Eraser 75
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Fill  75,77,79, 80

Fill Al 75,77,79, 81

Flip Horizontal 75, 82

Flip Veritcal 82

Invert 75, 81

Line 24

Pencil 75,77

Pointer 75, 78

Rotate 75, 82

Symbol Finder 85

Thickness 22, 75
Topic board 162
Touchscreen users 209
Transparency Colour 77

Type Message 113, 133, 135, 137,
147,213

Typing boards 192

U

Use All Standard Categories button 37
Use Button Text 143
actions that can Use Button Text 147
creating template board with 144
Usemode 5,115

\'
Variables 185
actions listing 213
View menu
Reduce To Fit 16
Send To Back 50
Snap To Grid 19
Tile 17
Voices 181
pronunciation 182
selecting and changing 181
switching from a button 181
volume 180
Volume 180

W

Window

maximising 18

resizing 18

viewing multiple 17
Word Prediction 193

adding 194
Word pronunciation 182
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