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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).

creating printed symbol-based communication and educational materials.
Boardmaker is a drawing program combined with a graphics database featuring
more than 4,500 Picture Communication Symbols (PCS). Boardmaker is the
backbone of the BSF because its complete set of features is part of both BM Plus
and BM with SDP.

Boardmaker is the premiere software among clinicians, SLPs, and educators for

Boardmaker Plus! allows you to bring the static BM activities to life and make your
BM+ 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.

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.

m Boardmaker with Speaking Dynamically Pro is for power users and high-level AAC

This manual is divided into two parts. The first part focuses on the features provided within Boardmaker and
the use of these 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 in specific sections
within a chapter as necessary.

In Program Help
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
e-mail: support@mayer-johnson.com

Answers to frequently-asked questions will appear under the Support link at the top of the Mayer-Johnson
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:

Mayer-Johnson
Phone: (800) 588-4548 or (858) 550-0084
Hours: 8:00 - 4:00 Pacific Time
Fax: (858) 550-0449

To assist us in quickly answering your questions, please be ready to provide computer and system
information, as well as the application 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

®\ ® Boardmaker with SDP - [Untitled 1]

=1k
@/ A File Edit View Text DynamicButtons DynamicBoards Help _|ﬁl|1]
1o x|

1 P |
ha [ Ea =l

PPy paer

e EEE

5524 [x=16.375 y=5.500

(3) symbol Finder Tool (Ctrl + F)
Makes the Symbol Finder window visible
@ 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 Tool

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

Color Tool

Displays a color palette to set the color of
buttons, text, graphics, and backgrounds

SEONONONONOIOIONONONS

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
(4) Minimize, Maximize & 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

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

@ Symbol Names Button
Adds an alternate name or category to a symbol
Alternate Symbol Name Field
Replaces a symbol name with a new name
@ Alternate Symbol Names List
Displays a list of alternate names to select
@ Symbol FinderSettings 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@ @

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 choose File > Open (Ctrl + O).

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

Open Options screen 2%
ckin: [ 1) Tempiates = +~®ckE

Open a
Template

|23 Activity Pad Templates

ays
JC)BM Schedules

Navigate to the
desired template.

File name: |

Lef Le
\iE
&

Fies of type [em sDP bm2)
I~ Open as read-only

Click here to access
all template boards.

Interactive Templates (not included with Boardmaker) I@ SDP

Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro come with over 600 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 adulthood. 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-click the BSF Interactive Sample
Boards icon on your desktop. This will launch
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
review the alternate steps below.

el

BSF Interactive Not included with
Sample Boards Boardmaker

OR

Opening the Main Sample Board from within
the Program

Launch the program by double-clicking on the
appropriate icon on your desktop or select the
program within the Start menu (Start > All
Programs > Mayer-Johnson).

@ (X

Edj: Ful):
Boardmaker Boardmaker
Plus! with S0 Pra

Click the Open a Template button.

Open a
Template

% Ahuays showtis Open Optons Disog

The Select a Board dialog will display the
contents of the Templates folder.

Double-click the Interactive Sample Boards
folder.

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” folders as well.

Select a Board_—. 2lx|
Look n: [ 5 Templates | «@®EckE-
ﬁ | Activity Pad Templates

|Z50EM Calendars
|C2)BM Communication Devices

|Z5)EM M1 Displays
F‘E |E28M Schedules
|5 Interactive Sample Boards

\interactive Templates

My Documert

o
My Computer
= Fie name: I = Open

-
(PO Fics o type: [61 SOP bm2) |
Places ™ Open s read-only
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Double-click the Main board.bm2 to open it.
This board gives you access to over 600 sample

boards.

= e ®mckE

Lok in |E:| nteractive Sample Boards

I3 2 symbeol training.mm
JC)4 symbol training.mm
I3 About me - darifiers.mm
| Art Timemm
|Chbeginning ch.mm
JCBID - Gym.mm

|C breakfast.mm

|2 bubbles primary.mm

|5 cirdletime date.mm

3 drink branching.mm
|Ceat & drink branching, mm
|3 eat branching.mm
|CFat Cat page 1.mm

[Z)Fat Cat page 2.mm
[ChFst Cat page 3.mm
[Z)Fat Cat page 4.mm
[ChFst Cat page 5.mm
[Z)Fat Cat page 6.mm
[Chfeature index.mm
(E)Games.mm
[Citsy Bitsy Spider.mm
(23 Journal Main.mm
[EILE - 183 Story.mm
Dunch.mm
([E)McDonalds.mm
+HMain

ks

[ 1 Merivhen~past
[ 1 Me~iihenpresent
B 1 Meriherenpast
[ 1 Me~itinere~present
B 1 vouniihen~past
)1 vounihen~present
1 vourihere~past
)1 vouniihere~preser
[ 2 symbol training
[E14 symbol training

B about e

[ about me - darifiers
[ about me - family

TR -
Fie name: [-tain = 15
Flescityps:  [BMSDP (b2 i =
I™ Open s readaniy
¥

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

Choose Dynamic Boards > Use or press Ctrl + U. Click the buttons to explore different sample
boards. The “Main” button in the bottom left corner of each board will bring you back to the main

board.

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

Dynamic Boards Help

w Design Ctrl+D

5 A Method 3
Button Selection.
Vaoice...

Srazlar Walima

You must put the program in
the Use mode to use the
interactive sample boards.

Boardmaker Software Family
Version 6 Sample Boards

S e
Vv ]
v
Communication Schedules
s Languege Ltera & Behavioral Functional
Participation auag < Sequences Supports Skills
23
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Working with AdaptedLearning.com

The AdaptedLearning website is a powerful resource from Mayer-Johnson that allows users of the
Boardmaker Software Family (BSF) of products to share adapted learning materials with other users.
AdaptedLearning.com offers a variety of content and implementation resources, provided through
downloadable files, news, and information. Membership is free.

To get started, in the Help menu, select Visit the AdaptedLearning Sharing Site, and follow the onscreen
instructions to register. Once you have registered, you can search for boards in any topic area, upload the
boards you have created and access them from any computer with an Internet connection, share your boards
with other users, and start or join a group of colleagues with whom you can share resources. Adapted
Learning also offers advice, tips, and training.

Following are brief instructions for searching for files, downloading files, and uploading your files to
AdaptedLearning. Refer to the Support area of the AdaptedLearning website, which offers detailed help and
step-by-step instructions to access all of the features available on the website.

Searching for Files on AdaptedLearning

A Find what you need search box is available on most of the pages of the AdaptedLearning website. You
can perform a simple or advanced search of all of the BSF files available to share on the website.

After you find a file on Adapted Learning, you cannot use that file in your BSF program until you download

it to your computer. You can either immediately download the file to your computer, or you can copy it to
your My Files page and download it later.

# Find what you need. Share what you have. home support contact

home my files my Messages my friends my groups my favorites my settings search results discuss news & views

School Curriculum Early Education

In the Find what you need search box, type in a
keyword, or keywords, to help identify the type
of file for which you are searching.

Life Skills Social Skills

NOTE: If you want to further define your search,
use the drop-down lists in the search box
to select a category and grade level for
your search.
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When you have selected all of your search
options, click Search. The files that meet your
search criteria will be listed in a new Search
Results pane.

To find detailed information on any file listed in
the Search Results pane, click on the file’s title to
highlight it, then click Open File in the command
bar at the top of the Search Results pane.

Search Results
ve As A Favorite

You can select multiple items in yoy/folder by holding down the ctrl key, and clicking on the TITLES of
Thumbnail Title Boards  Cost

Click on the title to
get file information.

Downloads  Posted|

L5

Iam upset because and you can help me by book 1 Free 32 10-21

Glad Monster, Sad Monster emotions questions: 1 Free 35 11-23]

If you decide you want to save a copy of the file
to your My Files page on AdaptedLearning, click
the Copy to My Files button.

NOTE: You will only be able to use interactive
files if you are using Boardmaker Plus or
Boardmaker with Speaking Dynamically
Pro. If you are using Boardmaker, you
may want to select only “Print” files to
save and download.

If you decide you want to download the file
immediately, click on Download the File. The
Save As dialog will open. Navigate to the folder
on your computer where you want to save the file
and click Save.

OTIONS QUESTIONS

" cLose

File Information

Author: robinlesht Edit File Info
Experience: Beginner

Number Of Boards: 1
Description: Read the book, then fill out this work sheet. Depending on level, you could have
pictures cut out to paste on, you could have them copying, efc. efc. | had BM pictures pre-cut fc
them to use (i.e. for things that make them happy they could choose from a field of 2-5 picture
depending on the child) .There are two identical, two-page work sheets here.

Uploaded: 11/22/2008

Opens With Version: 5

Interactive: Print

Type: bm2

Grade Level: PreK-K , K-2

Category/Sub Category: Life Skills / Social Skills , Communication / Other , Therapy Tools /
Other

Groups: [Mot Associated With Any)
Tags: Sociallemotional/book activity
Public: Yes

# of Downloads: 36

Size: 1.58 MB

Average Rating: Not Yet Rated
Your Rating: Not Rated

Click here to
download the
file.

» Send link to a friend

» Send to the auth .
»Ri;or?:i?sglzgor?rzpmm sharing CIICk here tO

» Add a comment .

» Add fils rating copy the file to
Download The File / your My Files
page.
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Uploading your Files to AdaptedLearning

The files you upload to the AdaptedLearning website will be available on your My Files page for you to
access from any computer with an Internet connection, and, if you wish, you can share your files with other

members of AdaptedLearning.

Click the Share what you have button at the top
of any page on the AdaptedLearning website. The
Upload File screen will open.

Click the Upload button. The Upload File screen
will open.

Click here to
upload files. The
Upload File
screen will open.

(@) Share what you have
“—/ Click here to upload files!

UPLOAD FILE

Basic Information

“Required files are marked wi

sk
File* Grade Level:* (check all that apply)

O prek-k
Tille* [  |ATilels Required! Oz
O35
Oe-s
O 912
O Adult

Description:

[ Designed for Scanning

Langusge-

Categorization
School Curriculum Life Skills Therapy Tools Cognitive Skills
O Early Education O social Skills a g

Click the Upload button on the Upload File
screen.

Click the Browse button on the Upload File
dialog that appears and select the file you want to
upload.

2 NOTE: Refer to the Support area of the
AdaptedLearning website for instructions
for creating .zip and .zbp files.

Click Upload. When the file has uploaded, you
will be returned to the Upload File screen.

10

Upload File

1. Browwse onyour computer for the file you would like to upload,
2. Selact Upload to startthe file transfer.
The following file types are allowed...

.bm2 - This is a single hoard created with any of the Boardmaker software
products. Use this for uploading print activities that are on a single hoard

zip - This is a set af files combined int a single file. Use this for uploading a set
related print boards or all the boards and multimedia files for an on-screen activity.

zZbp - This is a package of boards and other files creatad with v6 0f one ofthe
Boardmaker products. Use this for uploading a set related print boards or all the
boards and multimedia files for an on-screen activiy.

Do NOT close the window while uploading a file. If you want to cancel the upload
click [Cancel] from the progress area below, and then close the window.

S——

{UploadFile.aspx
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Type in the title and a short description of the file
in the Basic Information area of the Upload File
screen. Choose the appropriate grade levels.

Check the applicable boxes in the Categorization
area, and type in keywords to describe the file to
other users.

3 Finally, designate to whom you want the file to be
available. Use the drop-down list to choose
whether the file will be available to all users, to a
group, or only to yourself.

11
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Basic Mouse Skills

As with any modern software program, it is important to be 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_t_lge_timg____1l ‘

and perform special functions. This is typically done with i D o~

the Pointer Tool. 5 % gz:fn;;ize
Right-clicking on most items will provide access to L :hnptate :
contextual (right-click) menus containing commands that | Zoom v
are specific to the item or items that are selected. The Restore Rroportion
contextual 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 contextual menus.

Double-click

Click twice, quickly, with the left mouse button to open
buttons and displays so that actions can be assigned or
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.)

12
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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
objects or items.

Shift-click

Click on the first item, hold the Shift key down, and then
click on the next item or items. You can use Shift-click 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: You can not select buttons and items at the same
time. They are mutually exclusive.

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

‘ Insects

Shift-click on items to add them to the
selection group.

13
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Chapter 1

Building a Board and Working with Its
Appearance

Chapter Overview [ [n4

SDP

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 color, shape, and size of the buttons on a board which helps to organize its content
and makes it easier for the user to understand.

The following topics will be covered:

»  Setting the Correct Paper and Board Size

*  Working with Multiple Boards

e Creating a Grid of Buttons

*  Changing the Board or Button Background Color

*  Changing the Appearance of the Buttons

* Drawing a Freeform Button

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

Use different sizes of
buttons and symbols.

| want N\

hamburger

Creating Multi-Page Boards
Resizing a Board’s Window
Adjusting the Button Gap Spacing
Applying Dashed Button Borders
Drawing a Line

Drawing a Polygonal Freeform Button

Organize the board using
colored button borders.

hot dog taco

sl=le

chips French fries jello
please ank yo water soda milk
-
'Y

Select from a variety
of button corners.

Organize the board using colored
button backgrounds.

17
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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.

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

button.
Print Setup (Board Size /Ruler/Grid/Gaps) ﬂ
— Image Import Setting
1 C.urrentp”n.terpa.ge & Inches © Centimeters  For Seresn
size and orientation @ For Printing
information. ml\ Masimum  FullScale
TE LEplay oz | width 10.347  Inches [=11]

| Use Printer Page I Height 824 Inches [=11]
Grid Size 0125 Inches 1
Gap width for Spraved Buttans 0125 | Inches . Click here to
0
Gap Height for Sprayed Buttons 0125 Inches far Change the paper

i . Size or orientation.
Tinter Setting ——
Printer: HP Deskjet 5900 Series Pint Setup... | Remember Printer

Orientation: Landscape width 10,347 Inches Orientation
far Mew Boards
Faper Size: Letter Height 824  Inches

— Printer Image Quality

& Stamdard - Best Performance Cancel |
" High - Better Quality Text
" Use Printer Resolution 600 Dots Per Inch ok, |

18
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2|

Make sure the I\

correct printer
is chosen. |

Wwhere:  USBOOT

Type: HF Deskjet 5300 Series

Froperties... |

Orientation

' Landscape

Comment:
2 FPaper
iz th -
Choose the L eter =
sSize Of paper Source: I Autarnatically Select j
that you will be
Using. Metwark. .. |

=1

Cancel |

Select the print
orientation for

/I your board.

Make sure the paper size you will be using is selected, then set the print orientation for your board.

Click OK when finished.

19
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20

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
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.

/

x|

~Board Seting:
Board & Fiuler Units
Board S

——

Uss Display Sizs Width

4 UsePlinter Page | Height

awimum

KL Inches €0

Image Import Setting
 For Sereen
& For Printing
© Ful Seale

824 Inches €0

Grid Sizs
Giap Width for Sprayed Buttons
Giap Height for Sprayed Bulions

0125 | Inches

012 Inch Remenmber
nenes Board Settings

0125 | Inches for e Boards

- Printer Setting
Fiint Setup. )
Phinter HP Dieskiet 5300 eries Remember Frinter
Orientation: Landscape Width 10.347 Inches Orientation
for Hew Boards
Faper Size: Letter Helght 824  Inches
(- Ptinter Image Quai
& Standard - Best Performance Cancel
© High - Better Quality Text
 Use Frinter Riesalution 00 DotsPerInch

Click here to use

the current board

size setting on all
’I new boards.

J Click here to use
the current printer
page orientation

on all new boards.

Typically, you will click 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 OK 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.
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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 /R

Board Setting

Board & Ruler Units & Inches © Centimeters

ard Size -
Enter the M I axirnuirn
desired Uz Lizplay Size KL |25 Inches 60

board size. Use Printer Page | Height |21 Inches 0

1 | GiidSize 0125 | Inches

Choose File > Print Setup (Board Size/Ruler/Grip/Gaps). Check the current printer settings for
the proper paper size and orientation. If not correct, click 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 OK when finished.

21
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® Boardmaker with SDP - [Untitled 1] =IOl x|
E3 File Edit Wiew Text DynamicEButtons DynamicEBoards Help _15] x|

= The different
pieces of paper
E are marked by

3 green dashed
page break lines.

[28% [k=0.125 y=2.625 i

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

Most printers have a minimum necessary margin and cannot print 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.
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Working with Multiple Boards

=1olx] ®-Boardmaker with SDP - Untitled 2 =l
€ Fie Edt Text Dynanic Butons D vis Heb =lsx| EE T )
ENERENNEE EEEEE ‘ S =EININE BRI
OO ARNTINTION <RIV - NTINUION  UATONON i i § I

O TR AT T A M A

4% 0000 y=0.000 Y

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
maximized and will fill the screen as shown. smaller windows cascaded on the screen.

View Options

view Text Dynamic Butbons —Dynamic ® Boardmaker with SDP - Untitled 1 i
! 1 Fle Edt Vew Text DynamicButtons DynamicBoards Help
Double S.IZE Chrl+4 C) @ =\ AlCE=Eokla
Actual Size Chrl+1 o ST
Half Size Chrl+2 Ll B L
. v Fit To Window Chrl+3

Other...(76%)

v Snap To Grid
Send To Back

Shiow 3
Use On-5Screen Keyboard

Tile: Wertical t!

Cascade

v 1 Untitled 1
2 Untitled 2
3 Untitled 3
4 Untitled 4

Selecting View > Tile 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.

23
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By default, a board’s window is set to the Fit To
Window view so the entire board can be seen.

Different view sizes are available in the View menu
and are useful especially when editing a symbol.

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.

|'-.-'iew Text Dwnamic Butbons  Dyvnami
Double Size Chrl+4

Half Size [ ! Chel4+2

v Fit To Window Chel4+3
Other. .. (6%

Resizing a Board’s Window

Manually
By moving the pointer over any edge of the window,

the pointer will become a double arrow. Click and
drag the edge of the window to a new position.

The board is shown
maximized.

ALlE = slolala
L e P B T

S

apple orange

@

| want

banana

grapes

Click the Maximize button in the upper right corner
of a board’s window to expand it to fill the
workspace as shown above.

24

orange

&

w #

Drag to resize
a window.

The board is shown
restored to its =10l x|
smaller size. =19Ux]

\ Restore Down

Click the Restore button in the upper right corner of
a maximized board’s window to restore it to its
reduced size as shown above.
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Creating a Grid of Buttons

First, you must create the initial button for your ﬂ
grid. N
. = GIn |0 =N A L= EDOR|
Select the Button Tool in the Standard toolbar. E ] L I—“l“ ASBSIEoie)q)
Tip: Change the orientation of the Standard ]
1 toolbar b}{ dragging the l?ar next to the f_@ Standard Tool Palette
IS};?]?:;I Flfnt(}ller T(Eol ;0 either the top or o (Vertical and horizontal
cit side ot the screen. = orientations)
ﬁ
O
&
1B
Move the crosshair into the blank workspace.
File Edit Yiew Text Dynamic Buttons Dynamic Boards Help
Tip: Noting the initial position of the red J \@; L [ @ S5\ | A |A©|H|E| I8
indicators in the rulers will help you T L R e
create a button of a specific size. ‘*\ Red position

Note: The rulers can be set to display inches
or centimeters. The units of measure
can be set by choosing File > Print
Setup (Board Size/Ruler/Grid/Gaps).

=3 |

/ indicators
: +

:

i

Click and drag diagonally to create a button. ® Boardmaker with SDP - [Untitled 1]
Release the mouse button When the new button File Edit Yiew Text Dynamic Buttons Dynamic Boards Help
is the correct size. ==IDNW-\ | A©| ﬂ| B

=)
P LT

.|.|.|.|.|.|.|..... .|4.

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

=3 |

Note: The cursor moves in 1/8 inch (0.3 cm)
increments on an invisible grid. You
can change the grid spacing by
selecting File > Print Setup (Board 3
Size/Ruler/Grid/Gaps) or unchecking
the View > Snap to Grid.

p

il

25
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26

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 the edge or corner to change the
button’s size as necessary.

Note: A dashed line indicates that a button is
selected.

———————————————————

Use the double
arrow to change
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.

= \JA :
o0 \ | |1@ | ﬂ| -
I
Button Sprayer Tool - Chrl4F2

Position 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. For more
information, refer to “Adjusting the
Button Gap Spacing” on page 27.

® Boardmaker with SDP - [Untitled 1]

File Edit Wiew Text Dynamic Buttons Dynamic Boards Help

SIESRNPNS - B

L[E f P P

.|.|.|.|1.|.|.| |.|.|.|3.|.|.|. W W
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While all the buttons are still selected*, click ————
and drag any button tO reposition the Whole grld Fle Edit Wiew Text Dynamic Buttons Dynamic Boards Help

@DD
Bl

L

Flo&lal
E . B

in the center of the page. J R OJLgEE N A|A©|ﬂ|£
\\||1|\ |‘4\\||5\\\

*If the buttons become deselected, choose -
Edit > Select All (Ctrl + A). = ]

Tip: If you create a board layout you would =

like to use as a template for future E — 3
7 boards, please refer to Appendix E - ' ‘
Creating a Template Board.

il
;

il

2

il

Adjusting the Button Gap Spacing

The Button Sprayer Tool is used to create a grid of buttons. By default, the horizontal and vertical gaps
between buttons are set to 1/8 inch (0.125). This spacing can be adjusted as needed.

Choose File > Print Setup (Board Size/Ruler/Grid/Gaps).

Print Setup (Board Size/Ruler/Grid/Gaps) x|
— Board Settings Image Impart Setting
Board & Ruler Units % |nches " Centimeters " For Screen
Board Size . ' For Prirting
bd aximnum  Full Seale
Use Display Size I fidth I Inches £0
LIz Printer Page I Height IB Inches £0
Grid Size [0725 Inches Gaps for Sprayed Buttons
Gap "Width for Sprayed Buttons IIJ.'I25 Ihg Enter the desired gap
Gap Height for Sprayed Buttons 0125 Inches Spacing here. |4
I~
— Printer Settings L‘@
Printer HP Cler | azenlet 2R000 Fili SR | ‘ Fermember Printar |

Enter the desired gap spacing and click OK.
Note: You must make your changes to the gap spacing before using the Button Sprayer Tool.
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Changing the Board or Button Background Color

R =

X
Click on the board’s background Select the Color Tool. Click on the desired color in the
or select a button or group of Color Palette.

buttons.

Changing the Button Border Thickness

==|Iz|C
| e | E—
]
Select a button or group of Select the Thickness Tool. Click the desired button border
buttons. thickness.

28



‘ Boardmaker Software Family v6 User’'s Guide

Invisible Button Borders

The dashed line in the Thickness Tool represents an “invisible” border. When selected, the buttons will
appear with a light-gray 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 Properties > Dashed Border. (Refer to the Applying Dashed
Button Borders section.)

Selecting the Solid border Invisible border Dashed border
invisible border. (Will not print.)

Changing the Button Border Color

Click Border to change the

| A©| ﬂ| E | [ button border color.
| EAnl

,,,,,,,,,,, ) | | Al
Select a button or group of Select the Color Tool. Click on Border, then select the
buttons. desired button border color.

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

29
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Changing the Button Shape

Sliidinl 1
|, e
: aa
Corner Toal
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.

Drawing a Line

L

6

== NNE "=

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

30
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Applying Dashed Button Borders

Cut Buttons
Copy Buttons
Clear Buttons  »

Make Invisible

Select a button or group of ot seliable

The dashed borders are great for
buttons.

, ] cutting activities and worksheets.
Right-click a button and select

Dashed Borders in the
Properties submenu. Uncheck
this 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).

Applying 3-D Button Shadows

I

mCNS [

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 Color Tool can be used to change the look of the button
shadows.
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Clearing a Group of Buttons

Iwant cereal

R | <l

oatmeal scrambled eggs

&
=

Select a button or group of

Edit View Text Dynamic Butbons

Unda Move Buthons

Chrl+Z

Cut
Copy
Paste
Delete

Chrl+
Chrl+C
Chrl+y
Delete

Select Al
Select Group

Chrl+-4

Sywap Butkons
Shuffle Buttons

Edit Board Actions
Edit Macros

Choose Edit > Clear or right-

buttons. click on one of the buttons and
select Clear Buttons > Face.

I want

QJP

The symbols and text are
removed from the buttons.

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 cannot have
shadowed borders and its corners cannot be rounded.
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Select the Freeform Button Tool.

Ofiles

A A

Freanrm Button Tool - Chrl+F7 I_

On the board background, click and hold the
mouse button down. Drag the mouse around
to draw the freeform button.

-j& Boardmaker with SDP - [Untitled 1]

F\\E Edit Wiew Text DynamicButtons Dynamic Boards

A |A©

Click and drag to
draw a freeform
button.

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.

®. Boardmaker with SDP - [Untitled 1]

@Fne Edit Wiew Text Dynamic Buttons Dynamic Boards

LY(=Te:=

L

A\,Ag
L

Release the mouse
button to close the
button with a
straight line.
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Drawing a Polygonal Freeform Button

The Freeform Button Tool can also be used
to draw polygons. @

N A A

FreeFu:urm Button Tool - Chrl+F7 I_

Select the Freeform Button Tool.

Press and hold the Control (Ctrl) key, click to Y R Mo
set the starting point for the button and move
the mouse to drag out the first side of the
polygon. Click to set that side.

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 Dynamic Buttons  Dynamic Boards

of the polygon to be. &I eF==INPNES
|‘|.‘1.\‘|‘\.‘2‘|‘|. .

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

To finish your polygonal freeform button,
double-click tO Specify the pOSition Ofthe @ File Edit Yiew Text Dynamic Buttons  Dynamic Boards

final corner (or you can just release the Ctrl ‘l Release the Ctrl key

key). The program will automatically close and the application
the polygon. - will automatically

close the button.
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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
straight sides.

Select the Freeform Button Tool.

O|t3les\ | A4

~——|Freefortn Button Tool - Chrl4F7 [

Press and hold the Ctrl key, then click and
drag to define the first side of the polygon.

® Boardmaker with SDP - [Untitled 1]
[ File Edit View Text DynamicButtons Dynamic Boards

A

I

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

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

Now, while continuing to hold the mouse
button down, release the Ctrl key. Move the
mouse around to draw a freeform side.

9 Boardmaker with SDP - [Untitled 1]
}| File Edit Wiew Text DynamicButtons DynamicBoal

Hold down the
mouse button
and release the
Ctrl key to draw a
freeform side.

To draw a straight side again, press and hold
the Ctrl key and release the mouse button.
Click to set the next corner.

Alternate between holding down the Ctrl key
and the mouse button to switch between
drawing straight or freeform sides.

®. Boardmaker with SDP - [Untitled 1]
FME Edit Wiew Text DynamicButtons Dynamic Boa :’O/d dOWn thg Ctrl
ey again an
o [
Nj=c ‘ ~ V release the mouse
L. .
button to define
another straight
side.
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To finish your freeform button, simply release

the mouse button and the Ctrl key. The Blrie =t vew Tt omemcains omences | RE/GASE the Ctrl
application will automatically close the K ‘©|§33|\ AJ/‘ key or the mouse
| IR AT _ button to close

1 .
polygon 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 applicationprogram therefore provides a way to convert any freeform button to a regular
polygon by using the Corner Tool.

T
ANV
<>
[ ]
Select a freeform button. O <:> 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 having the
same length).
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Chapter 2
Working with the Symbol Finder

Chapter Overview [ v+ B3

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 *  Searching for Symbols Using Categories

* Copying a Symbol to a Button * Copying a Symbol to Another Program

* Adding a Symbol to the Symbol Finder * Making a One-Time Symbol Name Change
*  Using the Alternate Symbol Names Menu »  Setting the Symbol Finder Font Size

* Adding or Editing a Symbol’s Alternate Names *  Selecting a Search Category

*  Using Different Languages with the Symbols »  Assigning Categories to a Symbol

*  Working with a Category Search * Enlarging the Symbol Finder Window

*  Creating Your Own Symbol Category » Selecting the Black & White Color Libraries

*  Selecting the Display Option for Symbol
Names

rou can e ciferet | JT=TE
languages or display
two at once. The text — happy i___| EEll| |

can also be hidden . happy
or positioned below feliz

the symbol. <::| | a/13 |:>

J Enter alternate
’—l symbol names.

/l /l
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 Symbol Finder Tool to open the Symbol Finder. Click 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.

Symbol Finder

for here

1 v

1o x|

.

/\

her

Gl

=

=15 B 5

|f|:|r here

A

i___l |_<—_?_—>_ j Search Options

|her
i___l
_*:?:*_I

——— Search Text Field

Beginning of Word
Search text: “her”
Matches: “here,” “her,

o

come here”

Anywhere
Search text: “her”
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

for here

Previous Arrow

v

|ﬂ:|rhere

Y Pl

l Next Arrow

\l Indicates the current

symbol number and
total number of
matching symbols.

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 selected region.

SI=

ﬁ;ﬁ' ==
Iher
&

SIS Alternate Symbol

= ﬁ _____ | Names field
_l. —| ~| Name of the selected

fior here thumbnail.

A

Thumbnail
}4 Button

T

@
M| X

Click 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.

5|7l

You can use the Previous/Next Arrows or the arrow keys on your keyboard to step through the
thumbnail screens. Click 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
Alternate Symbol Names field.

Tip: Right-click on a thumbnail to paste it into the currently selected 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 that 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 Working with a Category Search section.
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Copying a Symbol to a Button

Automatic Placement

=10l x]

The Symbol Finder will select the first empty button like - =
on the board. ik

<1 EE o>

Pressing the Enter key will automatically place the
current symbol on the selected button.

Once the symbol is placed, the next empty button

will become selected. |
Note: If there are no empty buttons, the Symbol
Finder will place the symbol on the board /\
background. / \
Selected Button
................................ (0] =~
Manual Placement

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

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

Note: The next empty button that follows the
button you just clicked on will become |
selected for automatic placement.

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.

Placement Cursor

Click and drag to
i create a marquee

: ; box
T

40



‘ Boardmaker Software Family v6 User’'s Guide

Copying a Symbol to Another Program

You can copy symbols from a Boardmaker program and paste them into other programs as needed.

Locate the symbol you want, then choose Edit > Copy, or press Ctrl+C.

d—'_'Startl J S a0 = J {2} Boardmaker Plus - Untit... “ 1/ untitled -I Paint |,

2 Assuming you have already launched the program that will receive the symbol, select that program
from the Windows taskbar.

Tip: If you minimize the Boardmaker program window, you might be able to see the window of
your other program in the background. You could then switch between the programs by
clicking on their respective windows.

Paste the symbol into your other program. Please refer to that program’s manual if you are not sure how
to paste a picture from the clipboard.

When you are ready to copy another picture, click on the Boardmaker program’s button on the
Windows taskbar or the program window to return to the Boardmaker program.

Adding a Symbol to the Symbol Finder

You can create your own library of symbols by adding symbols, graphics, or photos to the Symbol Finder.
Please refer to Chapter 8 - Adding New Symbols or Photos to the Symbol Finder.
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Using the Alternate Symbol Names Menu

=IE
happy P | IR |

|happy

IRz

m Al ml El Click here to show
® any alternate symbol
|halﬂmf names.
happy =
Eiﬂte t Alternate names for
Ok the current symbol.
fgood

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

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

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

Making a One-Time Symbol Name Change

Y j=TE
Smiley Sam  |ae=d =2 =

|happy —— : Original search text

Gl o

|Smi|e~_.r Sam|

B2

~ Aternate Symbol
Names field

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

Note: Changing the text using the Alternate Symbol Names field is a one-time change and will not affect
the original symbol name.
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Adding or Editing a Symbol’s Alternate Names

If you are continually typing in an alternate name
for a specific symbol, you should add that alternate

name to the symbol for future use.

1 Click on the Change Symbol Names button.

person 49

Names button

Change Symbol

Select which language
will receive the new

symbol name.

Name(s) defined
for the current
symbol in the

selected language. |\=

Click here to add
the symbol name.

Type the new
name here.

Current symbol’s library name

MJ Symbols\People3

Azzign Mames and Categories to Thig Spmbol e >

Mame:

First, Choose a Language

rIEninsh (US) j

person 49 -~

N
o

N Add aName
Bobby

Remove Selected Mame

Categorie:

Search Language
(English Us)

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

©

Faste |
Impat... |

Faces/Heads

Azzign Categories

Cancel |

0K |

Type a new alternate symbol name, then click on the Add Name button. The new name appears in the
list of defined names. Once a name is added, you can search for a symbol using that name.

To remove a name from the list, select the name then click on the Remove Selected Name button.

Note: You cannot remove the first name listed for a symbol (the default name) that belongs to a PCS
symbol library or any PCS addendum library you purchase.

Tip:

You can add a name for the symbol in another language by selecting the desired language in
the drop-down menu, then adding the new symbol name.
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Setting the Symbol Finder Font Size

When placing a symbol from the Symbol Finder on a button, the Symbol Finder will scale the symbol to fit
the button, but the font size of the text will remain the same regardless of the button’s size. This allows you
to use consistently sized text throughout your board.

You can set the font size for the Symbol Finder to match your needs.

| 14-point font size |

i

The same font \\ happy

size is used
regardless of

button size. I\
happy
Change Symbol Finder
Settings button
1 Click on the Symbol Finder Settings button. \.r )
Symbol Finder Settings ﬂ
Line 1 Lanhguage English (US) vl Line 1 Size 18 'l
Line 2 Language Hidden ~| Line 2 Size g
Search Language English (US) i 110
Magnification for Enlarged ‘Window 200 L. & Language| :Ili |
' Use Color Symbals ' Labelz on top 123
" Use Black & ‘White Symbols " Labelz on battom 24
Mo labels %g
| 48 I
2 Cancel |: o

Select the desired font size in the Line 1 Size drop-down menu. (If you are displaying two different
language lines, set the Line 2 Size as well.)

Click on the OK button when finished.

Note: If you get partway through placing symbols on a board and discover that you should have used
a different font size, you can change the font size for a group of selected buttons later. Please
refer to the Changing the Text Settings on Multiple Buttons section in Chapter 3- Working
With Button Text.
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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 ¢ = ;IEIEII
. P |
Line 2 Language: English feliz ===
7/ happy =
feliz
happy
Symbol Finder
Settings Button
gl Click the Symbol Finder Settings button. \? )
Symbol Finder Settings x|
Line 1 Language ISpaniSh j Line 1 Size 4 -
Line 2 Language IEninsh (LUs) j Line 2 Size 14 =
Search Language English (US) -
W agnification far Enlarged ‘window p Language Settings... |

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

Click 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 above; an English speaker can
make a board for a Spanish speaker).

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

~=1ol x|
I | el
|—
<::|| 1 /3800

Symbol Finder

aclults

Select Categories button
Click here to select a category

/I to search or view.

¥ Hody Parts

¥ Communication Aids
¥ Health Problems

¥ Sexuality

[¥ Other Health

— Sacial

¥ Comm. Clarifiers
¥ Greetingsiifrap-ups
¥ Other Social

¥ Games

¥ Sports

W SwimmingiBeach
¥ Hokey Pokey

¥ Siman Says

Select Categories to Use
; —Food — Leisure —Schoal
¥ Animals i i i
¥ Computer ¥ BakingiSeasoning ¥ Music v Alphabet
¥ Containers ¥ Breakfast W RhymesiSonos W Mumbers
¥ Money ¥ Canned Foods ¥ ShowsiMovies/Plays v Colors
[v Office W Condiments [+ shopping ¥ Classes
¥ Sentence Builders ¥ Dairy ¥ PartyiDance ¥ AnsiCratts
¥ Transpartation ¥ Drinks v TV ¥ HistoryCurrent
4
v ‘\Weather ¥ Fruits ¥ Tays v Math
¥ Sign Language ¥ FastFood ¥ Cther Leisure ¥ Physical Education
W Grains/Breads W Readingiriting
- Calendar ¥ LunchiDinner ¥ Science
% Time — People
¥ Meats v : v Warkshop
[¥ Days ofthe \Week ¥ Snacks |; Eamny}H d ¥ Other Schoal
¥ Months ¥ Sweets/Dessens Fe Ontupations. —
¥ SpecialiHolidays v Vegetables 5 Stcocnuf%ahle?rgscters —Religian
= : ] o
z e PR | BT
¥ Halloween v lslam
_"ILC"'"’ ; _Fl'l_aces ) W Other Religians
~ Descriptive I; g:gfhnégg I; \?VUD';TSHUHIN ¥ Religion {misc)
I Descriptive W Cookingikitchen W Restaurants ~Werbs
I Feelings ¥ Gardeningfhature I# States % All Verbs
¥ Grooming ¥ CtherPlaces i A
_Healt_h [# Other Home v Comman Actions
v Ajds — Sports/Games

Use &l Standard Categaories

Clear all Standard Categories

Cancel |

Show My Categories

I1ze All Standard Categaries

Checks all category fields

Show My Cateqaories

Shows/selects any user categories

Clear &ll Standard Categories

Cancel

Cancels any
selection changes

Unchecks all category fields

Closes the Categories

window

Click Clear All Standard Categories to uncheck all category selections.

Check any category or categories you want to search or browse. Click OK 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.

— Fond

Selected search category

I~ Snacks

[T SweetsiDesserts
[~ wegetables

™ Foods {misc)

If the search field is

A\

blank, you can step
through all symbols in
a selected category.

the matching

symbols.

Steps through

®)

[z

Current symbol
number

Number of
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.

Boardmaker with SDP - [Untitled 1]

) Fle Edt view Test Dynamic Buttons Dynamic Boards  Help

=
=

symbol Fin

&\l O

==
e B

Il
Ll

AlLd=
[l ‘4‘ Lo |5\

e

] &l ]
;

Bl

“alcirh

o | |

=) Patied

French toast fried egg

ZRGIE
A\

Click on the
| thumbnail of the

| symbol you want.

Arrows

Previous/Next

The search field must
be blank to view all
symbols in a selected
category.

Displays the name
of the selected
symbol thumbnail.
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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 fills the buttons with “breakfast” symbols in the order they appear within
that category. Use the Right Arrow key to skip unwanted symbol(s).

Symbol 8 of 25 Symbol 9 of 25 Symbol 10 of 25

[svmbotrinder T ool rinder ) W s bl inder TR
French toast |2==d == S fried egg [ e = granolabar |

[ (I [

Gares GareE G s

el oW ) el oW ) el oW )

IFrenchtoast B Ifried eqg Igranola har B

3 Pl S 3 Pl S 3 Pl S

Press the Enter key —Jp Fress the Enter key e Press the Enter key

French toast French toast fried egg

Method 2 - Right-click a thumbnail and automatic placement

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

Each symbol in the library is assigned to at least one of the standard categories. You can change a symbol’s
categorization if necessary.

bagel

Assigned Categories
Breakfast
Breads/Grains

orange juice

bagel

Assigned Categories
Breakfast

Drinks

ments.

Symbol Names button.

Click here to edit the
current symbol’s name
or category assign-

Locate a symbol whose category assignment(s) you want to change, then click on the Change
Symbol Names button.

MJ Symbols\Food1

Azzign Mames and Categories to Thig Spmbol e >
Mame: Categorie:
| First, Choose a Language Search Language
[English (Us) - (English {us)
bagel -~ Categories are alwaps displayed
uzing the Search Language
which can be changed in the
Language Settings Dialog.
Breakfast
Fast Food —
2 Grains/Breads
| Snacks
| Add a Mame I
Remove Selected Mame

Cancel |

/ Current symbol
— 1

Paste | - _
mport.. || | ;‘ Assigned Categories

J Assign Categories button

"% Click here to edit assigned
Azzign Categories "

categories.

Click on the Assign C

ategories button.
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x|
[ animals —Food — Leizure — School
[~ Computer [~ Baking/Seasaoning [ Music [~ Alphabet
[~ Containers lv Breakfast [ Rhymes/3ongs [ Numbers
[~ Money [ Canned Foods [ Shows/MoviesiPlays [ Colors
[~ Office [ Condiments [ Shopping [ Classes
[~ Sentence Builders [ Dairy [ Party/Dance [ Ars/Crafts
[ Transportation [ Drinks [ TV [ History/Current
[~ Weather [ Fruits [ Toys [ Math
[~ Sign Language lv FastFood Other Leisure [ Physical Education
v Grains/Breads Reading/\Writing
- Calendar ¥, Lunchi/Dinner —People [~ Science
[ Time -{@Ieats  Famil Waorkshop
Days ofthe Week v Snacks = Y [~ Other School
[~ Months [~ Sweets/Desserts W iasiseais
[ Special/Holidays [~ Vegetables = gtccu%ar:mnsl.j  Religion
[~ Christmas [~ Foods (misc) =R [ Christian
[ Easter Qther People [ Mewish
Halloween [ Islam
- Home ) - Place ) [~ Other Religions
e | glﬁﬁhﬂégg | ‘%%I;TSHUHITY Religion (misc)
I” Descriptive [~ Cooking/Kitchen [~ Restaurants —Verbs
I” Feelings [~ Gardening/Nature [ States ™ AllVerbs
e [ Grooming Other Places ™ Common Actions
el Other Home -
[ Aids — Sports/Games
[~ Body Parts . [~ Games Clear All Standard Categories
[~ Communication Aids e [~ Sports
F I;ealthl_;roblems F Comm. Clarifiers [~ Swimming/Beach
exuali Greetings/\Wrap-ups [ Hokey Pokey i
I” Other Health [~ Other Social [~ Simen Says Show My Categories
Cancel | ’TI

Add or edit any of the category assignments as necessary for the symbol. In this example, the
“bagel” symbol is being added to the “Lunch/Dinner” category.

Click on the OK button when finished.

MJ Symbols\Food1 =

Azzign Mames and Categories to Thig Spmbol e >
Mame: Categorie:
First, Choose a Language Search Language
[English (Us) - (English {us)
bagel -~ Categories are alwaps displayed
uzing the Search Language
which can be changed in the Paste |
Language Settings Dialog.
Impat... |
Breakfast
Fast Food
Grains/Breads
| Lunch/Dinner
Snacks
Add a Mame |
Fiemove Selected Mame Azzign Categories

Cancel |

“Bagel” is now a part of the “Lunch/Dinner” category.

Click on the OK button when finished.
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Creating Your Own Symbol Category

You can create up to 28 custom user categories. Creating your own symbol categories allows you to search/
view groups of symbols you use frequently.

In the Symbol Finder, locate a symbol that
will be included in your new category.

cow

Change
Symbol
Names
button

For example, “cow” will be a part of the new
1 “farm animals” category.

Click on the Change Symbol Names button.

Click on the Assign Categories button. 13 Symbolsamse1 =

Assign Names and Categories to This Symbal =~ >

...... ategori

First, Choose  Languags

Search Language
English (US English (US)

) -
cow - Categories are always displayed
using the Search Language
which can be changed in the Faste
Language Settings Dialog.
ot
2 nimals

Add 5 Name

Femovs Selected Name Assign Categories

Cancel aK

|

[rson Cotegories osymbo =
¥ Anirmals i rlat
I Computer [ BakingiSeasoning I Music I Alphabet
[ Containers [~ Breakfast [~ Rhymes/Songs I~ Humkers
- Canned Foods ShowsfoviesiPlays I Colors
I Office [ Condiments [ Shopping I Classes
[ Sentence Builders " Dairy [ FaryiDance I ArsiCratts
I~ Transporiation [ Drinks Cv I HistonyiCurrent
C I Fruits r Wath
[ Sign Language [ FastFood Other Leisure I Physical Education
rCa [ LunchiDinner 4 I~ science
[ Time [ Meats ~ Famil I Wiorkshop
I Days ofthe Week Snacks = FMSV,HEEHS I~ Other Schoal
I Months [ SweelsiDesserts el
[ SpecialiHolidays [ Veoetables L St‘”%ah‘”"g‘ i
[ Christmas ™ Foods (mist) (= Story Characters [~ Christian
 Eacter Other Peaple Fhear
Halloween I islam
I Other Religions
Cleaning Community I Religion (mist)
World

Descriptive I Clothes
I Descriptive i
I” Feelings [~ GardeningiNature States I AllVerhs
I Graorming Other Places I~ Commen Actions

- Games Clear All Standard Categori
Communication Aids B Sports

Health Problems IC Comm. Clarifiers Swimming/Beach 7 I
Sexualty I Grestingstirap-ups Hokey Pokey C /

B G lick here to show/edit

the user categories.

Other Home

Aids
Body Parts

Click on Show My Categories.
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52

r— My Categornies
[~ Lser Categary 1
[~ User Category 2
[~ User Categary 3
[~ User Categary 4
[~ User Categary 5
[~ User Category &
[~ User Categary 7

[~ Urlock Categan Mames

To enter a category name, check the Unlock Category Names box.
You can then type a category name in the correct field.

My Categories
I | Farm Animals|

I | User Category 2
r Lser Category 3
I~ [User categary 4
r | User Category §

¥ Unlock Categary Mames

s
My Categori

¥ [Farrm Animals ™ [User Categary 15
I~ [user category 2 I [user Category 16
™ [User Category 3 " [User Category 17
| User Category 4 r User Categary 18
I [User Category 5 " [User Category 18
I~ [User Category 6 ™ [User Categary 20
I~ [user category 7 I [user Categary 21
I~ [User Categary 8 ™ [User Categary 22
I~ [user category 8 I [user Category 23
I~ [User Categary 10 I~ [User Categary 24
| User Categary 11 r User Categary 25
™ [User Category 12 " [User Category 26
| User Category 13 r User Categary 27
I~ [user categary 14 I [user Category 28

0 Symbols belong ta this catsgory E,ea, Al My s

Show Standard Categories

Cancel [¥ Unlock Category Mamess

[+ Unlock Categary Mames

Clear &ll My Categaries

Click to edit category names

Unchecks all user categories

Show My Categories | Show Standard Categories

Show custom categories Show standard categories

e |

Cancels all selection

changes

Returns to the symbol/
name category window

Check the Unlock Category Names box so the names can be edited.

In an available user category, type a name for your new category. In this case, “Farm Animals.”

Check the new “Farm Animals” category to assign the current symbol to that category.

Click on the OK button when finished.
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M1 Symbols'Nouns4_1 |

Azszign Mames and Categories to Thiz Symbal

Mame:
| First, Choose a Language

Search Language
IEninSh s) j (English Ls)
C Oy -

Categories are always displayed
uzing the Search Language

which can be changed in the Paste |
Language Settings Dialog.

Categorie:

Impat... |
nirmals
5 Farr Anirmals
Add a Mame |

Remove Selected Mame

Azzign Categories

Cancel |

.

The current symbol is now a part of the new “Farm Animals” category. Click on the OK button.

chicken pig horse

Symbols that could be assigned to the new “Farm Animals” category
Locate and assign each appropriate symbol to your new category.
Note: Plan your user categories carefully. There are only 28 user categories. Assigning symbols to a new

category is time consuming. If you use all 28 categories and then have to change an existing user

category, you will have to remove the unwanted category from all the symbols that were assigned to it
before you change its name and start adding the new category to the correct symbols.
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Enlarging the Symbol Finder Window

® Boardmaker with SDP - [Untitled 1] Symbol Finder

K3 Fle Edt wiew Text DynamicButtons Dynamic Boards Help —_—

[EIN === NN B EY happy ‘ =101 x|
OO L T O Do - IO TN - O T {—‘?_—:- _____ |

. - -

k N2T G Maximize

E button

b |

! /l

T Symbol Finder

g Settings button

a1

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

To enlarge the Symbol Finder, click the Maximize button. The Maximize 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 popup.

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.

M agnific-atic 200

]
i o e [English (US ] Line1siee I
Select the display I\ _ nglsh (US) e
. Line 2 Language Hidden | Line 2 Size 14 =
option for the : =
English (US) -
symbol names. ’\ 4

& Language Settings... |

" Use Color Symbals

' se Black & ‘White Symbols

Mo labels

Coee_|

To change the symbol names display option, click the Symbol Finder Settings 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.

54



‘ Boardmaker Software Family v6 User’'s Guide

Selecting the Black & White Color Libraries

You can choose to use either the color or black & white symbols on your boards (assuming both sets are
installed).

Symbol Finder Settings

x|
Line 1 Language IEninsh us) j Line 1 Size 19 -
Line 2 Language Hidden ~| LineZSize 14
Search Language English (US) =
feetligtungICh symbol tagnification for Enlarged YWindow Iﬁ % Language Settings... |

™ |ze Color Symbols

& |abelz on top

' |se Black & wWhite Symbals ¢~ Labels an battam

© Nolabel:

Cores_|

To switch symbol sets, click on the Symbol Finder Settings button, then select the desired option.

Symbol thumbnails will always appear in color, even if the Use Black & White Symbols option is selected.
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Chapter 3
Working with Button Text

Chapter Overview Bl | B

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 a Symbol Name with the Text Tool » Changing the Text Color
*  Setting the Font, Style, and Size »  Changing the Text Justification

*  Changing the Text Settings on Multiple Buttons

Create buttons or boards with only text.

Use the Text Tool to cats dogs
change a symbol’s name.
/ like
person 21 Betty o
You candy broccoli
like
We him her

You can change the font, size, style, and color of the text
on all selected buttons in one step.

/

person 21 Betty

€ 0

4

A\
A\Y

I can

rin

¥

Jump

'/’fﬁi—

walk

£

hop

Nt

S7
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Adding Text with the Text Tool

| | .
[ I
i)
[Text Tool - Chrl+FS| | | Wanﬂ
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

...........

M‘b i |
|Poinker Tool - Chri+F1 | A !

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

text block.
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Editing a Symbol Name with the Text Tool

e Bobby
A £

|‘1‘}
[Teset Tool - Chrl4+FS]|

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 to
stop editing text.

Changing the Text Color

Bobp CER=]0

Color Taal

Select the text field using the Text Select the Color Tool. Click the desired color in the
Tool or Pointer Tool. Color Palette.

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

Tip: Use the eyedropper to set a custom color for the text by clicking on any color on the board. For
more information, refer to Color Tool in Chapter 7.
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Setting the Font, Style, and Size

Select the text to be
changed using the Text
Tool or Pointer Tool.

Text [wnaric Bukko
Font. ..

| Justify 3

a
10 i
12
v 14
16

;i-FI

24
30
36
72
Other...[60)

The font size can be set within
the Text menu.

[E— 21
Font: Font style: Size:
Jial |Fregular 18 oK.
PAI L]
‘il Black = [italic 16 Ciec) |
Avrial Marrow EBold

() Book Antiqua
() Bookman 0ld Style
() Century Gothic

Bold Italic 20
22
24

B |

) Comic Sans MS hd x =
— Effect: — Sample
[~ Stikeout
[T Underline | AaBbeZZ
Calar:
lm Seript:
IWestern x|

Select Text > Font to change the settings for
the Text Tool or a selected text field.

Note: You can change the default font, style, and size used by the Text Tool by first double-clicking on
the Text Tool, then selecting Text > Font and making the desired changes.

Tip: You can quickly increase or decrease the font size by one point by using keyboard shortcuts. "+"
will increase the size, and "-" will decrease the size.
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Changing the Text Justification

Text Dynamic Buttons Dynamct —  pe—

 Font.., E 0.0 iennifer}

Bl Justify |_Martin |

10
1z
v 14
16
18
20
24

Select the text field using the Text  Choose Text > Justify, and then The text in this example is now
Tool or Pointer Tool. choose the alignment you want centered.

from the submenu. In this

example the Center option has

been chosen.

Tip: You can change the alignment of text with the Pointer Tool by right-clicking the text and choosing
the alignment option you want from the Justify submenu.

Changing the Text Settings on Multiple Buttons

H 3 E i i D'}."I'IEIITIiE Btk :""-"""""-""""": :"-"""""-""""""E
bi I little : | Text o : . [ . :
g Rk | Fort. | big i little :

O .mll ot gl Jm

12 | . |
v 14 E SLRECEEETEEEEEEEE T S GGEECEEETTEFECEEEEEEE
16

m—

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
behind 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 [ v+ B3

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 (Marquee/Lasso)
*  Clearing Symbols and Text from Selected
Buttons
Quickly replace a button’s Position multiple symbols on a
symbol and text. button to make a new symbol.
hamburger sandwich Big Meal Deal

e B

Quickly clear the contents
of any selected buttons.

| want cereal | want
oatmeal scrambled egg

L&
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Replacing a Symbol on a Button

Search for a new symbol in the Symbol
Finder =
’ cheeseburger |e=d 2
hamhburger Icheeseburged

1 Using the Placement Cursor, click the
button whose symbol will be replaced.

S Tha o

S

| Placement Cursor|

Click 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
o
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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 Alternate

Symbol Names field, then press the
Backspace or Delete key to remove the
symbol text. Remove the symbol label to

1 prevent adding an additional label to the
button.

Symbol Finder

Alternate Symbol Names Field

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

Using the Placement Cursor, click the button
that will receive the additional symbol or click

and drag out a marquee box that will
determine the size and position of the
2 additional symbol.

cheesehurger

Placement Cursor

Click the Add To button to confirm the
symbol addition.

Thiz button already has items on it

Do you want ta replace them with the current symbol or

add thiz symbol to the button?
Add To |

Fieplace |

Cancel |

The new symbol is added to the button on top

of the previous symbol.

4 Add another symbol or click on the Pointer
Tool to resize and reposition the symbol you

just added.
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Resizing and Repositioning a Symbol

Select the symbol to resize.

Note: If there are multiple symbols on top of
each other on the button, 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
arrow.

Double
arrows are
used to

| /I 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
proportions.

Tip: If the symbol gets distorted as a result of
resizing it, right-click 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

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

Selecting a Portion of a Symbol

-0l x]
1 I s —_—
strawberry shake P | K strawberry shake

; |strawbernr shake|

= @n 8= =
1 J\ strawberry shake B J\ ":

— MY

Wg
Select a rectangular Select a freeform region
region with the Marquee. with the Lasso.

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

Placing the Selection

=P |
cheeseburger strawberry shake = “&, @

o

Completed button
(after resizing and
positioning).

You can click with the Placement Cursor or press the Enter key to place the symbol on the next
blank 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.

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

QN ISD

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

68

Edit Wiew Text Dwnaric Butkons

| want

Undo Move Buttons — Chrl+2
Cut Chrl+x
Copy Chrl+C
Paste Chrl+y
Delete Delete
Seleck Al Chrl+a

Select Group

Swap Butbons
Shuffle Buttons

Edit Board Actions
Edit Macros

Swmbolate Properties

Choose Edit > Clear or right-
click on one of the buttons and
choose Clear Buttons > Face

new symbols.

from the contextual menu.

The cleared buttons are ready for
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Chapter 5
Working with Symbolate Buttons

Chapter Overview Bl | 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 cannot be moved around in symbolate buttons, but in
most other respects, symbolate buttons are similar to standard buttons. Their background color, border
thickness, corner setting, font size, style and color 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 subset 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 *  Making New Word-Symbol Pairs
Pairing

* Changing the Font and Symbol Size

» Changing the Default Word-Symbol Pairi
Anging the Detatlh Word-symbol Faling » Changing the Text for a Word-Symbol Pairing

* Changing the Text Position . )
»  Setting the Button’s Symbolate Properties

*  Changing the Font and Symbol Size
* Read with Highlighting Action

MJ News.com "%

Sunday, August 27, 2006

Headlines
oa  weather Symbolate
—~ & ® - @@wgoﬁ_ ® button

rrrrrrrr today sa Pluto

= A@»S

Entertainment planet. The eight plan:

AAAAAAA VA \ ’ .® '

Symbolate
buttons

@

ts

Neon Chief to play solarsystem  are  Mercury,  Venus, Earth,

e »

at the Casbah *. @ @ ‘ & .
% Mars, Jupiter, Saturn, Uranus and Neptune.

Saturday night.

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

70

Select the Symbolate Tool in the toolbar.

AlSH=|

=——symbolate Button Toal |

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

A new symbolate button will extend from the
location where you have clicked 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.

| Astronomers today said Fluto is not

| a planet. The eight planats in
! —_— T

| - e # @

| are Mercury,  Venus, |

Tip: To access symbols that are paired with multi-word phrases (like “solar system”) you must

[I3E]

type “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 color,
background color and shadow borders to a symbolate button.
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Editing Symbolate Text

Select the Symbolate Tool and click on the text you

want want to edit. The symbolate button will behave E : .
like a very simple text editor. *a *-_qh :@_ @
1 * * ~TA '
Tip: Right-click a symbolate button and choose Astronomers mc@;r sai
Symbolate Tool from the contextual menu
to edit the text. Use the Symbolate Tool

to edit symbolate text.

Once the text cursor is positioned, text can be ﬂ ------------------------------------

inserted and deleted as in any word processor. Move * * @
* H.- P

around within the text by repositioning the cursor or
Astronomers MId

by using the arrow keys.
You can not click and drag
to select multiple words.

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

The program will automatically re-symbolate the text

as it is changed. 9,

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

®

Click between two symbolate word-symbol pairsto

; 2]
insert new text. - R @
i * % ==t
4 Astronomers 1[ today

‘R e )

Astronomers the Universityi 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 Dialog

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

Symbolate Candidates dialog will appear.

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

Ssymbolate Candidates E

Label: Add New Syrbal
|saw

|
b ake Default |
|

n Remove Sprnbol

4 | | ﬂ Cancel |

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

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

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 the Make Default button.
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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 dialog.
Astronomers use telescopes.

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

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

Label Symbol
ErT— | There are no s |
LECT

candidate symbols
%‘ for this word yet. ]
— |
J J Caricel

Click 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 a symbol to

Search for the symbol that you would like to pair R X
with the word (shown in the Label field). e ;Zalr fo the wora.
i Astronomers use telescopes.
2 Click the OK button when you have located the ﬁ e E@
appropriate symbol. | stars ] ] [ padien Sl
* . % [EImE o |
* T (R —
» * stars 7] oK
K| ﬁL\J Camced |
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The “stars” symbol is now paired with the word
“astronomer.” Click the OK button. The newly
paired symbol will appear in the symbolate button.
This new word-symbol pairing will be remembered
by the program for future use.

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.

@:f

Astronomers| se telescopes.
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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 dialog.

Juplter i 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 the symbol B g
for the word-symbol pairing to be changed. This will @ A . 4@’

open the Symbolate Candidates dialog. e uge__panet_|

Symbo andid
Label Add New Symbal

T

Femave Symbol
a a

il 5 Cancel

Click the symbol you want to become the new g

default then click the Make Default button. @ A . 4@’

i Jupiter is huge planet. 3

Select the No Symbol entry in the candidate list to bolate Cand
prevent the application from displaying a symbol for ,“"7 [ fetbems |
the word. [ tovaa ]
° A ==
Click OK to save the changes. a a o
A 2] oo

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 dialog.

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

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

________________________________________________________

\ '( A * %
* %
to study stars.

Edit the label to only change the _EF

text for this word-symbol pair. il New Symbal

Fiemave Symbol

1 ﬂ Cancel

7
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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
application from attempting to re-symbolate the text.

& O

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 [ Gottom |
Autofit Border
Right-click on the Symbolate Properties ’
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 choosing
Edit > Symbolate Properties.
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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 (contextual menu). Each option yields a
slightly different result.

said Pluto is |

After entering the text, a gap is present |
between the text and the right border. ||
Adjust the right border to improve the
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.

.t @ VORI

\ ! W . - 1

: /4 bl #r . :

| ' i

i Astronomers  today said Pluto !

| . I Click and drag on the

— right or left border to

is not a planet resize the button.

................................ OR ----cccccccccccccccccamaeeaanmn=
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Autofit Border

Right-click the symbolate button and select Autofit Border from the contextual menu. 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.
B e ]
| * *_ N -~ Symbalate Toaol &
* * . - Cut Button . [ ]
» * , "~ Copy Button
: 1 Paste Look
i astronomers today said @A * lluto is
H Font Sizes 3
Font Style »
Font Colour 3
Font...
Symbal Size »
Text Position 3
not a planet Justify 4
''''''''''''''''''''''''''''''''''''''''''' AutoﬁtEorder T TTTTTTTTTTTTTTTTTTmmmmommmmsmsmsmomeeoes
Properties k »
Symbolate Properties
| : - :
B AF 3O gt
| + % oL g + @ |
- 1 1 1
Use the Autofit Border : : . ;
. . ¢ Astronomers  today said Pluto is
option to fit the border :
for a consistent margin. | ® . ,
| not a planet
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Changing the Font and Symbol Size

] . .
| Astronomers  today said that Pluto is
| A
.t N v, « %
| * _@_ [] ® E—
| * A A / *
1 ]
E Symbolate Tool
; not a planet. ot Bution
Copy Button
Faste Lok
Clear Button 3
:
Font Style 4 o
. 3 Font Colour 4 12
Right-click the Symbolate Font... v 14
button to adjust the font Csmoose» BER
set tings. Text Position b
Justify 4 24
Autofit Border 30
Properties 4 36
- | 72
Symbolate Properties Other...

As with any text, you can adjust the font size, color, style and justification in a symbolate button. All of these
settings are available in the contextual menu that can be opened by right-clicking the symbolate button. Many
of these options can also be found in the Text menu.
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Setting the Button’s Symbolate Properties

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

Note: A few of the more commonly used Symbolate Properties are available directly from the contextual
menu, however, this dialog contains all available properties of a symbolate button.

"Astronomers today  said that

| 1

M G

| A -

' Symbolate Tool Symbolate Properties x|
, a planet. Cut Button Text pasitior:

e

| Copy Bt O Set the justification.

| @’ psled Set the text L R /

| Clear Button » ition — ext on bottom

| _ 0SI . |

------------------------------ ronszes ‘ P Justify: IL ft 7 vi Specify a set
Font Style 3 stiry: = p y

Font Color 3 Symbol size.

Contextual Font... Sumbol size (inches): 075 =
menu Symbaol Size 3 -
Text Position L4 . . "
Justify N Line spacing: lm

Autofit Border \ \\

[~ Make all symbals the same width

Set the line
t"*'”'t":"iﬁ == / Uze My Default Settings | Spacing _
small, medium
Make all word-symbol
or large.
pairs the same width, Concel | /\ [ o | (]
|\

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 choosing
Edit > Symbolate Properties and modifying the default values. You can restore your default settings
to the factory default settings for symbolate buttons by by choosing Edit > Symbolate Properties
and clicking on the Restore Factory Default Settings button.
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Read with Highlighting Action [pu+| i

In Boardmaker Plus! and Boardmaker with Speaking Dynamically Pro, you can choose to read symbolate
buttons aloud. Each word-symbol pair will be highlighted as it is spoken.

Double-click the symbolate button and select the Read With Highlighting action in the Basics action category

in the dialog that appears. 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

Speak Message
Fiead "with Highlighting Thiz action speaks the text on the buttan while highlighting each word as it is
Type Message k 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 | QK. |

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

Chapter Overview [ v+ B3

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:

* Resizing Buttons and Graphics * Resizing Multiple Buttons

*  Swapping Button Content and Appearance »  Shuffling Buttons

e Anchoring Images and Symbols on the

Background
[ Shuffle the content of selected buttons. J Align groups
of items.

berries ki banana apple 400
apple banana ki berries
. Q . ” sea horse

Resize multiple buttons and their contents.

| dog
want hel
2 | want help
i Iﬂl
r fa, sea horse
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Resizing Buttons and Graphics

86

Resizing a 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.

[ want

The double arow
is for resizing.

Click and drag to resize the button.

Notice that the symbol and text don’t
resize with the button.

I'ivarl

Enlarging

v

Resizing the Symbol and Text

Use a similar procedure to resize the
symbol as necessary.

Select the text field, then select an
appropriate font size in the Text menu.

Use the pointer to reposition the text field
as necessary.

Tex Dynamic Butl
Font ..

ILP{E%EDII :“9" :
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Resizing Multiple Buttons

Multiple buttons on a board can be resized

| want | want |

together using the same methods as described g
for single buttons. g)? i g)? §

1 _ _ i i Select the buttons
Select the buttons to be resized (using the bt b {9 e resized.
Pointer Tool while holding down the Shift Iwant to talk to you
key or click on the background and drag out a "
marquee box that touches all the buttons). g

Press the Ctrl key. A red dashed border will — — - 3 —
appear around all the selected buttons. 5
While holding down the Ctrl key, click and g)? g)y

drag the red dashed border around the selected

buttons to resize them and all of their contents.

e e 1 want to talk to you
{ ) :‘ ( ) |

2 To resize the buttons, symbols and lines while
leaving the text the original size, hold down
both the Ctrl and Alt keys at the same time

you click and drag. Resized with the
Ctrl key held. The
Note: As with resizing single buttons, text resizes. Resized with the Ctrl
holding down the Shift key will force + Alt keys held. The

the buttons to be resized text does not resize.

proportionally.
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Swapping Button Content and Appearance

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

Fat Cat
%

Using the Pointer Tool, select the ~ Hold down the Alt key and click The buttons will exchange

ﬁrst button you want to swap. and drag the button on top of the pOSitiOHS. Each button will scale
button you want to swap it with. accordingly, but will maintain its
appearance.

Note: You can also swap buttons by choosing Edit > Swap Buttons. 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 color) 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-application Help Topics).

88



‘ Boardmaker Software Family v6 User’'s Guide

Shuffling Buttons

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

sand castle lifeguard beach chair beach umbrella Edit Yiew Text Dynamic Buttons beach towsl beach ball
o || Garfblindn Crlsz
ki Cuk Chrl4+ &
LT~ H L =
Copy Chrl+C
i sandals . ciey F sand beach bag
Delete Delete / )z I
Clear oy @
Select Al Chrl+a beach ombrella sand castle
Select Group
% ; :
Siwap Buttons = @
heaaa crab beach ball bathing suit —— Action;\\ fish starfish bathing suit beach chair
& D la > R Na
Symbolate Properties

Select all the buttons you want to  Choose Edit > Shuffle Buttons.  The contents of all selected
shuffle with the Pointer Tool. 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 the background image (or images) and choose
Anchor Picture on Background from the contextual menu.

® Boardmaker with SDP - [My Main]

Cut Image Edit View Text DynamicButtons DynamicBoards Help
Copy Image E| Q| Q p l(>| ﬁ |
Fli b 2 K] A i 1] 7 I g

Ip prostsalisidsdatisdniiisadides it disendi S la st e ;
Rotate 4
Zoar 3

Restore Proportion

Send To Back
Anchor Pickure on Background

Anchoring the image on

the board background :

prevents you from P g Al TR
accidentally selecting it. 7 b

58% x=5.250 y=4.000 3

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 [ v+ B3

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 color of a face, erase an unwanted portion of a symbol, and much more.

The following topics will be covered:

*  Paint Tools at a Glance * Important Paint Tools Information

* Transparency Color *  Pointer Tool

*  Pencil Tool »  Eraser Tool

*  Color Tool *  Thickness Tool

»  Fill Tool » Fill All Tool

e Invert Tool *  Flip Horizontal Tool and Flip Vertical Tool

¢ Rotate Tool

Change a symbol’s color Draw on the symbol.

| like that | like that happy
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Paint Tools at a Glance

Toolbar

]

OICICAOICROIOXO

Pointer Tool

Color Tool

Line Tool

Zoom In Tool
Zoom Out Tool

Flip Horizontal Tool
Pencil Tool

Flip Vertical Tool

@EEEEE @

OOOOOO®OG®O® WM G 0 03

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 vesorfo ]

To uze the Paint Toadls on this metafile picture, it must first be converted to a bitmap.
Thiz cannot be undone.
Do vou want to convert it?

_>

k W Show conversion warnings

L e | e

Note: 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 jagged.

When you first select a paint tool to use on a selected symbol, the dialog box shown above will appear. Click
Yes to change a picture to a bitmap format and start editing it.

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 Color

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 color. If you select the Color Tool before
selecting the Pencil Tool, Fill Tool, or Fill All Tool, you can change the transparency color. Typically, you
will want to leave white as the transparency color.

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

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 color for
that picture. If a portion of the imported picture is white (the transparency color), the background will be
visible through the picture. To correct this, you will need to select a different transparency color by first
selecting the picture and then selecting an obscure color using the Color Tool.

With the transpar-
ency set to bright
green, none of the
background is visible
through the picture.

When the transparency
color is white, the back-
ground shows 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 color.

This portion of the
picture is now
transparent.

Painting the
unwanted back-
ground with the
transparency color.
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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 toolbar.

Double-click the Pointer Tool (or single-click the Pointer Tool if it is already selected) to make the standard
toolbar reappear.

Click the symbol to
k select it.

3]

, Paint toolbar.

(dragged into
a vertical
orientation)

Vi

\

- \\ appetizers

Pointer Tool

QEIE L=~ Ol ~ 1

______

Pencil Tool

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

carve

J

Pencil Tool

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

J
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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 — 5 \ picture.

7

Color Tool

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

Identifies where the
color will be applied.

|

Color Tool

Select the desired
color.

Eyedropper

Tip: Use the eyedropper to set the color for the selected tool by clicking on any existing color 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 color. The selected
color will flow through that portion of the symbol until is encounters bordering colors.

Fill Tool

Color 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 color.

you want to color and click.

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

Fill All Tool

| Color Tool
ﬂ and palette

/1

Position the tip of the paint
pouring from the can over
the color to be replaced
throughout the symbol.

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

LI
All areas of the same

color will be filled with
the chosen color.

Note: To avoid accidentally changing the transparency color, select the Fill All Tool before selecting a color

with the color palette. (Refer to the Transparency Color section more information.)

Invert Tool

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

98

‘a

Invert Tool

/ The symbol’s
/I colors are

reversed.
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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 a symbol and choose a flipping option you want from the Flip submenu of the
contextual menu.

- pomt 4"?‘ ___________ po|nt ____________
Flip Horizontal Tool §e The symbol is
E 4 "| flipped horizontally.
------------------------------ ik

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 a symbol and choose a rotate option you want from the Rotate submenu of
the contextual menu.

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

First click Second click

=

Rotate Tool
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Chapter 8
Adding New Symbols or Photos to the
Symbol Finder

Chapter Overview Bl | B

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 categorized so you can
quickly find them in the future.

The following topics will be covered:

Importing Saved Photos or Graphics
Naming and Categorizing New Symbols
Library Organization

Dragging and Dropping Images onto the Board
Background

Dragging Images into the Symbol Finder

Copying a New Symbol from a Button
Deleting Your Custom Symbols
Using Drag and Drop to Add Images

Dragging and Dropping Images from a Web
Browser

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

i

Ihamburger
e

=T
*

[Hamburger =]
0 Pl [

Digital Pictures

Clip Art

Web Images

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

JRT=TE

ﬁ
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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, choose File >
Import > Picture.

W Edit View Text DynamicButtons Dynamic Boards Help

New Board Ctrl+n
Open... crrl+0
1 Note: The File menu is active, even though S colas
it appears grayed out. e o Tercoe.
Next Ctrl+RaA
Previous Crl+A
I N
Export... 3 Board Package. ..
Pr ?nt.. Ctrl+p Windows Board... )
Locate and open your saved photo or clip art
ﬁle Import To Drawing... @
Look in: [[E9 Kupies -l e @& kB
You can import any files of the following rﬁ;ﬂ i ? BB
formats: Bitmap, Enhanced Metafile, Windows D%"“ | Choose the
Metaﬁle, JPEG, GIF, PNG, PICT, and TIFF Des)‘ctup 04020004.°G type Ofﬁ/e tO 5.0PG

import.
My Documents

My Computer 04020007.IPG

ﬁb‘] Fie niame: [02020007 PG “ = Open
iy
My Network  Files of type: [l mage Formats (~jpa:” pea:” o $ong;"bmp; v | Cancel

Places [ Open as read-oriy

The imported graphic will appear in the My
Symbols dialog where you can name and
categorize it. Please refer to the Naming and
Categorizing New Symbols section in this
chapter.

My SymbolsiMine

Assign Names and Categories to This Spmbol - -

Narmes Categaries
First, Choose a Language e LT EED

English (US) - English {(US)

Categories are always displaved
using the Search Language

which can be changed in the Paste
Language Seftings Dislog
Impot...

The newly

imported
picture.
Campus
Remove Selected Name Agsign Categories ‘

A § 4

_ X/ i

L The new picture must be given a
name and assigned to a category
S0 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 application,
the basic steps apply if you are copying a new symbol from another application.

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

A new symbol created
by combining other

% %//I symbols.

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

i Meal Desal
uﬁ of multiple symbols, be sure to select them — eaea To select multiple
1 B =N %\ symbols, hold down
| | D . .
, R I\ the Shift key while
Note: Do not select the symbol’s text name. ;,l E; clicking each symbol.
Choose Edit > Copy ’ﬁ ¥iew Text Dynamic Buttans
| Undao Move Butkons — Chrl+2
You can also right click any of the selected I chrlt |
2 items and choose Copy Image from the " Faste @ Chrla-y
contextual menu. Dol elete
Select Al Chrl+-4

Select Group

Sywap Butkons
Shuffle Buttons

Select the Symbol Finder Tool, then choose .

. undoMoveButtons Ctl+z | |, [ e (|| — | B =
Edit > Paste. Ba o lale|== oy

Copy Chrl+C clown
Delete g Delete n Li2 —

Clear =
= q ) s8E

Select Group: clown
Siwap Buttons: \T) ”—_

3 Shuffle Buttons
Edit Baard Actions:

Edit 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 dialog box where it can be named and categorized. Please
follow the directions in the next section, Naming and Categorizing New Symbols, to complete this
process.

104



‘ Boardmaker Software Family v6 User’'s Guide

Naming and Categorizing New Symbols

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

Naming the Symbol

My SymbolsiMine

X
- Azzign Mames and Categories to Thig Spmbol e >
You can assign names R

M arme:
in other languages.

Categorie:
First, Choose a Language Search Language @ n%
IE"U“ h (US) j (English us) g
NameS aSSigned to '\ heal Deal -~ Categaries are always displayed
the new symbol. l\‘

uzing the Search Language
which can be changed in the Paste |
Language Settings Dialog.

Impat... |

Click here to add your H
name to the arranged list. ——

Type your symbol vieal Dea
name here.

Remove Selected Mame

Azzign Categories

Cancel | ()3 |

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

Tip: If you are working in multiple languages, you can add symbol names in each language by
choosing the languages from the First Choose Language drop-down list.
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Categorizing the Symbol

x The new symbol
Azzign Mames and Categories to Thig Spmbol e > pasted into the
Mame: Categorie: > :
| First, Chooze a Language Search Language @ n% 1L SymbO/ F/nder.
IEninsh s) j (English Ls) g
heal Deal -~ Categories are alwaps displayed
uzing the Search Language
which can be changed in the Paste |
Language Settings Dialog.
Impat... |

| Categories
Fast Food — assigned to
/ the symbol.

Click here to assign

IMeaI Deal // a category to the

|. new symbol.
Azzign Categories

Cancel | ()3 |

= —
2

Add a Mame |

Remove Selected Mame

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

Note: When you categorize a symbol, that categorization applies to all languages, not just the
current language.

Deleting Your Custom Symbols

You may delete only those symbols or pictures you have added to the Symbol Finder. Custom symbols and
pictures are saved in the Mine.pc2 library, which is saved in the My Symboels folder. You cannot delete any

symbol that is part of the standard PCS that are included with Boardmaker or is not in a library saved in the
My Symbols folder.

To delete the currently displayed symbol or picture, click in the symbol preview window and press Ctrl + X
or choose Edit > Cut.

Refer to the Library Organization section later in this chapter for more information on the Mine.pc2 library.
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Library Organization

The symbol libraries are saved in the Symbol Folder within the program’s folder. There are three separate
folders for the symbol libraries: MJ Symbols, MJ Symbols - Additional, and My Symbols.

______ [ ] MJ symbols - Additional

------ Iz:l My Symbols

When symbols are added to the Symbol Finder, they are saved in the Mine.pe2 library which is stored in the
My Symbols folder. You can share your symbol libraries with other Boardmaker users by moving your
Mine.pc2 library to the My Symbols folder on another computer.

Note: You may need to change the name of the Mine.pc2 library you are moving so that you do not replace

Tip:

someone else’s custom symbols stored in their Mine.pc2 library. If your computer is set to not display
file extensions, i.e. “.pc2,” you do not add this file extension when renaming a file.

By quitting the program, renaming the Mine.pc2 library, and temporarily moving it out of the My
Symbols folder, you can create an additional custom library. This might make it easier for you to
share a specific set of new symbols with others. By temporarily removing the renamed Mine.pc2
library from the My Symbols folder, you will force the program to create a new Mine.pc2 library
when you add your first new symbol. Once the new Mine.pc2 library is created, you can quit the
program and move the original renamed Mine.pc2 library back into the My Symbols folder so you
can add symbols to either of these custom libraries. Symbols are pasted into a custom library in front
of the current symbol displayed in the Symbol Finder.

107



108

Chapter 8 - Adding

New Symbols or Photos to the Symbol Finder

Using Drag and Drop to Add Images

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

using the "Drag & Drop" process. A few examples of programs 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.

=lalx|
File Edit Wiew Favorites Tools Help | :,'
-6y - @ o
G Back </ ? 7 Search Faolders El
Address I@ CiiDocuments and SettingsiAdministrakoriDeskbopiImages j Go
N
o Picture Tasks
1"[ Yiew as a slide show - _.i."! o
1 (@) Order prints online e
iy Print this picture
Eeach Garden Fu
W Set as deskiop . aath
background
File and Folder Tasks % ‘F ‘
L ]
Iq:ﬂ Rename this file g
[y Move this file | Ak
D Copy this file Snowman
€3 Publish this file to the

Web
(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.

@File Edit View Text DynamicButtons Dynamic Boards Help =& x|
o =N - BRI
T LTI WO - O AT - A - T The cursor will

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

Nl

" Edit V¥iew Faworites Tools  Help

(Doack ~ () - T | ) ssaren o Folders ‘-

Address [[5) /\Documents and Settings|Administrator|Deskiopiimages

bl

o Picture Tasks

il

T Wiew as a slide show

@ Order prints online B

Ay Print this picture

B Set s deskbop

B - backgrond

Garden Puppy

File and Folder Tasks S

=] Rename this file
[ Mave this file |
) Copy this file
8 Publish this file o the
weh

N

£ E-mail this file
3¢ Delete this fle

[T

[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.

Q-a

w* 5tart| | =3 Images ] Bomwth SOF - ...
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110

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 label position 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 — o
match the current :
setting used in the

beach

/] 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 dialog, 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 application will attempt to scale the
image to fill the background, unless there is already an image filling the background. The application 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 two-inch square button. The file name will appear as the image's label.

® Boardmaker with SDP - [Untitled 1] =[O0 x| - Boardmaker with SDP - [Untitled 1] o ] 4
) Fle Edit View Text DynamicButtons DynamicBosrds Help _ (8] x| K3 Pl Edt View Text Dynamic Buttons Dynamic Boards Help _2l x|

WIE=IRN =i |U|k ©|t3| |\

57% [x=11.375 y=6.000 4 e fe=t125 y=3.000 v

The first image dropped on the background of a Hold the Ctrl key when dropping an image on the
board will be scaled to fill the board without dis- background to scale it as if to fill a 2” x 2” button.
torting the image. 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.

Tip: Hold down the Shift key when dropping an image on the background to use its native resolution. Hold
down the Shift and Alt keys to use the native resolution and omit the label.

Note: Regardless of how an imported image is scaled, you can manually resize the image if necessary by
dragging on its 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. 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.” It may be difficult to position the browser window so that you can see both it and the button you
are working with. If this is the case, you can follow the steps below to drag an image between windows.

0. Boardmaker with SDP - [Untitled 2] 1ol x|
ED Fl= Edi View Text Dynamic Euttons Dynamic Boards Help =12l x|
Drag and drop image | o[D=sN\ A |LR=]" ElalaH

O T e o NI TN - o |- e

from a web browser :
| [ |
to a button. I\\\

Fle Edt Vew Go Gookmarks Took Help

G- - B O ) [T ewiimees gsosle comimegesde <] © 6o [IGL

B Getting Started 5 Latest Headines [¥] index of fpauMiforu...

faves
= unknown
B L [Cleuppy - Google Image Sear-.. |Gnugla]magaﬂam\tﬁxrhtm:ﬂ.‘. |VauxhaHSpeEdstErVX220—102‘.‘ | (]|

=

—] Welcome to Puppy Stork!
272 x 217 pixels - 13k - jpg
www puppy-stork com

golden retriever puppy Here, have a puppy.
350 x 255 pixels - 12k - jpg 717 x 768 pixels - 53k - jpg
www._my-pet-medicine com panics roostertesth com

E;

_ Shop Online Puppy Store
348 x 214 pixels - 14k - jpg 300 x 325 pixels - 18k - jpg 250 x 302 pixels - 17k - jpg

T www tombraiderdu.com www tombraiderdu.com WWW.pUPPY.COm.my
3 <=l T () i
4| »

A

[62%  [x=2.625 y=2.125 [ tp: y-pet-medicine com, oupp

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 Ctrl-click an image in the browser and
choose Copy Image from the contextual menu. Then, in Boardmaker, Ctrl-click a button or the board
background and choose 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.

Open the Symbol Finder.

-loj x|
adults [ e o=

y

CIRTEC

H &

o]
N

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]

[E) Fle Edit View Text DynamicButtons DynamicBoards Help

Symbol Finder

=l NE - [E
T R

File Edit Wiew Fawortes Tooks  Help

adults

10|

. -
|
dEC EE T

10|

Qe - - ¥ ‘ /__7 Search ||~ Folders ‘-

Address [ c\Documents and Settingstadministrator|Desktoptimages

o Picture Tasks

1 Wiew as a side show
@ order prints oniine

Uy Print this picture

Beach Garden
W Set as desktop
background

File and Folder Tasks % L ] r‘

H
] Rename this file .
[y Move this File FE s
[ Copy this file S

€8 Pubiish this file ko the
web

:j E-mail this file:

B

Drag an image
directly into the
Symbol Finder to
— add it to the Mine
library.
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The My Symbols\Mine window will open. Give the image a name and assign it a category.

Click OK when finished.
oy symbotsiane x
L ] Symbol Finder 10l =|
Agsign Names and Categories to This Symbol e >3

e —
¢|W¢>

Categori

ELY 1
First, Choose a Language Search Language \ 2
English (LS - English {US)
Fuppy - Categories are always displayed
using the Search Language:

which can be changed in the Paste
Language Settings Dialog.
Impart....

Puppy
3 nimals

4

’ va

FEEF""'E]
A3 Vol S

—Adaton | Give the new image a name and
I assign it to a category. It will then
Remove Selecled Hame fssign Categories be available in the Symbol
\l 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. Bimaces JST=TE]

Fle Edt Yew Favortes Tooks Help | y

. . . . P - ) - (¥ ‘ ) search Folders |E|‘
NOte' Multlple fﬂes ma WlndOW can be Address [[55) /\Documents and Settings|Administrator|Deskiop\Images = B

selected by holding down the Shift = [ -

O Picture Tasks

key Whlle Cthlng' T Wiew a5 a side show ’ '
1 @ Order prints online e o
) Print the selected —
B s [Beach]
File and Folder Tasks & ~ M
(G Move the selected iems ‘ée"
) Copy the selected items &

8 Pubiish the selected | N

items to the web |

Sniowman

() E-mai the selerted
items

3¢ Delete the selected

items LI

Note: Drag and drop the selected images into the Symbol Finder..
An Import Symbols window will open. Choose the proper naming and categorization options for the

imported images. (Refer to the Naming and Categorizing New Symbols section for more specific
instructions.)

Import Symbols |

Symbol Name Options

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

You are about to impart multiple symbals into your symbol brary.
Since each spmbol requirez a name and categorny agzignment, pou
hawve several options to help you accomplizh this tazk,

\ o\

r— Spmbal Hame Options ——

&' Use the image filenames as the symbol names

Symbol Category Options

Choose to assign all the images to a
single selected category, or opt to
manually make category assignments

% Lse the same categories for all symbals to each image individually.
€ Manually choose cateqories for each symbal

Cancel |

" Manually enter a name for each symbol

1\

r— Spmbal Category O ptions ——

Note: Individual, unwanted images that have been added to the Symbol Finder can be deleted later
by choosing Edit > Cut (or pressing Ctrl+X). For more information, refer to Chapter 2 -
Working with the Symbol Finder.
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Chapter 9
Preparing Your Boards for Printing

Chapter Overview Bl | B

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
»  Setting the Correct Paper and Board Size »  Using Print Preview
*  Print Quality * Printing a Board on a Single Page
-loix|
File Edit View Text DynamicButtons Dynamic Boards Help _|ﬁ||1|
B o[P=ENARRSEOR S
.|1.|.|.|.|2.|.|.|.|3.|.|.|.|4.|.|.|.|5.|.|.|.|B.|.|.|.|?.|.|.|.[B.|.|.|.[g.|.|.|.|1.|]|.|.|.|1.1|.|.|.|1.2|.|.|.|1.3|.|.
__- Tech Il 32 - Print on legal paper in lsndscape mode.
: AN
1___ ' ™y ' \\ '1 r '1 r '1 ' ™y ' ™y ' ™y
= This board is a pre-made template
= that is used with the Tech Il 32
P N/ . . . . . 4 . v W v
E digitized communication device. It
—] ™y . . . ' ™ ' ™ ' ™
E is designed to be printed on legal
T 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
b
—__ h "y h "y h "y h "y h "y h "y h /J h "y
?__- Made with Boardmaker® and the Piciure Communication Symbois® & 1381-2004
__ Mayer-Johmson LLL C-PO. Sovo\c‘ei'“‘?*:o;\‘: ;:%::;,6%‘53;07:2;"5.5 Prone (2000 5534548
F . . . . .
5%  [x=7.000 y=7.800 Page Break line indicates the board will not print 4

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.

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

e A printer cannot use the entire piece of paper. There is typically a 1/4 to 1/2 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 60" x 60" (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.)

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.

& Boardmaker with SDP - [Untitled 5] =10l x|
@ File Edit Wiew Text DynamicButtons DynamicBoards Help ;Iilil
k6] D= == ANVNYE- S [EhsTicYIsy

SRR NN TSRO - ORI AT OO AN ORI - OO 1O
S Page Break Line
= This board spans
3 1/° o ° o /:5 two pieces of paper.
= An extra blank page
3 will print. The board
ER N ¢ ¢ ¢ size needs to be
i smaller.
EREG o o o
E g\__] Shown in Fit To
E ™) Window view
ERE e e 1 )

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 in Chapter 1.
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To print larger boards, you may need multiple pieces of paper which have to be trimmed and taped together.

® Boardmaker with SDP - [Untitled 8] =IOl =]
@ File Edit View Text DynamicButtons DynamicBoards Help =& x|
kel Y= EEINYNE - Y
el Wt T oLl i e et el e e o e AL D 2 UL
: Tech 1l 32 - Print on legal papar n landscape mode. :
— IR
-
E Page Break Line
T ,

- ] This board needs to
e "% be printed on two
3 pieces of paper.

b s
E ‘
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Setting the Correct Paper and Board Size

The pre-made templates included with the program are sized and oriented to print correctly from most
printers. However, the amount of a piece of paper a printer can actually use can vary widely between
printers. It may be necessary to adjust the paper settings or the board size to accommodate your printer
and paper selection.

& BM_SDF - [TechT alk.bm2]
@Eiﬂ Edt View Test DwemicBulton: Dynamic Boxrd:  Help

—.:I|||I||I|I||||||E|||||I;|3|I|||I||4|||||I

¥}

oo
/ |
/

—_| Templates list the
correct paper size
and orentation.

—

]

DIIIPO*

-
=
IG=]

Determine the paper size and orientation necessary for your board.

Note: Each template board will specify the correct paper size and orientation in the upper left
corner of the board.
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Setting the Printer Paper

tup feaed Siznffule Gid'Gaps |

Prmk 5

Size and Orientation

BrasdSetings-

Hosd & Rk Lindl: Lo | Cantivete
—Boaid Son
Mesrmurn
Uie Daplap See | Lyidthy H Inchax 1
Lis=Firies Page ] Haight [e Incha: 1E533
GRSk 0125 | Inehas
2 GUrrE'ﬂf D"fnt&r FIEI‘QE' Gp 'a'ith tor Spraped Bokane 0125 | Ireches
. . . Giap Hech: lor Spuiryac] Bubtors: 0125 | Inchas
size and orientation = =
information. [r—lrisiSakg: -
Frivcar EF=OM Shis COLOR E00 e
Opertabon Lardicaps Widh 103 Incban
P Gz Hewgt s S TR
Pt Ireage Qusliy
W Gisncad = Bedt Pefom ance
™ High - Bt Dot Tt
=0 Dokr P Irch

47 loes Privder Hesckibon

Click here to change
the printer paper

1 size or orientation.

Heamamber Finter
Ormrd el
Tor bz Boands

Cancal |
x|

Choose File > Print Setup. Change the Paper Size and Orientation settings as needed. Click the
Print Setup button if the current printer page settings are not correct. Click OK when finished.

L

Make sure the
correct printer
i5s selected.

Select the type
of paper you
need to use.

Frnt S ebup Kl I
|

QT T

Sl Didautpantes Aosdy
Tipe  EFSOH Stk COLOA 30M
whae - LFTT:
Crrmment:
Fapsi (it
e
i 1 Leteri 121 in - I Polied
—
i Lyradscape

SOUEE | s Ghel Fesder =

T =T

_—__-I Used fo change

any of the
printer settings.

1

Select the print
orientation for
your board.

Make sure the correct printer is selected, then choose the correct paper size and orientation for your

board. Click OK when finished.
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122

Setting the Board Size

Maximum Board Size oy
2 Click here to

Three pages across use the current
by two pages down. board size
Current Board Size Hosrd Setings | [ ' settings on all
To set a specific Blaerd % Fuker ks Filetes O Cortimelert L,I' new boards.
board size, enter ———cEoad s ;
e ET R
the values here. —
Use Dizplap Size widh  [105 Inchez E Bﬁﬂ;%ﬂ;gl'
=] K
5 Heighe [6733  Imches 1627 i1 Meve Bnaik:
EHGRJ?EI@ t;:' sel :l”i Al e Click here to use the
H;:'EIF -S:LZE-.JIG malc Gap widih lon Spaged Bubone (1125 Inchee current IDFJ:H!LE'." page
Il ight | 1 Iich . :
E.p JJ'II'? EI.'J e EH’?& orl Gap Height for Spieged Butons 00125 nches arientation an all
4 singie piece o _ : new boards.
paper. Fliirder Settings
Pirlier HF Lasailit 4ty Frnk Salug. | Riemembes Friaier
Drieniatine  Lanc:cape Wikh A0E  Inches : Driertation
o1 Heew Boaids
Paper Siz= Heigt B133 Inches
Prnber Imepe Qusky
% Stardaed - Best Peifemance R
™ High - Bedfer Caship Test
Ll P Presntion =] Dals Ferlnch oK.

Typically, a board is designed to fit on a single piece of paper. Click on the Use Printer Page button.
This will set the board’s size to match the page size, which is determined by the printer settings. Be
sure to check that all buttons on the board actually fit within the new board dimensions by choosing
File > Print Preview.

If you are making a large custom board, you may enter appropriate dimensions up to the numbers
listed in the Maximum column, which correspond to three pages across by two pages down.

Tip: If you are going to create many boards that are the same size, click on the Remember Board
Settings and/or Remember Printer Orientation button(s) to use the current settings for all
new boards you create.
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Using Print Preview

It is a good idea to get in the habit of checking your [Fie Edt View Text DynamicButtons DynamicBoard

boards with Print Preview before printing. The Print g;:f"a'd o

Preview will allow you to catch any sizing or paper Close

. . . 5 Ctrl+5
orientation problems before you actually print the v pe
1 board. Save As Template...

MNext Cirl+RA
Previous Ctrl+LA

Choose File > Print Preview. Import... ,
Export... 3
Print... Cirl+P

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

5 Boardmaker with SDP - [Untitled 8]

Print... | ﬂeleagel F‘leyPagel?ijﬁé’PEﬁé’f Zoom In | Zoomgutl Close |

Prints the board.

Next Page | Prev Page Di[i] BiNnn

Steps through

multi-page Boards. D D D D D D D

HEEnEEn
HEuNNNN

T

or Two Page view.

Foom |n I Ecu:umgutl

=10/|

54% Pages 1-2

R

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 the Print button to print the board. Click the

Close button if you need to make changes to the board.
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Print Quality

Symbol Formats Quality

The PCS symbols available through the Symbol Finder are stored in a Windows metafile format. This format
makes the printed symbols look smooth and crisp at any size you need. This will not necessarily be the case
for a symbol or text that is imported or copied from another program or source.

Metafile from the Bitmap symbol and text Metafile symbol after using
Symbol Finder from old Boardmaker one of the paint tools
happy happy happy

Note: Editing a metafile symbol using the built-in paint tools will convert that symbol into a bitmap which
will degrade its print quality. This effect will be minimized if you edit a larger version of the picture

and then manually shrink it down to fit your button.

Printer Image Quality

Print Setup (Board Size/Ruler/Grid/Gaps) =
r— Board Setting Image Import Setting

Board & Ruler Units & Inches © Centimeters  For Seresn

- : & For Printing
e  Full Seale
Usze Display Size | wfidth I Inches =11
Use Printer Page | Height IS Inches =11
Grid Size 0125 Inches
Gap "Width for Sprayed Buttons 0125 Inches Hemembx_er
Board Settings
Gap Height for Sprayed Buttons 0125 Inches far Mew Boards
— Printer Setting:
Print Setup... |
Frinter: HF Color Laser)et 2600n fit = Eup Remember Printer
Orientation: Landscape width 10,733 Inches Orientation
far Mew Boards
Faper Size: Height 8213 Inches
— Printer Image Quality

& Stamdard - Best Performance Cancel |

" High - Better Quality Text

£ Uz Printer Resolution 600 Dots Per Inch

 Standard - Best Performance - This option provides good quality with the fastest print times.
* High - Better Quality Text - This option takes longer but produces smoother looking text.

¢ Use Printer Resolution - This option matches the program’s output resolution to that of your printer’s
default setting. This option can take up to four times longer to print and is not recommended on high dpi

(600+) printers unless you have trouble printing using the other settings.
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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 choose

File > Print Board on Single Page to automatically scale the board to print on a single piece of paper.

Choose File > Print Setup to change the paper size and orientation. Use the Properties button in the Print
dialog to temporarily change the paper size and print orientation for the board you are printing.

’ﬁ 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 Ctrl+LA

Import... 3
Export... 3

Print... Cirl+P
Print Preview

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

Print Board on e Page...

Print for BM

Application Language. ..

Rerent Rnarrds 3

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 Copies, /
Lo ‘ Nui of copies: |1 3:
" Pages from: |1_ to: I_ —

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

In this chapter, 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 familiarize you with board

organization 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 Boards and Links
*  Creating a Main Board *  Creating Separate Folders for Board Organization
Each button is linked to The main board is the
a board or set of gateway to the other
boards that address the boards.
pictured topic.

\ Main Menu /4

Sample Unit ~Behavior Board
B ] - ]
_ EEE [ER

Five Little
Speckled Frogs

Hey Diddle Diddle Sentence YWriting Classroom Jobs

e =t W
I Sl B
HwlS &8

Cimawrmr dalir

o

e AT
werputrpuis|fate]

o PR e

Vehicle Bingo IMath Activity
2] ] 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 (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 each

board will be linked together.

Typically, boards will be organized 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 the arrangement of the

topics and activities you want to cover. If you have a large list of topics and activities, you might try

diagramming topic branches off the main board. 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

Classroom Jobs

[Directions|
t nm s e e bty .
Hey diddle diddle, BicaENir ~=] W= 3 F
The cat and the Wash your hands. i - [
fade, 158 5 By I
Get 2 slices of bread. e b s b e
2] 4 ‘ - | =
\Spread peanut butter on the bread. | I ‘
: A -
m -, - D J [ _ |
M & p e
]
E What did you cook today?
|4 | Spread jelly on the bread. & 8 W
: - 0 U |
Put the 2 slices fog%gr. E Review

é‘ﬁ’\
Cut the sandwich.

What did you eat with?
& A S

How did it taste? 1

Clean up.

YEE R

1%_%5

&
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Creating a Main Board

The first board you should create is the main board, which is displayed automatically when the program
starts. 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 the user to easily move between boards and switch topics.

In math class my behavior was great.

&
=
&

malh class

2
+3 3
52

reading class

&)

science class

great,

fa2)
O,

V)
st
int
%

In

history class

()

gym class

()

my behavior
was

nica.

okay.

Y.

music class

&)

lunchtime

[
@D

Each board you create
should have a button
linking it back to the
“Main” board.

yucky,

bad,

Creating Separate Folders for Board Organization

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 organized. Organization is
especially important because all boards that will eventually be linked together must be saved in the same

folder.
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]

Default board
storage location.

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

My Documents
1

i§ |=I__| My Boards
1

tl Butterfly Unit

EI Reading Activities
1
[ ] Wath Activities

If you create boards for a specific user, you 2 x|
should create a separate folder where those Savein: [ 5 My Boards =] « 5@
boards will be saved. Spatterty Ut =
i]ReadingyAcﬁviﬁes M
When you save the first board for anew user, Creating a new folder
click the Create Folder button. Windows will within the My Boards
create a“New Folder.” folder.
Note: Make sure the folder you create is Flepeme: TR ET
within the My Boards folder. Save astype: [BM_SDP Fies (~bm2) =] caned |
4
Type in a new name for the folder, then press . Tz

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

2 Now you can click 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.

Save|n |j Hy Bioards

= & @l & fm £

| Sample Boand:
| Tutonial Board:
Fast Food bmz
Fila parme: [Tommy's Main B oard bz DOnen I
Save as byps: | Bt SDP Fiks* b = Carce| |
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Chapter 11
Assigning Basic Button Actions

Chapter Overview

BM+

SDP

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

The following topics will be covered:

e Button Actions at a Glance

¢ Basic Button Actions

* Making a Button Play a Recorded Message

e @Giving a Button a Spoken Preview

* Adding a Preview Display

» [Editing a Button’s Assigned Actions

Assign Speak
actions to use
the synthesized
voice.

* Action Categories

* Making a Button Speak

*  Making a Button Play a Saved Sound

* Giving a Button a Recorded Preview

* Changing a Button’s Text Preview

math class

great.

In @.% my behavior was @)

clear

Add a Preview
Display and/or
the Text Preview
action to provide
a text cue to the
user.

math class

—
+3 3
2

wWN

w\

reading class science class

(&)

@

great.

!

%K

In

history class

()

gym class

()

art class

my behavior
was

nice.

okay.

Assign Play
Recording
actions to play
saved sound
files (.wav).

music class

&/

lunchtime

56

Ay

recess

$

yucky.

bad.
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Button Actions at a Glance

You can assign actions to your buttons by double-clicking on them. The Button Actions dialog (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 Menu

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

chion Menu

Action Categories

Select the category of
actions that will appear in
the Action 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

Dynamic Help Window

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

Aszzign

Remave Izt

This action will play a recorded sound. “ou can rebord the zound yourself or
choosze from wour library of sounds.

Aszzigned Actions

Action Details

Speak Meszage . Hello, How are you? \
Say Selection
Feturn to Last Board \\ \\
Play | [Delete \ Eheel | oL |
\ \
/ Assigned Actions Action Details
Play/Delete Buttons

Used to preview or
delete the selected
action.

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

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 Categories dialog
will display the actions in that category in the Action Menu list.

*Basics - Most commonly used actions, such as 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, such as If, Else, Otherwise, etc.
*Quick Actions - Actions used to create buttons that can be edited in Use mode.

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

137



Chapter 11 - Assigning Basic Button Actions

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 synthesized 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 (synthesized 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 Actions dialog will appear.

The button’s border will appear as a dashed
line when it is selected.

Select Speak Message in the Action Menu
list.

[Somboatesuttomaciors

Basics | Messages | Board Change | Tewt & Cursor | Message Files | Settings | Variables | Duick Actions | Cool Stuff

Action Menu General Help Assign  Remove  Drder Insart

Fiead With Highlighting

IThis action will make your computer voice speak,

Spoken Previsw
Ficcorded Preview
Clear Message Display

In the dialog box, enter the message you
want this button to speak.

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

your message by clicking on the
Speak button.

Click the OK button or press the Enter key
on the keyboard when finished.

Assigned Actions Action Details
Flay Delete Cancel | oK |
| Enter Text ﬂ
math clazs| ;I
[~
& Use the Test Above Inzert a Return in Texst Above |
[ ]
7 Uze Button Text
Speak | Cancel | ak. [ I
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Azszigned Actions Action Details

math class

The Speak Message action and its message now appear in the Assigned Actions and Action Details
lists. Click OK or press Return when finished.

Put the program in Use mode by choosing | Dynamic Bosrds  Help

Dynamic Boards > Use or by pressing Ctrl v Design Ctl+D

+ U. Try. clicking on the. buttons that have pcraet Sethod ,

been assigned speak actions. * Button Selection. .
Waice. ..

A Speaker Yolume, ..
When you are finished, put the program Keyboard Respanse. .
. . . Button Keys...

back in Design mode by pressing the Esc e

key or pressing Ctrl + D. v ord Prediction...
Abbreviations. ..

Making a Button Play a Recorded Message

Double-click the button you want to play a

Bobby wants
recorded message. The Button Actions N
1 dialog will appear.
Select Play Recorded Message in the
ACtion Menu hSt Basics | Messagesl Board Ehangel Text & Eursorl
Action Menu
. Speak M
Al Note: You must have a sound card with a Thps Messags
. . . Flay Recorded Message
microphone or a built-in Change Board
. . Change Board Back
microphone to use this feature. Tent Freview
Spoken Preview
Fecorded Preview
Clear Meszage Display
Ficture Button
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Click the Record a New Sound button. E
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

Click the Record button and speak into the recordSound 0

R py ’ Record Sound x|
microphone “Bobby wants.

1. Click Record Record
. . 2. Speak inta microphone.
Click the Stop button (previously the 3. Click Stop. o
. 4. Click Play to check reconding. B
248 Record button) to stop recording. 5, Click OK or Cancel when finished

Click the OK button when you are finished e G

recording. A dialog box will appear asking

for a description of the recorded message.

L

Enter a descriptive name for your recorded
sound that will appear in the Assigned
o) Actions list, then click the OK button.

Enter an optional brief description for thiz Sound.

Imusic clasy
el |
The Play Recorded Message action and PTy— action Daraie

the recording name now appear in the Play Riecorded M
6 Assigned Actions list.

Click the OK button when finished.

141



Chapter 11 - Assigning Basic Button Actions

Making a Button Play a Saved Sound

Double-click the button you want to play a Button Actions
SaVed Sound_ Basics | Messages | Board Change | Test & Cursor

Action Menu

. Speak Message
Select Play Recorded Message in the e —
i 1 Change Eaard

Action Menu list. Charge Boad - ok

T ;

[Record sound —— X

Click here to attach a
sound used on another izza Az S

board. l\ —
Select Sound - Click here ta select a sound

frarn My Boards uged on one of your other boards.

~

- Click here to record a new sound uzing the microphone.

~

- Click here to select a sound

. Select Sound
Click here to attach a I// froemeEtom?:L:;Te[ saved on your computer.

sound file saved on
yOUr Computer or dlSk Select Sound - Click. here to select a sound

/ from MJ Sounds from the M ayer-Johnson sound library.
Click here to attach M

one of the sounds
provided in the MJ

Sounds library. Cancel [

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

~

~

Browse to any .wav sound you have saved et s suma e o copre. =
on your computer. Loskine [ Dok 7] e morE-

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.

My Computer

'! File name [Explosionz =l Open
h Files of type: [wiave Sound (wav] =l Cancel
Pl ™ Open as read-only
A

Type a descriptive name for the sound you
haVe Selected and Clle OK. Enter an optional brief description for this Sound.
The descriptive name will help you identify
the sound later.
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The Play Recorded Message action and Assigned Actions Action Deta
the sound file name now appear in the
Assigned Actions list.

Play Recorded Message

Azszigned Actions Action Details

Play Recorded Message

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

You can listen to the sound by selecting the Play Recorded Message action then clicking the Play but-
ton.

Tip: The Play button can also be used to preview any selected button actions that speak or play a
recording.

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

144

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 the button you want to assign a Spoken Preview to. The Button Actions dialog will

appear.

Select Spoken Preview in the Action Menu
list.

Button Actions

Basics | Messagesl Board Ehangel Tent & Eursorl
Action Menu

Speak Message

Type Meszage

Flay Recorded Meszage
Change Board

Change Board Back

T et Preview
Spoken Preview
Recorded Preview
Clear Meszage Display
Ficture Button

In the dialog that appears, type the preview
message you want to hear.

Click OK when finished.

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

scanning or button access.

[ ren 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.

Click OK 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 Voice and Sound Volume in Chapter 19.
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Giving a Button a Recorded Preview

As an alternative to the synthesized 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 Actions dialog
will appear.

1 Note:

You must have a sound card with a
microphone or a built-in microphone to

use this feature.

Select Recorded Preview in the Action Menu

list.

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
5 =
Clear Meszage Display k
Ficture Button

You can record a preview
sound using a microphone
or select (import) a saved
sound file (.wav).

AN

[Recordsons X

- Click here to record a new sound uzing the microphone.

Record a Mew Sound

Select Sound
from My Boards

Select Sound
from Computer

Select Sound
from bJ Sounds

Cancel [

~

~

~

~

- Click here ta select a sound

- Click here to select a sound

- Click here to select a sound

uzed on one of your other boards.

zaved on your computer.

fram the kayer-lohnzon zound library.

Click 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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5 Note:

146

If you select the Record a New Sound option, the
Record Sound box will appear.

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

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

Click OK 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.

Record

Flay |

Fecord Time [zec). 30

|

Type a descriptive name for your recorded
preview, then click OK.

Enter an optional brief description for this Sound.

Imath clazd

Cancel | oK

!

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

Click OK when you are finished editing
the button. For information on setting the
preview volume level or completely
disabling all preview messages, refer to
Voice and Sound Volume in Chapter 19.

Azszigned Actions Action Details

Speak Message

Fecorded Preview
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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

accCess.

Choose Dynamic Buttons > Preview
Display.

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

Dynamic Buttons — Dynamic Boards  Hel
Action
Ficture
Prediction

Message Display r
s,

Create Scanning Group  Chrl+G
Create PopUp Board

Special Buttons 3

Reposition the Preview Display then drag its border to change its size.

 Boardmaker with SDP - [Untitled 1]

File Edit  View Text Dynamic Buttons Dynamic Boards Help

=] ingii== L= ROl
2 T L OO oo ool B B B
_ SampleF‘rewewTex‘[
e — .,
-

As you pass the cursor over your buttons
you can preview the text previews. The
Preview Display functions in the Design
mode as well as the Use mode.

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

8 Boardmaker with SDP - [behavior]

[l Fle Edit View Text DynamicButtons DynamicBoards Help
= ENNE EEEEEY
JURTIRIN LAPORTION < PRI - WO (NPT ORI T

Lo 5

LT

B
math class reading class science class
E 2
E=A 4
s "2
I

history class

Lima

gy class
P Y

art class

Far—

‘mv behavior" F
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Changing a Button’s Text Preview

148

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

Double-click the desired button. The Button
Actions dialog will appear.

Select Text Preview in the Action Menu 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

Type the text preview message for the button
in the dialog. Then click OK.

[Encer e 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
list.

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

Azszigned Actions

Action Details

|S peak Message

|math class

Spoken Preview

Text Preview

math clazs
math class
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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.

Editing an Assigned Action

Azzigned Actions Action Details
To edit an action on a button, double- : math class h
gl click the button, and then double-click in spoken Pieview math class
. o ; Text Preview math class
the Action Details list for that action. In
this case, double-click on “math class”
for the Speak Message action.
The appropriate dialog for the action E
will appear, allowing you to make the e e e =
necessary changes.
Note: Many actions perform a set
2 function and cannot be edited. H
% Use the Text Above Inzert a Retun in Text Above |
L 1
" Use Button Test
Speak | Cancel | ak. I

Azgigned Actionz Action Detailz

Adding an Action to the List

| woowild like

k |l voant

Select the action in the Assigned

Actions list that you want to precede the
new action. Assign the new action to the / /
button.

Any action(s) you add will appear
after the highlighted action. Typically,

There is no limit to the number of = D :
this is the last action in the list.

actions a button can be assigned.

Any action added to a button will appear _ _ // _

after the selected action. To add an Assigned Actions /e Detsils
. . . .. Speak Meszage | vaould like

action in a specific position, select the Change Eoard Back

action that will precede it. Spoken Preview |l voant
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Azgigned Actionsz Action Detaily
Speak Mezsage | would like
Rearranging the Assigned Actions Change Board Back
S poken Preview k || wart
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 Azzigned Actions / ction Details
last in the list. Speak Message /|1 viould like
S poken Previem | wwant

Change Board B ack

Deleting an Assigned Action

A L. Azszigned Actions Action Details
To delete an action, select it in the [Epeck Messags [l viould ke
. . - . S paken Previ | k
Assigned Actions list, then click the ST —

Delete button.

Tip: Ifyou need to delete a series of
actions, select the topmost
action and you can repeatedly Play Delets RJ
click the Delete button to
remove the actions.
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Chapter 12
Linking Boards Together

Chapter Overview Bu+ [l

With Boardmaker Plus! and the Boardmaker-Speaking Dynamically Pro allow you to dynamically link
boards together. This allows a user to easily navigate from one board to the next as needed to support the
current activity or branch off to a different activity. In this chapter, you will learn the basic methods of
linking boards together to create an activity or navigable set of activities.

The following topics will be covered:

* Linking Boards Together * Adding a Button Link to the Main Board
* Adding a Button Link to the Previous Board » Linking Specific Boards Together
* Navigating Board Links in the Design Mode * Board Change Indicators

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

“Recipe” Topic Branch

Let's Cook [
w J | & Spread jelly on the bread. E
v Slwla] o] RV B
: Wash your hands. Put the 2 slices together.
5.
L] e Ty o g
.) m?eé 2 SI‘iich of bgii J Eliu;fhzsungch.
i ‘ 3. |5;:e’qd peanwﬂer‘ir;he brreCn?d. | g ‘ﬂ cz‘#?p- ‘

it
|
-4
ik

returns the user to automatically returns
the main board. 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
\ Food Review toward the main
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 bogrd 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. ( ReCipj 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. So, 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 created.

Create and link the
last board in the
“Recipe” Topic Branch recipe branch first.

—

Main Menu Let's Cook | &5k
e o oo o — m@'g w:;%, | ‘f’ - ‘ A I Spread jelly on the bread.
| sil] | e AN ' =
ey Dicle Dvie Senimce Wilig Gemerom ot . ||Wash your hands. Put the 2 slices together.
== | | 158 " 54 B
Bl —— x | E| Get 2 slices of bread. m Cut the sandwich.
LT | E 0 h =N - o
SEe Spread peant butter on the bread. | —1 €lean up. @ |
: 3. -
) L eIt = S =
You should create and position the Main
button in the same location on every board. Basics | Messages | Bowd Change | Test& Curar|
Action Menu
Double-click the Main button. Speak Message

Type Meszage

1 Play Recorded Meszage
Select Change Board in the Action Menu Change Board Backg

Teut Preview

1 Spoken Preview
hSt‘ Recorded Preview
Clear Meszage Display
Ficture Button
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Click on your main board in the list of bOElI'dS, felectBoard
then click OK. Eﬁﬁ?a— Double-click to Select a Board
Note: Only boards saved in the same folder
as the current board will appear in the P
2 list.
Cancel | o |

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

3 list.

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

Azgigned Actionsz Action Detaily

Chahge Board tdy b ain
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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 application 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 category) that will step forward through the board history if needed.

“Recipe” Topic Branch

Main Menu Let's Cook | s /&
M| e ! M'@’! m"f:% "i‘ - | 4 | Spread jelly on the bread. |
Hii| | aes imlelew § - = : -
oy Db it | | Sertarm g Gsssom ot [, ||Wash your hands. u Put the 2 slices together.
| | e e P -
ks — | Get 2 slices of bread. Cut the sandwich.
: Juns ance e 2 | Yy O 3 M/
1™ =
10 E E Spread peanut butter on the bread. | Clean up. o
i - o TSI 7| e | £.
=, — Q

t-r& ]

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 | Messagesl Board Ehangel Text & Eursorl
Action Menu

. Speak Message

Double-click the “go back” button. Type Message

1 Elay Hecorde&:l Meszage

Select Change Board Back in the Action Menu [Tt Previen

. Spoken Preview
hSt. Recorded Preview
Clear Meszage Display
Ficture Button

The Change Board Back action appears in the

. K . Azgigned Actionsz Action Detaily
2 Assigned Actions list.

Change Board Back

Click OK 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.

156

The "Story" button

The "Next Page”

will be linked to the
"Page 1" board.

“Story” Topic Branch

button will be linked to
the "Page 2" board.

Main Menu

Behevier Boa Five Lime
£ Specded Froge

e e S I
SR

Recige

Hey diddle diddle, ?v::‘;:ejll::z:'d
The cat and the '
fiddle,

fe
!
E

Double-click the button that will link to the next
board.

Select Change Board in the Action Menu list.

Button Actions

Basics | Messagesl Board Ehangel Tent & Eursorl i
Action Menu

Speak Message
Type Meszage
Play Recorded Message

Spoken Preview

A list of boards that have been saved in the
same folder as the one you’re working on will
appear. Double-click the name of the board you
want to link to.

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

Select Board

My Main g Double-click to Select a Board,

Use the scroll anows if necessary.

The Change Board action and the linked board
now appear in the Assigned Actions list.

Click OK when finished.

Azzigned Actions Action Details

Change Board
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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 the button and choose Open Board: <board name> from the contextual menu. The Open Board
option can be a real time-saver if you are editing a large collection of linked boards.

Azzighed Actions Action Details
Spaken Preview breakfast E bregg CutButten
— 1 Copy Button
Change Board 5 Clear Button 8
_ __/ | o In this example,
Actions assigned to the “breakfast” button. ; S selecting the Open
§ Fant Style Board option will
S open the linked
Tustify “breakfast” board.
CafE Properties .
( Alignment 4
=t

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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Board Change Indicators

By default, the program will mark each button that is assigned a board change action with a small green
arrow in the bottom right corner. This is a Board Change Indicator and it acts as a visual cue to the user
that selecting a specific button will make another board appear.

The indicators can be turned on and off within the Dynamic Boards menu. You may also assign another
graphic to act as the Board Change Indicator.

Oyramio oo el Board Change Indicators
v [emon L0 =
Lizs L+l o . .. .
Enatle thiz fzalure to display & zmal oraohic n the lovwer ngt corner of any
Ao Webod 3 btz aesignzd 4 boand change action,
Dt Combom e,
ssbooed e Sk Boaid Change Indicators
Lisage Coawls. .
Eraetivy . = Siandard Indizat
Pazzwoid..
— e Gl
Bukon Mumbe=is

Hmﬂalhk“mh Cancel

Hazrd Titles in Use Mode

Note: In order to use a Custom Indicator, you must have a 16 by 16 pixel bitmap graphic named “Custom
Indicator” saved in the SDP Externals folder. (This folder can usually be found in the C:\Program
Files\Boardmaker with SD Pro folder.)
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Chapter 13
Using a Message Display with Text

Chapter Overview | 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 Setting Its *  Making a Button Type a Text Message

Appearance *  Message Display Actions

* Adding Simple Message Display Controls
*  Changing the Message Display’s Settings

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

. |
-
last
There are a

- variety of
Buttons using a button actions
Type Message designed to
action can add a control the
letter, word, or Message
phrase to the hungry thirsty Display.
Message Display. ’

&®
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Adding a Message Display and Setting Its Appearance

Choose Dynamic Buttons > Message Dynanic Buttons | Dynamic Boards i
Display Action

Ficture

Prediction

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

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

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

change its size. E 1 | | hoppy ] =

Changing the Text Size B aewiccr el
3 Salm;‘:\e IMessallge‘ Telxt I :
If the dlsplay text is too small or too large, you |5 Sevesseomer
can change it to the size you want. e
3. FontStyle iﬂ
With the Message Display selected, you can L e 1
set the font, style, and size using the Text 1| oot b
menu, or Ctrl right-click the Message Display ; o
and choose the option you need § Wm _qm
E you 2 | —

Changing the Text and Display Colors

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

With the Message Display selected, click the ﬂ
Color Tool.

Color Tool

In the Color Palette click on Button, Border,
or Text, then click the desired color.

NOTE: You can also change the color of the
Message Display text by right-
clicking the Message Display and
choosing Font Color from the
contextual menu.
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Making a Button Type a Text Message

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

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

Select Type Message in the Action Menu
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 dialog, type the text to appear in the
Message Display.

Tip: Add a space after the text to keep it
from being combined with any
3 additional text added to the Message
Display.

|_ x|
| =
& 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
message now appear in the Assigned
Vil Actions list.

Click the OK button when finished.

Azzigned Actions

Tupe Mes

Action Details
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Adding Simple Message Display Controls

Making the Message Display Speak

Double-click the button you want to use to speak | Tf;; sb u/ftoyh

speak the contents of the Message Display. @% cv}/ilspI;;f/ ethe
speak.
1 remove last
—

x| This button

\ will remove
sad | ‘ mad | the last word

™\ ~\ entered.

Select the Messages tab then select the Say Viewing actions that control
Message action in the Action Menu. the Message Display.

Button Actions

Baszics Messagd \| Board Ehangel Text & Cursor
Action Menu

Type Meszage ¥ -

FEage k

Say Mes:
Say Sele
Delete

Femove Last Meszage

ctior
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 the OK button when finished.

Azzigned Actions Action Details

Removing the Last Message

. Basics Messages | Board Ch Texnt & Ci
Double-click the button you want to use to o o | o Chare | Tt Casr|

remove the last message from the Message Lype Message -

4 Display Say Selection

Celete

Select the Messages tab, then select the Clar MessagaDisplay

Remove Last Message action in the Action o

Paste
Menu.. Print Message
Capitalize Mext
Picture Button
Ficture Speech LI
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The Remove Last Message action now Aszigned Actions Action Details
appears in the Assigned Actions list. This Remove Last Messags

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 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.

Capitalize Next - Capitalizes 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 Capitalization. All characters entered will be in upper case.
Caps Off - Turns off Automatic Capitalization.

Expand Abbreviation - Expands defined word/phrase abbreviations.

163



Chapter 13 - Using a Message Display with Text

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 dialog 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
later.

X

Message AppearaNye Picture Size |1 Inches Background Highlight Color J Click here to Change the

LT I:l | selection highlight color.
‘while Composing Message | Sap Each Letter J Select either or both of

I™ Sap Each Ward these options to make the

display speak as text is

¥ Sap Message being entered

Saying the Message [ Say with Highlighting Delay Iu Second g )

[ Say Meszage
Mote - Typically, only the first Sap Message is checked. I highlig - Select one or all of these
can also say the meszzage normally before and/or after highlighting.

options to set how and in
what order the display
¥ Select Entire Message After Speaking will speak_

~——

ahcel

Select this option to make the display
selectable like a button. The display
will speak when selected.

L . 1
Selecting the contents of the
display after it is made to
speak will cause the text
entered to replace the
display's current contents.

[ Selectable Display

Setting Notes:

* Saying the Message - Selecting all three options 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 option 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 (Cool Stuff tab) will not work when this option is selected.
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Chapter 14
Using a Message Display with Pictures

Chapter Overview SDP

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:
* Placing a Picture into the Message Display

*  Uniform Line Spacing - Pictures and Text

The Message Display accepts pictures
as well as text from a button.

@ﬁ, speak

remove
—
last

Picture Buttons

- - d
copy the picture happy sa

and text on o
their face into

the Message
Display. hungry thirsty

5®| g®

strong
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Placing a Picture into the Message Display

Double-click the button whose picture you want

1 placed in the Message Display. you
Note: A picture of the button will then be @
placed in the Message Display.
_—

Select Picture Button in the Action Menu.

Button Actions

Basics | Messagesl Board Ehangel Tent & Eursorl

Two actions will automatically appear in the Action Menu
Assigned Actions list: ek s
Flay Recorded Meszage
» Picture Button tells the button to place its o e Back.
picture in the Message Display. Sonkon P

Recorded Preview

* Picture Speech makes the button speak when W

selected and when the Message Display is
spoken.

Assigned Actions Auction Details

Note: You can create a button with the Picture Button and Picture Speech actions already assigned,
by selecting Dynamic Buttons > Picture.

Note: The Picture Speech and Picture Sound (plays a recording or sound) can be assigned
separately and are found in the Messages category. 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.
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Double-click the Picture Speech action to edit |[FEAc T |
lt ou | ;I

In the Enter Text dialog that appears, type the
3 word or text you want the button to speak, then
click OK. &

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

If you want the button to speak the text on the . .
face of the button, select the Use Button Text 0 s B e

option.
p Speak | Cancel | ak. I

Azszigned Actions Action Details
Ficture Button [JHide Text

Picture Speech 'ou W Suppress

4 Action Options

* Hide Text (Picture Button) - When this option is selected, 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 option is selected, the action(s) will not be per-
formed 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

x
lMessage Appearance Ficture Size |-| Inches Background Highlight Calar
[ Uniforrn Line Spacing I:l
5 ‘while Composing Message [ Sap Each Letter
[~ SavEach'word

The Message Display will scale pictures sent by any size picture button to a uniform size. The default
size is 1 inch.

Double-click the Message Display to edit its settings. To change the size of the picture to be placed into
the Message Display, click in the Picture Size box and type a picture size.
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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 select the Uniform Line Spacing option in the Message Display
Settings dialog. This feature will make all lines in the Message Display the same height, allowing space for
either pictures or text.

Message Display Settings

Meszage Appearance Picture Size |1 Inches

|~_T\Unifolm Line Spacing
&

wihile Composing Message [ Saw Each Letter
[~ Say Each'word

_ V¥ Say Message
Saying the Message [~ Sap with Highlighting
[ Sap Meszage

Mate -- Typizally, only the first S ap Messags
can aleo 2ap the meszage nomally before 3
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Chapter 15
“Use Button Text” Boards

Chapter Overview | 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 that can be customized quickly by changing the symbols and labels on the buttons.

A collection of template boards are provided that 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

¢ Actions that Can Use Button Text

A template board that makes use

The Picture Buttons on of the Use Button Text option.

this board will speak
whatever text is on the
button face.

/
I like speak
@
% remove last
—

| likey All of the buttons are

, already assigned the
eatlng necessary Picture But-

ton actions set to use
| Idon'tlike | the button text. Simply
add the desired sym-

& [ gk | bols (with text) and the

_ i _ board is ready to use.

\

Do you like

Later, if you change

the symbol and text,
the button will speak
the new text.
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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 | Test & Cursor |
template button. factian Meny

Speak Message
Type Meszage
Flay Recorded Meszage

Double-click the blank (template) button. Change Board
Change Board Back
Text Preview

Select Picture Button in the Action Menu list. Spoken Preview

The three picture button actions will appear in the W

1 Assigned Actions list.

OR

Another option of creating a Picture button is to [Dymamic Buttons  Dynamic Boards e

Action

choose Dynamic Buttons > Picture. This will mg
: P

create a 1-inch square button with the two picture redetion
button actions already assigned to it.

Message Display
Preview Display

Create Scanning Group  Chrl+G

Double'click the Picture Button ltem Create PopUp Board
Special Buttons 3
5
=
Select Use Button Text.
This makes the button
speak any text on the
button face. 7]
' Use the Test Above Imzert & Returtin Test Above |
[ ]
2 F%Use Buttan Text
Speak | Cancel | ak. I

Double-click the Picture Speech action.

In the Enter Text dialog, click 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 OK when finished.
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Azzighed Actions Action Details
Ficture Button [JHide Text

Ficture Speech Usze Button Test: <empty: W Suppress

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.

Click the Suppress box to uncheck this option and make the button speak when selected.

In this example, we will also make the button
provide an audible cue using the text on the button
face.

Add a Spoken Preview that speaks
the text on the button face.

Basics | Messagesl A \d Ehangel Teut & Cursor

Action Menu

. . Speak Message
4 As in step 3, select the Use Button Text option. Type Message ag\\\

Select Spoken Preview in the Action Menu list.

Flay Recorded Mess
Change Board
Change B_oard Back

Clle OK when ﬁnished. erv

Recorde: 1
Clear Meszage Display
Ficture Button

Agzigned Actionsz Action Detailz
Ficture Button [JHide Text

Uze Button Test: <empty> M 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 OK when finished.

Now that actions have been assigned to the oo
= Set the
template button, make any appearance changes to p
he button appearance for
t : ; your template
. . i button.
6 For this example, click the Shadow Tool and turn ' utton

on button shadows.
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 OK when finished.

oo
==

= I S I S = = S

@,,, speak

remove
last

‘

8 [ ] |

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:

This window is common
/I to all the above actions.

Speak Message
Type Message
Text Preview
Spoken Preview

Picture Speech

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

- Use the Test Abave | / would deselect this option if you
— are working with individual
% letters that will be combined to
V¥ Add a Space after the Test

form words, for example when

* Lze Button Test
creating a keyboard or spelling

3 e
Cancel | ak. aCtIVIty
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Chapter 16
Working with Movable Buttons

Chapter Overview [um:| B

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 other 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 button.

The following topics will be covered:

*  Showing the Movable Button Tool *  Creating Movable and Destination Buttons

» Editing Actions for a Movable-Destination *  Setting a Movable Button to “Snap Back”

Button Pair .
*  Centering a Dropped Movable Button

»  Setting a Movable Button to Clone Itself .
*  Scanning and Movable Buttons

e Changing Button Types

* Limitations of Movable Buttons with Scanning

Access Methods
ZTUthtf)Is/se %c;valg;i Put 6 circles in the green box
) y and 5 triangles in the blue box.

be moved and
dropped on any \
valid destination.

This button is

being dragged
into the green

box.

Destination buttons will
perform actions when the
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 toolbar. You will need to set the application to show
this tool. Choose Dynamic Boards > Show > Movable Button Tool.

pr—— I

v Design Ctrl+D L | —
Lse crsu E Q Q Boards Help
f !
P P [P PR BV

Speaker Volume. ..
Keyboard Response. ..

Button Keys... Movable Button Tool
Highlight Buttons. ..

org Predeton. The Movable Button Tool
is initially hidden. You
must set the program to

o B WA SRR AE==O&lalte
oice... /

<

v Typing Shortcuts

Usage Counts... dISplay 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 the Movable Button Tool. 5
‘ Q|5e
)

[Movable Button Toal |

Click the button you want to make movable. Movable Button Tool cursor
The Enter Name dialog for the Movable

button will appear. Every Movable button
must be given a unique name.

Type a name for the Movable button and click

OK. Far a button to be movable, it must have & name. Please enter a unique deseriptive name for this
movable button

Note: Movable button names will appear in
a green box displayed in the center of Conce
the button whenever the Movable
Button Tool is active.

Click and drag the Movable button on top of S— — —
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 dialog 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 Lo

background to create that pairing. \

Drag and drop the Movable
button onto the desired

Destination button.
\ 7
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5

Type a name for the Destination button and
click OK.

Note: Destination button names will appear
in a red box displayed in the center of
the button whenever the Movable
Button Tool is active.

For a button to be a destination for a movable button, it must have a name. Please enter a unique
descriptive name for this destination button

|Green Box

Cancel

§)

178

Assign actions to the Destination button that
will get performed when the current Movable
button is dropped on this Destination button.

Note: A Destination button can be paired
with multiple Movable buttons.

Note: A Destination button can not be
selected 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 in this chapterfor more
information.

Acton Details

Agzigned Actionz

A recorded “boing” sound will be played when
the paired movable button is dropped here.

When the application 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
the square into
the green box,
you will hear the
“boing” sound.
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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. Because you’ve already given names to the
Movable and Destination buttons, you won’t be
asked again to enter names.

The Button Actions dialog will appear. Only the
actions that are associated with this Movable-
Destination button pair will be displayed. Edit the
action list as necessary.

(] ¢

4 N
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 the Destination button as you would to edit the actions of a normal button.

The Button Actions dialog 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

Action Menu General Help Aszsign Remave Order Insert

WP 02 For additional help, point to one of the four topics listed to the right of
Plap Recorded Message "General Help" above.
Change Board
Change Board Back
Teut Preview

Spoken Preview
Recorded Preview

Clear Message Display Action that is performed if the
button is selected directly or via

dl

Agsighed Actions Action Details -
e Actions that are performed only

I svmavable = Square if the Movable button “Square”

Flay Recorded Meszage Baingl . .
Elze If svmovable = Diamond | IS dropped on thIS button.

Flay Recorded Meszage Bloip \
Elze If zvmovable = Triangle | |

Flay Recorded Meszage Boingd
Else If svmovable = Circle Actions that are performed only

Play Recorded b EBoing2 .,

E— — N if the Movable button
Play Delete “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.

In this activity, the \ Q

board background is
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 the Movable button which will be

assigned the “snap back” property and choose E curButien
. | opy Button

Movable Button Properties from the | Clear Button v

contextual menu. The Button Properties ;

dialog will appear. b

1 Import Picture
()

Font...
Properties 3
Alignment k 3

Select the Snap Back option and click OK.

Enter the unigue button name:

o The name of the

P—— Movable button
€ Standard buiton being edited.
& Movable buiton

1 Snop Bisck: Sriap this mawable buton bsck to it ast posiion when dropped on an invalid
destination

v Clones: Instead of moving the movable button itsel,. create @ new "cloned” copy
enever this movable buttan is 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.

A cloned copy of the

original button is
Q T moved in its place.

1 Right-click the Movable button you want to clone, and choose Movable Button Properties from the
contextual menu. The Button Properties dialog will appear.

Select the Move Clones setting, and click  — 5

OK. Enter the unigue button name:
The name of the

‘Euc\e
| b‘& movable button
pecify the tpe of the: buttor:

£ Standard buton being edited.

is movable button back to its last position vhen dropped on an invaid

d of moving the movable button tsel, create a new "dloned” copy
ve this movable button i grabbed

With the Move Clones options
selected, you can now move copies of
the original movable button.
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Centering a Dropped Movable Button

A Destination button can be set to automatically center 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 the Destination button you want to center, and choose Destination Button Properties
from the contextual menu. The Buttons Properties dialog will appear.

Select the Center Movables option, and click s 5

OK . Enter the unigue button name:;
The name of the

‘Eveen Box
g.myMpw..hehu..un‘x Movable button

 Standard bulten being edited.

" Mowable button

2 :

* Desfination button

= movable buttons to appear in the exact center of the destination
here they'e diopped

Cancel \
The Center Movables setting
will center a dropped Movable
button within this button.

Center Movables: Forc
(5, s iy
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Changing Button Types

Using the Button Properties dialog, 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.

Note: This is done primarily to turn a Movable or Destination button back into a standard button.

Right-click the Movable or Destination button whose type is to be changed and choose Destination
Button Properties or Movable Button Properties from the contextual menu. The Buttons

Properties dialog will appear.

Button Properties E\
Select the appropriate option, and click OK. Ertr e e btnrane
e The name of the
Specify the type of the button: § Movab/e Or
9 St Destination button
2 B being edited.

The type of the button
(Movable, Destination,
r Standard) can be

B 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. 1

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

to normal scanning rules. @
1 ¢ O A

Note: Destination buttons will not scan
unless they are also assigned actions
that are not associated with a specific
Movable-Destination button pairing.

{ A

Once a Movable button is selected, it will The selected Movable button
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
Destination buttons. fue zf'a“;f:d;"i:‘“;’gm‘;%i 1
Selecting one of the Destination buttons will N\ ELZ?; xzhx”[l)izgzanon
cause the Movable button to glide from its old . @ C i
2 position into the Destination button. ) ., V1
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\ 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
in this chapter.
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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.

» If the 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 [+ 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 organize a large
quantity of vocabulary that is related to a specific activity.

The following topics will be covered:
e 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.

] & 47

What did you use tg//cook it?
? 13
B

fork spoon

G/

hands go back

@N |

Food
Review

=
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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

& @

cook today?

—

Food
Review

What did you

use to cook

)

[7] &

This button will
open the PopUp
board shown.

(2]

fork
What

/

spoon

hands

How

A\

&

......

it?

The buttons for

this PopUp are
first arranged on

the topic board
— before the PopUp
is created.

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

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.

1 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 2 4 9]
that did yo use to cook

___________ .
fork a spoon %ﬂ

it?

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.)

Choose Dynamic Buttons > Create PopUp
Board.

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 will

board and pasted into a new board that is sized set the PopUp
accordingly. board size to be | |-
_ slightly larger
When the Save As dialog appears, type the than the selected
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 N

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 color, 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 in the Actions
hSt (Change Board CategOI’y). Basicsl Messages  Board Change | Text&EursorI |

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 board 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 the OK button when finished.

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.

Tip:

Double-click to Select a Poplp Board,

Use the scrol arows  necessary.

=

5.25 Inches fiom the Left
i InehestomtheTop

’, PopUp Board Lacation

Specifies the
PopUp board's
location on the
topic board.

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.

PopUps without Message Displays

PopUp
Board
Text or Controls
flow down to
Message Display
-3

PopUp “Go To PoplUp”
Board Links

Message Display

LI LI
LI
IO L

190

PopUps with and without MessageDisplays

Text or Controls

Contents Preserver

PopUp
Board

Message Display

PopUp ™
Board

“Go To PopUp”
Links

PMessage Display |

L]
[]
L]

N
(T
LI L
LI L]

LG
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Chapter 18
Working with Quick Action Buttons

Chapter Overview [+ 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 personalized as needed, without having to edit the board in the Design
mode.

The following topics will be covered:

*  Working with Quick Text Buttons *  Creating Optional Quick Text Control Buttons
*  Working with Quick Picture Buttons »  Working with Quick Record Buttons

* Adding Quick Day, Quick Date, or Quick Time
Buttons

Quick Day
I like you Wednesday A/I button

Save text mes-

sages using 'S

Quick Text but- ——
Quick Text Wednesday, Sep 06, 2006 ,I Q

tons Copy to \I button
Quick Text
Record

Button 12:47 Quick Time
button
messages
using Quick )
Record ey Q‘jicépkyTtgxt Change
buttons. EG pictures using

Button
e Quick Picture

Record buttons
Message Message »

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, 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.

Wednesday, September 05, 2005 Canihave || thenk you
Cafeteria Menu 2; f%
Main dishes Fruits Snack foods Drinks Dessert
The text on _ : : :
, Ham sandwich | A big red apple| Lots of oreos | Chocolate milk | Chocolate chip A Message
these Quick cookies i i
Toxt buth Display is
ex b u 0("7{/ needed to
can be qUIC, y Hot dog and Bananas Fruit squares | A glass of milk Cherry pie compose the
Zfdated while chips text that will
: eﬂfrogram Is be copied to
n de se a Quick Text
moae. button.
Pearni Buimon and pdy sandwich 7
Last Claaer Crsplary ] Ciear Bution ] | Paste bo Bumon I cmfr‘mm ] Main |

Special actions allow these buttons to copy

text back and forth between the Message

Display and a Quick Text button.

Double-click the button that will become a Main dishes
Quick Text button.

&7
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Assign the Quick Text action (Quick Actions —
. . Button Actions

tab). The Enter Text dialog will appear.

Basics] Messages] Board Ehange] Text&Eursor] b

Action Menu I

Quick Type
2 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 o

Type an initial message for the Quick Text or
leave the message blank and it can be filled in
later by the user.

Enter Text &3]

Click OK when finished. Type the initial message
or leave it blank.

Insert Retum GetTe | Cancel

Assign the Quick Speak and/or the Quick = — —

Type actions (Quick Actions tab) to make the e Quic (Butonpctions |

button speak and/or type its message into the Speak and T e e
p yp g Quick Type Action Menw

Message Display when selected. actions tell the [T Biairz: ~

Quick Type
4 Click OK when finished.

V4

button hOW tO Dizplay To Quick Text
. Quick Text To Dizplay
use ItS Saved “ariable To Quick Test

Quick Picture

message teXt- Copy To Quick Ficture
Quick Record

Set Quick Record

Quick Day

Quick Date

Quick Time

Speak Dap/Date/Time/Prediction o

Double-click the button to be used to copy the S This button will copy the
Message Display text to a Quick Text button. ' Paste to Button ] new message and start
Assign the Display to Quick Text action § I the Quick button
(Quick Actions tab), then click the OK i | selection mode.
5 button.
Azzigned Actionz Action Details

Dizplay To Quick Text
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194

To use a Quick Text button, switch the application to the Use mode (Ctrl +U).
Type a message in the Message Display.

Click the “Paste to Button” button. The cursor will change to a pointing finger, indicating the
application 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 the Quick Text button to hear it speak the message.

[Wednesday, April 11, 2007 Canlhave | | thank you
Cafeteria Menu g,; ,J@

Main dishes Fruits Snack foods Drinks _l)e;serf
Click the Quick ® 0 O
Text button and - =S .

L A big red apple | | lots of biscuits | | chocolate milk | | chocolate chip
the new message cookies
will appear.

Bananas Fruit squares a glass of milk Cherry pie

| Type a new
message.
‘Ham sandwich /“—

Clear Display ] Clear Button ] PasteloEunon] Cupynumauuun]

& Fr

Click here to enter
the Quick button
selection mode.

Note: The font and font appearance of Quick Text buttons can be set by using the contextual menu
or by choosing the appropriate command from the Text menu.
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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

j This button clears the
Double-click the button to be used to clear the . Clear Display J Message Display.
Message Display. : /
gl Assign the Clear Message Display action Assigned Actions Action D etails

(Messages tab), then click the OK button. Llear Message Display

In the Use mode, click on this button to clear
the Message Display so you can type a new
message.

Clearing a Quick Text Button

Double-click the button to be used to clear a This button clears a
Quick Text button. - Clear Button Quick Text button.
Assign the Clear Message Display action : : : :

PAl (Messages tab) and the Display to Quick Azsighed ﬁﬂ“'ﬂnﬁ Action Details
Text action (Quick Actions tab), then click Clear Message Display

the OK button. Dizplap To Quick Text

In the Use mode, click on this button, then
click on a Quick Text button to clear its
contents.

Copying text from a Quick Text button to

the Message Display This button will copy
the text from a

Double-click the button to be used to copy the g Quick Text button
text from a Quick Text button to the Message - Copy from Buﬁod into the Message
Display. : Lt Display where it can

) ) be edited, printed,

3 Assign the Clear Message Display action or spoken.
(Messages tab) and the Quick Text to
Display action (Quick Actions tab), then S m— . Aoton Detals
click the OK button. .
Clear Meszage Dizplay

Quick Text Ta Dizplay

In the Use mode, click on this button, then
click on a Quick Text button whose text will
be copied to the Message 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.

M= <xe {1 = |

Which animal does  not  have any upper front fteeth? The answer
buttons are set to

copy their pictures

. :@ ﬁ? x %ﬂ to any one of the

What has legs, but  no  hands? Quick Picture
] buttons.
E» G o
jeRN Y e
Which animal gives m|lk'? 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.

Double-click the button that will becom¢a

Quick Picture button. ij m

top of trees? Q
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Assign the Quick Picture action (Quick Actions tab), then click OK.

Button Actions

Basics | Messages | Boord Change | Text & Cursor | Message Fies | Settings | Vasisbles  Quick Actions | Cool Stult |

Action Meru Genesal Help Agsign Resnove Order Insest
Quick Text ~
Quick Spesk IThis action aliows a buttor’s pactune bo change in 1esponse bo a Copy bo
Quick Type Quick Pichae action

Display To Quick Text
Quick Tesdt Ta Display
Vagisble To Quick Text

Copy To Duck Ficture

g Check the Save All

Quick Day

Guck Date Changes box to save any
Speak DD ste/Time/Prediction v

Quick Picture change
made to this button. Other-
wise, the changes will be
temporary.

N\

2 Assigned Actions Auction Detals .

Ca Delets | Concel | oK |

Note: By default, Quick Picture changes are not saved on the board. To save any changes, select 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 select the Save All
Changes option.

Double-click the button whose picture will get
3 copied to a Quick Picture button. Answer Key | er% §
' | sea

. bea

Assign the Copy to Quick Picture action (Quick Actions tab), then click the OK button.

Check the Copy Every-
thing box to copy every-

Agsigned Actions Action Details thlng on the button face to
Copy To Quick Picture B Copy Everythir the SeIeCted QU/Ck Plcture
4 button.

Note: By default, only the picture closest to the top-left corner of 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), select the Copy Everything option in the Action Details list for
this action.
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To use a Quick Picture button, put the application 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 application 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.

|

N

Ot bkd P 2| & g "

Which animal gives us  milk? COW Is there another?
Answer Key s Qﬁ_ =4 W/(A b Lo ‘
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

& A 1 > 29

Today I worked an math and  spelling,

® -~ = [=]

and after that I had drama, I
am gaing to play the  gqueen. Quick
i (o indn kg M [0, weiect P e iood snd fyime & Sode o o o oo sbove Record bUt—
This button speting [l reoding | math | science | geogrophyllf - drama tons. One
o = jy # | but
initiates the Gl % % A . < message but-
Quick Record ] ke e . > tonis prOVIded
[ hememerh || homemek B f h
mOde' dmiErucioan Dok oo B green Senigid feright fznighs oreac
e i w™ + . L potential
:::::m'ul‘!-:m:ll‘ 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 dialog (Dynamic Boards >Access

Method > Scanning Options...).

Double-click the button that will become a -
spelling reading

Quick Record button.
1 *
homework

to niéh’r
*
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Assign the Quick Record action (Quick

Actions tab), then Click OK Basics | Messages | Board Change | Text & Cursor | Messoge Fies | Setings | Verisbles  Quick Actions: | Cool Stulf |

General Help Assgn  Remove  Order Irsest

[This achion allows & bullorrs recarded message change i resporise 10,3 Sel
Quick Record sction.

Flay Delete Cancel

Double-click the button that will be used to
initiate the Quick Record mode.

spelling reading

“b.| (&)

homework

to niéh’r
*

Assign the Set Quick Record action (Quick
Actions tab), then click OK.

Azzigned Actions Action Detailz
Set Quick Record

To use a Quick Record button, put the Click here - -

. . . b spelling reading
application in the Use mode (Ctrl +U). to initiate ||

the Quick Ca &7 [&]
Select the Record Notes Home button. The Record *
cursor will change to a pointing finger, mode. home_w:rk
indicating the application is in the Quick %*
button selection mode. *
/\

Click on any Quick Record button. The

The pointing finger indicates
Record Sound dialog will appear. P 9ing

the program is in Quick but-
ton 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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§)

Click the Record button to begin recording
the message. Click the Stop button (toggled
Record button) when finished recording.
Click the Play button to hear the recorded
message.

Click the OK button to close the dialog and
save the recorded message.

Note: The Record Sound dialog is not
accessible via scanning selection. To
prevent an individual using scanning
access from being unable to cancel
out of this dialog, it has been
modified so that it will automatically
close after 15 seconds if a recording
has not been initiated.

The Record button will
become the Stop button
once recording has started.

Record Sound

1. Click Recaord

2. Speak into microphone.

3. Click Stap.

4. Click Play to check recording.

5 Click OF or Cancel when finizhed.

Fecord Time [sec):

Cancel

Record
[
[

a0

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
buttons fo the right and record
a message fo the caregivers at
home.

spelling Selecting
the l_)uttc_)n
Ca E\? again will
x| play the
W | | message.
tonight ~ "Sarah
= needs to
XI| | practice....”
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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 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 s //
Time action (Quick Actions tab) as 5 L |
appropriate. C a
1 Note: To change the display format of the R )
date or time, click the Customize 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 Actionz Action Detailz

Cluick Date
Speak. D ap/Dates/TimePrediction

Twpe Day/Date/Time

A\ A\
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 [u+ 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 sections will be covered:

* Launching Programs * Random Action

* Playing Movies » Selecting and Changing Voices
*  Voice and Sound Volume *  Setting a Private Audible Cue
* Changing the Pronunciation of Words * Password

* Greeting » Display Menus or Title Bars

* Saving a Board’s Action List * Usage Counts

*  Printing Interactive 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.

Choose Yoices x|
Select the Type of Yaice

 Use 54P1 4 Voices " Use RealSpeak Voices

&+ Use SAP| 5¥oices

Waice Number

[ Click T Haar | Voice Name Fitch Spesd
1. Main Voice | [Micrasoft Mike | |pefat x| [Detair |
2. Freview Voice | |Micrasoft bike | |oefat x| [Detar x|
3. Altemate Voice | | Micrasoft Mary | |oefat x| [Detar x|
4. Altemate Vaice | |Microsoft Sam =l Joetant =] [oeran =]
| Change Word Pranunciations... | Cancel | ok |
\
A\N

Change the pronunciation
of mispronounced words.

203



Chapter 19 - Other Useful Program Features

Launching Programs

Programs, documents, or files can be launched from a board by linking a button to a shortcut for the program
or file. You should create an alias of theprogram or file you want and move it to the SDP Externals folder
before you assign the Launch Programaction to a button.

Creating a Shortcut

Locate the program you want to launch in
Windows Explorer (or using My
Computer).

Right-click on the desired program or file icon
and select Create Shortcut from the pop-up
menu.

CNT File
ZKB

 Uswwsz000C0, hip

‘Il!:]' }kﬁeb File

Right-click a file to
create a shortcut.

Send To

3

Cuk
Copy

WI

eleke
Rename

Properties

Drag (or copy) the shortcut you created into
the SDP Externals folder. This folder can
usually be found along the following path:
C:\Program Files\Boardmaker with SD
Pro\SDP Externals.

—lof x|
P ——— | &
Qo - () - (| D sean | rovers | [ 5
Aderess [ ciprogram Flesipoarcnater with 50 Pro L]
Neme I See | Type [ Dt Hodied 1
File and Folder Tasks ER= ] File Folder 10/12]2007 8:30 AN
I e L — |

@ Publsh ths Flder tothe
e

57 sher tis fokdr

[l mstauLLo6
o2,

Dwsetpiere

Kl

4172007 5:11 Pt

71242007 3:40 Pt
10152007 9:28
4172007 5:09 Pt
417/2007 5:09 Pt
10/15(2007 9:28

10/12/2007 8:25

3113(2002 3:07 Pt

9/28/2001 10:00
0/2006 3:31 P

userdics th
TLxFle
1ke

W swiszonco o
000 Vi

widorawsz.dl Wws2000.cnt
1001 CHTFile
WidGraphBas DLL 28

10112007 10:16 AH

10/11/2007 10:17 AH

Si2/2007 2:22 PM
6/s/2007 2:07 P
162006 328 P
6/4{2002 10:50 AM

sfisjzos 538 AM |
e/9/2003 4:08 P11

g with Symbol

o R

M WFCDLL Shared Lbrary - Reta,

M
an
M
4
e

an
M

Pm
4

USWS2000CD.Hip
)

e lp il
137KE

Js 2000

Shartzut to LSWWS2000CD. exe
hortcut

P06 1

Linking a Button to the Shortcut

Create a button that will be used to launch the
application or file and assign it the Launch
Application action (Cool Stuff tab).
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In the dialog box that appears, select the I

shortcut you created and click on OK. Close R E—
. . | Sy Basics | Messages | Board Change | Text & Cureor | Message Files | Setiings | Variables | Quick Actions  Cool Stuff
the Button Actions dialog when you finish | Launct e D M Em B
.. . WWS 20 ;\aydMuws |Th\saclmnw\l\LaunchanuthelAppl\canun
editing it. i

Cancel Speech ey stom Indicator b
SetButton et S0P By jion Clck wav
Set ButtonLabe |2 potton &

4 Note: Only shortcuts placed in the SDP -
Externals folder can be selected.

Double-click to Select a Shortcut

5 tandard Indicelor b

Use the scrol arroms i necessary

Assigned Actions

Enter aptional command ine arguments here:

Pl
_rw | =
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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 color.

The following is an example of creating a Assigned Actions
button that will speak students’ names at
gl random.

Action Details

Create a button and assign it the Random
action (Cool Stuff tab).

Assign a series of Speak Message (or other)

. . . Azzigned Actions Action Details
actions, each given a different student’s -
name R andomm
) Speak Mezzage Eabby
When the program is in the Use mode, the Speak Message Lindsay

button will randomly speak one of the
student's names each time it is clicked.

2 Note: If you want a button to perform

another action after a Random Azzigned Actions Action Details
action, e.g., a board change, assign R andam
the End Random action (Cool Speak Message Babby
Stuff tab) then assign the other Speak Message \_ Lindzay
desired action. Speak Meszage \\ M atalie

End Random \\

Only the indented actions under the
Random action are selected randomly.
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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 the button that you want to use
to play a movie.

Button Actions

Basicsl Messagesl Board Ehangel Text&EursorI |
Action Menu

1 Click the Play Movie action in the Cool
Stuff tab.

End Fandom

Set Button Picture
Set Button Label

Set Button Properties
Malan

Locate and open a saved movie. 20

Loak in: I_}T\eShnasmm j = = -

e

Type: Video Clip
Duration: 0:00:11
Dimensions: 320 x 240
Size: 2.16 MB

My Dacuments

My Computer
"ﬁ File name: It\e shoe 3.avi j Open I
Files of type: [ Moz (~.avic" - mpg) =l Ciancel

™ Open as read-orly

Azszigned Actions Action Details

Play Movie tie shoe 3.avi Flay on Button

3 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, choose Dynamic Boards > Speaker
Volumes.

speaker Yolumes X

Configure how the
different volumes are

Separation of Sounds

™ Mo Separation. Use Control Panel Yolume 5etting, set and controlled.
Setthe Loud &% Mo Separation. Use Yolume Setting
and Soft " Left Channel and Right Channel
volumes. . Normal
Show Soft Settings voice and
recording
Loud Settings alurme volume.
Mormal Sounds M ax -
Preview Sounds 5

Preview
voice and
recording
volume.

Button Click Sounds

|3 vI
Button Scan Sounds / q —

Cere] | 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 the Show Soft
Settings button to change the volume levels for that set. The 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.
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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 localized 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 I =
i v Design Chrl+D Select the Type of 4
Use Chrl+U = Use SAPI " Use RealSpeak Yoices
Access Meth
Button Selectfr... :
5
STatoEl 7 DL Tooe 1. Main Yaice | IMicrosoft ke j IDefauIt j IDefauIt j
kevboard Response. ..
Button Keys. .. 2. Preview Yoice | IMicrosoft Mike j IDefauIt j IDefauIt j
W ::'il::lg:rtesditttiz:.s:.” 3. Altemate Yoice | IMicrosoft b ary j IDefauIt j IDefauIt j
abbreviations. .. 4. Alternate Yoice I/ I Microzoft Sam j I Default j I Default j
Infrared Commands, . /
v Typing Shorbcuts Change Word F//wnciations... I Cancel | ak. |
Aestricted|(Ise //
Usage Counts. ., / L - -
Gzt . Two alternate voices can be configured.
Passward... 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

(Settings tab of the Button Actions dialog).

Note: These actions should only be used on a fast

Azzigned Sotions Action Details
| =g Voice 1
Speak Mezsage Thiz iz waice 1.
=g oice 4

computer due to the potential delay resulting
from a voice change.

Cpeak Meszage

Thiz iz vaice 4.
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Setting a Private Audible Cue

You can configure the program to provide a user with private audible cues through an earpiece or headset. To
do this, you must use the Recorded Preview action (in the Basics tab) and will need to purchase a stereo
splitter jack into which you will plug an earpiece and an external speaker. The splitter jack will send the right
channel sounds to the earpiece and the left channel sounds to the external speaker, or vice versa.

By using the Left Channel and Right Channel setting in the Speaker Volumes window (Dynamic Boards
> Speaker Volume), a Recorded Preview can be configured to play through one channel (right or left) but
not the other (see the picture below). You will want to set an appropriate preview volume level for the
channel you have the earpiece plugged into and mute the volume for the other channel.

Note: The synthesized voices cannot be set to play out of only one channel (right or left). They will always
play through both channels.

Speaker Yolumes |

Separation of Sounds

" Mo Separation. Use Control Panel Yolume Setting,

Y. t L ft Mo Separation. Usze Volume 5 etting Below. Set the VOI'Ume Ievel
C(');J mUSI Uss Re ht ¢ Left Charnel and Right Charnel fOr the maln OUtpUt
annel and Rig voice. Right and Left
Channel for private Show Soft Settings | should be the same for
audible cues. ; i
Laoud Settings Left Walurme Right “falume SyntheS/Zed voices.
Mamal S ounds Max Max ¥ -
Previgw Sounds |4 ,l T Set the volume level
Button Click Sounds |4 ,l Mute T\ for the channel
Button Scan Sounds |4 vl Mute [ connected to the

earpiece. The other

Cancel | |I channel should be

muted.

You may need an external
speaker plugged into the other
channel. Plugging the splitter
into the computer may disable
any built-in speaker(s).

Plug the earpiece or headset
into the channel (right or left) 7
set under Preview Sounds in
the above screen.

Book cassette adapter
(stereo splitter)

Note: If you will be using a mono earpiece, you will need a stereo to mono adapter between the earpiece and
the splitter.
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Changing the Pronunciation of Words

The synthesized voices will not always say words correctly, especially in the case of certain proper names
and foreign-derived words. Alternate phonetic spellings for words can be saved to correct pronunciation
problems for all available voices.

2

Choose Dynamic Boards > Voice. The
Choose Voices dialog appears.

Click the Change Word Pronunciations
button.
Note: Make sure the voice you need to edit is
selected as the Main Voice.

Select the Type of Voice
& Uze SAP] 4 Voices
7 Uze SAP| B Voices

" Use RealSpeak Yoices

}"E;;i Humber | Veice Name Fitch
1. MainYaice [ [Mike = N
2. Preview Voice | | Mike =l |1 13

3. Alternate Voice [ [Mike = N
4. Altemnate Voice | | Mike =l |1 13

Change ‘word Pronunciations. ..

Type the word that needs its pronunciation
changed.

Click the Play button to hear the current
pronunciation.

Note: The screens shown in this example are
for the SAPI voices. The
pronunciation screens for the
RealSpeak voices will look different,
but function in a similar fashion.

Type in the word

Fleaze type in the word pou want to modify:

Iflautd

Select one of the following:
& dd this word to the dictionary
| Change the pranunciation o this word
| Remoyve this word fram the dictionar
| Change capitalization or speling

Frezz "Mext" when pou've made your selection.

< Back Next

Cancel
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Click in the empty box in the middle of the Change the pronunciation x|
screen. Type a phonetic spelling for the word.

As you type each letter you will hear the [favta Py |
progreSS Of the new pronunoiation‘ 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 Play again if you need to hear the new
3 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 Fhonemes |

Click Finish when you are satisfied with the
new pronunciation.

Note: Ifyou click the Phonemes button, you
must enter language specific
phonemes.

< Back Finish Cancel

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, choose File > Print Board on Single Page. The
application 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 1 for help with the printer page
settings.

Breakfast Board — N?kaﬂfw B”“"dq .
/fyou use the french toast pancakes frj\ede,gg coffee é s | Q g Use the Print
Print command, é = é nnnnn éjb e Board on Single
the board will print 7 @ i & | B2 e 3\7&‘\ Page command to
on multiple pieces h pe IFIEAF scale the board to
of paper. = | e | | €| O|=| R fit the selected
€ 0 = |- )| | paper.

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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Password

A password can be set to prevent curious users from accessing the program’s Design mode. The password
will be required when entering the Design mode only if the program is launched by double-clicking the
board. Choose Dynamic Boards > Password.

Note: To turn off the Password function, choose Dynamic Boards > Password. Leaving the new password
field blank, click on the OK button. Click OK.

Dynamic Boards  Help
v Design
Use

Chrl+D
Chrl+1

Access Method
Button Selection. ..
Waice. ..

Speaker Yolume, ..
Keyboard Response, ..
Button Keys. ..
Highlight: Buttons., ..

v 'ord Prediction. ..
Abbreviations. ..
Infrated Commands. ..

v Typing Shorkcuts
Restricted Wse
Usage Counks. ..
Greeting.. .

Startup Board... k |

The Design mode is
password protected only
when the application is
opened in Use mode.

Fleaze enter a Mew Passward.

IMp Password

Cancel |

Greeting

When the program starts, it can play a greeting message. Choose Dynamic Boards > Greeting to type in the
greeting text. Click OK to save the greeting.

| Dynamic Boards  Help
v Design
Use

Chrl+D
Chrl+1

Access Method
Button Selection. ..
Waice. ..

Speaker Yolume, ..

Keyboard Response, ..

Button Keys. ..

Highlight: Buttons., ..
v 'ord Prediction. ..

Abbreviations. ..

Infrated Commands. ..

v Typing Shorkcuts
Restricted Wse
Usage Counks. ..

Password. ..
Startup Board...
Shiow

Enter your
greeting here.

‘\Enter a startup Greeting:

X
Hello Paul
Coee_|
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Display Menus or Title Bars

By default, the program is set to hide both the menu bar Tomaricpoards e
and the board's title bar when in Use mode. Either of :v - o L O|®|Q e
them can be turned on. =N g R PR
Spator ..
Choose Dynamic Boards > Show and then choose e e
Menu Bar in Use Mode or Board Title in Use Mode A
from the submenu. e i
i
Note: When you change the display options of the Eg{adt
menu or title bar, the boards will automatically 1p Soz... —
scale themselves to fit the available screen T
space. Satasy
v Biard Change Indicators. ..

L Bar in L:
EBoard Titles in Use Mode R
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Saving a Board’s Action List

For the purpose of training or as a form of paper backup, a list of all the actions assigned to the buttons on a
board can be saved to a text file, then printed. Each button on a board is assigned a specific number which is
used to organize the action list file. The button numbers can be displayed on-screen and/or printed to match

the action list.

Displaying Button Numbers

Choose Dynamic Boards > Show > Button Numbers.

| Drynamic Boards  Help
v Design Ctrl+D
Use Chrl+U

O|R]]7
Access Method 3 m

Eutton Selection. ..

oice, ..

Speaker Yolume...
Keyboard Response. ..
Button Keys...
Highlight Buttans. ..
“ward Prediction...
Abbreviations. ..

Displaying the
button numbers
on a board.

<

Infrared Commands. .,
Typing Shortcuts
Restricted Use

Isage Counts...
Greeting...
Password...

Startup Board. ..

<

Scan Tools
w Movable Button Toal
v Symbolate Tool

Button Names

Saving the Action List

Choose File > Export > Action List.

i
french toast
B 7
bacon cereal

3 =

Fie Edt View Text DynamicButtons DynamicBoards Help

A portion of the action list text file.

Hiew Board Curkehl f—

Open. Certo n VY E Q Q
Close

Save Cirkts

Save ds. [P\ BreakfastBoard.txt - Notepad ] 3]

ERASTET Fie Edt Format Vew Help

Mext Cri+RA -

e CerbeLa Action Button[l] =]
speak Message. I would 1ike some french toast with lots of syrup

Iport... » laction Button[2

Export... []  Current Board to aVersion 5.3 Board... speak message. I would 1ike some pancakes with lots of syrup

Folder of Boards to a Version 5.3 Folder. Action Button[3
speak Message.
Action Button[4
speak Message.
Action Button[5
speak Message.
Action Euttuh[éﬁI
speak Message.
Action Euttuh[?ﬁI
speak Message.
Action Euttuh[BﬁI
speak Message.
Action Euttuh[gﬁI
speak Message.
Action Elutttm[lo]

Print.. Cirktp
Print Previz Inchvidual Boards to a Package.
Print Setup. . (Board Size/Ruler/Grid/Gops) Folder of Boards to a Package
Print Board on Single Page.
Print Far BM Activity Pad...

Application Language...

Recent Boards b | % E _
Saving the action
list text file.

Indvidtial Boards to & Dynabox Package. .

et g

I would Tike two eggs over medium
a cup of coffee with cream and sugar
a cup of tea with a Tittle sugar

some crispy bacon

a howl of super sweet, tripple coated, sugar bombs, they get me goinc

some fruit would be nice

a glass of orange juice
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Usage Counts

Choose Dynamic Boards > Usage Counts to display the Usage Counts dialog and to keep track of the
number of times each button on a board was selected by the user. Recording the button usage can help track
how a user is actually using each board.

Note: Usage counts will not be saved until the action from the Board Change category occurs. No usage
counts will be recorded by simply putting a board in the Use mode, using the board and then returnig

to the Design mode.

Turn on and off
Usage Counts
V¥ Enable Usage Counts —I
V' Show Usage Counts F 5
\—I D[Sp/ay the Usage ood enTeﬂce
Fieset Usage Counts for: Counts on the Bmldmg
" Selected Buttors on This Board buttons N — like school
7 Al Buttons on This Board ﬂ ﬁ . l“|

£ Al Buttons on All Boards

& NoResst Used to reset the F
| o | ~ button counts on a Ee number of tin§e> these
== = 3 :’;ggea?;: rd oron buttons have been selected.

Note: The usage counts will not get reset until the OK button is clicked.
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Chapter 20
Working with Variables

Chapter Overview i B

The Variables category 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 personalized responses, perform verb tensing, and a range of other
custom behaviors.

The following topics will be covered:
*  Variables Button Actions

*  Assigning Variables and Values

* Testing Variables and Assigning Conditional Actions

These buttons assign .

B mom dad Mrs. Smith Zack
the person’s name to a : -
variable called “person.” . h -i '

These buttons
check the value
of the “person”
variable to
determine what
message to
speak.
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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.

Bas\csl Messagesl Board Changel Text&Cursorl Message Fi\esl Seftings  Variables | Quick Actions CooIStuffI

Action Menu

General Help Azsign Remove Qrder Inzert

Speak Message

Type Message

Play Recorded Message
Azsign W ariable

Azsign W aniable From Display
Adjust Yariable

Speak. Wariable

Type Vanable

If

Elze If

Othervise

End If

Wariable To Quick Text

For additional help, point to ofe of the: four topics listed ta the right of
"General Help" above.

Example of conditional
actions assigned to a button.

Agsigned Actions

Action Details

/L
y/d

Spoken Preview

Llse Button Text hello

If

perzon = mom

7

Speak Message

Hi mom

Else It

person = dad

Speak Message

Hey dad

Else If

peizon = keacher

Speak Message

hello mrs. smith

Else It

perzon = Zack

Speak Message

Hey Zack.

Othenwise

Speak Message

hello

End IF
Play | Delete | Cancel | aK I

e Assign Variable - Assigns a variable value to a button, i.e., Person = “mom.”
* Assign Variable From Display - Assigns the contents of the Message Display to a variable.

e 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 = “mom”?
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 alternate
values, 1.e., if Person NOT = “mom,” 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 =
“mom” or “Dad.” Actions assigned after the Otherwise action will be performed.

e 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 button, Basicsl Messagesl Board Ehangel Text&EursorI b
Action Menu
Speak Message
2 Type Meszage

zi0n Y ariab '
ign % ariable From Display
Adjust ¥ ariable

Speak Variable

Type Yariable

If

Elze If

gthglr‘v\lise
Type a variable name and a value for that x|
variable.

. “ariable Mame Iperson
In this example the name of the person
3 depicted on the button is assigned to the Ve =

variable “person.”
Click OK 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

This button will
speak a specific
message based on
{ the value of the
‘person” variable.

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.

Type the name of the variable to test and
the value being tested for, then click OK
when finished.

Enter the condtion pou wish ta test for. All conditions should be entered in the form of;
Warigble = Yalug

Enter the Yariable you want to test

. . 5 - t
In thls example’ the Varlable “person, 18 ggtue?sli;h&‘at\tieaag’a?r?gsvahl:zlownlhaVanab\e will be compared.
2 being tested for the value of “mom”.

Wariable “Walue

. . . DT 00 I = j Imom
Note: Variable/value comparison is not Bl (e - pas
limited to just the “=" option. courtet > 8
Other comparison options such as =

“not =" are available in the drop-
down menu.

Assign the action or actions that will get

performed when the If variable test is true. The indented action will be

performed only if “person = mom".

3 Note: Actions that follow an If action
will automatically be indented to Assigned Actions Actigh/Detail
help visually organize the actions. It persan = mam

Speak Message
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The “Otherwise” Action

The Oth . . d d The Otherwise action
S erwise action 1s used to provide a provides a default response

default response when all the If and Else If when all If conditions are false.
conditional tests are false.

Azzigned Actions // Action Details
//

Assign the Otherwise action (Variabl I pETeon - e
4 SS18 e Otherwise actio (V bles Speak Message )/ Hi o
7

tab) to the button, then assign the default thereries
action or actions to be performed.

Note: The Otherwise action must
follow an If action and can not be
used by itself.

The “Else If’ Action

Use Else If to test for

Use the Else If action to test a variable for other possible value.
other possible values.
Azzighed Actions / Action Details
Click the last action to be performed in the I y/4 person = mom
If conditional block and then assign the speakMessage g .- —
5 Else If action (Variables tab) to the button. D ihemmise R
Speak Meszage hello

Enter the name of the variable to test and
the next value to be tested for, then click
OK when finished.

Note: The Else If action must follow an
If action and can not be used by

itself.
Assign the gctlon or actions tg be . This action get performed
performed if the Else If conditional test is if “person = dad.”
true. Azgigned Actionz // Action Detailz
6 If //  |person = mam
Speak Message /4 Hi mom

person = dad
Hey dad

Otherwis

Speak Meszage hello
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If Blocks and End If Actions

The End If action is used to let the Use an End If/?’cél}on;o
application know there are no more actions terminate an OCK-
associated with the initial If conditional Assigned Actions / / fiction Detals
test, and any related Else If or Otherwise I // [person =mam
actions. These actions together form an If Speak Message  //  [Himom
block Elze IF I/ perzon = dad

ock. Speak Message [/ Hey dad

Otherwize

Assign the End If action (Variables tab) Speak Message hello
7 after the last action in the complete If
block. \ i
Any actions that precede or

follow an “If” block will
always be performed.

Any actions that are not part of an If block
will always be performed when the button
is selected.

Note: If you do not assign an End If
action before you close the
Button Actions dialog, the
application will attempt to add one
for you.

Variables in Action Select the
“‘mom” button.

When in the Use mode, selecting the
“mom” button will assign the value “mom”

mom (
to the variable “person.” This value will
rflm%m untliiar.lothe.r pc;erson is selected or These buttons will
the Use mode is exited. speak a message
) that is specific to -~ ~
foll When any of the conversation buttons are mom P
selected, they will speak a message that is

specific to that person (assuming one was \
specifically defined for that person).

hello
If a button does not have an If block testing
the variable “person” for the value of =
“mom”, then it would speak the default
message that follows the Otherwise action.
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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 the application, 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:

* Typing Board Layout Considerations *  Word Prediction

* Adding Prediction Buttons *  Changing the Prediction Settings

*  Accessing the Word Prediction Keys » Editing the Word Prediction Dictionary
*  Abbreviation Expansion »  Typing Shortcuts

* Adding Text Editing and Cursor Control Buttons + Message File Control Buttons
» Editing the Message File Boards * Basic Considerations for Scanning Access

* Improving Access with the Scan Tools

Sample typing board
Tom // 1.nine Word
2 .Ni N .
How are you doing? |s was ni 3.::C:t A gret;ﬂctlon
4nickel & uttons
S.nightmare Abbreviation
6.nightgown expansion
[ ccnn L—
Message
Display | expand abbre / button
- mn == my name

uywle|r|t u/i|o
p— q y P speak Speaks the
ach button . Message
tab
e CA AL IRAT ILYNNLRN Ll 0.0 gy 7
action to —  z !/ xXxleclviblnilm q | return |Untitled
;'nftut the opace | bkep | et | erear 5 : \ " new | open Buttons to
etter. -— : ’ . save | S2ve open and
as save
0 1 213,456 |7|8|9 &= | main message
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

Message "y

Display

Letter keys
add a letter to
the display.

Function keys
control the
display.

Message Display

The text in the Message Display can be any size or color 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
Chapter 13 - 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 maximize 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
,7// of use” layout i
o k
Z positions the
quw e|rft|ylulilolp most often used return
letters in the
a|s|d | f gl h|j|k|] |t first positions in i print
z x|c|v|b|n|ml|g]| retn the scanning
sequence.
space l:ks_p shift | clear ? y | ' "

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 customized 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 alternate 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.

226

On this example typing board, space was left in
the upper left corner to add a few Prediction
buttons.

{Sample Message Text

[ expand abbrev
t . mn = my name

quiwje|r ylu 1 o|p
alsld|tloln|ilk|i|=]| &,
Dzl x|c|v|b|n|m|q]| retum [Emere
il =)l AR —
ol1]2/3/4]5|6|7]8|0 =S

Choose Dynamic Buttons > Prediction.

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 Speak Day/Date/Time/
Prediction actions (Quick Action
category) to the Prediction button to make
it speak the predicted word when selected.

=10] x|

Use the Button Sprayer Tool to to spray out
additional prediction buttons.

Save the board, then switch the application to the
Use mode. As you type letters, the Prediction
buttons will start predicting words. Click the
Prediction button to put its word into the
Message Display.

Return to the Design mode when finished.

B BT

;1.Fl'retljictl
Use the Button || iFreaci
Sprayer Tool to | I
create additional {79t
Prediction buttons. [T

i [ ]
1.Predict =5
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Changing the Prediction Settings

Depending on the skill level of the user, it may be necessary to adjust some of the word prediction options.
These can be set by choosing Dynamic Boards > Word Prediction.

Turns on and off / Choose the prediction
word prediction word Prediction method: alphabetical

- \ or frequency of use
Allows the pr edic- v Make Predictions Display Predictions
tion to adapt to [ ¥ Updste Usage Caunts 9 R °’ - onf/gure the predic-
the user />|7 Learn Mew ‘Waords ® gy tlon buttons for key'
(See beIOW) / |ze Audible Predictiors Prediction Button Keys. . board access

Turns on and off '/_Dim y
audible prediction : | |

wiord | Loakup First Delete

Add to or edit the | — N | et |
prediction library.

Setting changes can be cancelled.
(Later Section) Dictionary changes cannot be cancelled. Cancel | ok I

Settings

Update Usage Count - When enabled, the frequency count in the prediction dictionary will be updated each
time a word is used. Words with higher frequency counts will be predicted more quickly.

Learn New Words - When enabled, new words will be added to the prediction dictionary as they are typed
in the Message Display. If the user is a bad speller, you will want to turn this feature off to prevent the

program from learning misspelled words.

Use Audible Predictions - When enabled, the prediction buttons will speak the predicted word as they are
highlighted or scan.
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Accessing the Word Prediction Keys

The Prediction buttons can be accessed either directly (selecting on-screen) or by hitting the corresponding
numeric key on the keyboard. By default, the numbers 0 through 9 are assigned to activate the first ten
prediction buttons. The number keys can only be used to type numbers until words appear in the prediction
buttons. Typically, this approach works well, but if this is a problem for the user, you can either reassign the
activation keys for the prediction buttons, or turn off the Button Keys feature which will de-activate
keyboard selection.Button Keys Toggle

Button Keys is an SDP feature that allows you to assign and activate any button on a board using a
keyboard key. Using the 0 through 9 keys to activate Prediction buttons is an example of this feature. You
can define a toggle key that will disable and re-enable the use of Button Keys. This will free the keyboard
from any Button Key assignments that might prevent the use of the keyboard for writing, i.e. typing numbers
rather than accessing Prediction buttons.

| Dynamic Boards  Help i Click here to turn on or off the Button Keys feature.
v Design Chrl+D

Lse Chrl+L Button Keys | ll
Access Method 4 Use Buttan K.
Ay — L e Button Keys
\-';ic:j.. Seeten TUrn on or Off the Button Keys allows you to activate Buttons by pressing keys on the keyboard.
spedker vome... key to toggle the
Keyboard Respanse. .. ¥ Usze Button Keys Toggle |F2

L— Button Keys fea-
Highlight Buttons... —— tUre. l:: Button Keys Toggle allows you ta turn Button Keps on and off using the above

v Word Prediction... F2 is the default

Abbreviations. ..
Infrared Commands, .. toggle key Remove &l |
v Typing Shortcuts
Restricted Use
Usage Counts.,..

Clears all Button K.eys azsignments on thiz board.

Password.., ) _
Skartup Board... Mote: To assign & key to a button, select the button before selecting Button Keys

fram the: men.

Show 3

Reassigning the Prediction Activation Keys

You can change the keyboard assignments for the Prediction buttons. To do so, choose Dynamic Boards >
Word Prediction, when click the Prediction Button Keys button. In the dialog that appears, click the
corresponding text boxes to reassign the prediction activation keys.

- -
Uncheck this option to Ml l =

disable the Prediction s it (s
activation keys.

1)1 ] 5 |5 707 5 s
- 2 4 |4 6 |6 8 |a 10 o
Click the correspond-
i Pl te that for the Prediction Keys b k. th
Ing bOXeS and press -ELTSS: Sroesicti‘;n DK[ey:se[tﬁng[lggoveeﬁ;rs[;\‘tor:e ®
the keyboard keys tO - Uze Button Keys [Dynamic Boards/Button Keps menu] must be an.
be assigned to the
Prediction button The Button Key Toggle will turn on and off the Prediction Keys. From the Dynamic Boards
- menu, select Button Keys to change the toggle key.

Cancel | k. [ I

Note: The Button Keys feature must be turned on to enable keyboard selection of the Prediction buttons.
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Editing the Word Prediction Dictionary

You can edit the contents of the word prediction dictionary by using SDP or a word processing program. It is
recommended that you make dictionary changes from within SDP to prevent an entry error which may cause
problems. Editing the prediction dictionary allows you to:

» preload the existing or a new dictionary with specific vocabulary.

* enter commonly used phrases you would like predicted.

* add necessary words to the dictionary (people’s names, other proper names, places, etc.).
e remove misspelled words added when the learning option is enabled.

* add words that are capitalized. SDP will not remember capitalizations for words learned automatically.
Editing the Dictionary Using SDP

Choose Dynamic Baords > Word Prediction to edit the prediction dictionary.

x
Settings
¥ Make Predictions Dizplay Predictionz
% By Frequency of Use

V¥ Update Usage Counts

Type the word v Leam Mew Waords Click here to rabetealy Click here to
to be added or r . . look upa word rediction Button Keyps | delete a word from
Usze Audible Predictions the dICtlonaI'y.

for editing.

A\ /
N\

edited.

Dictionany

ard [Jahnsan Lackup | First | Delste |
Count C Used to L 7 Mest | Insert |
browse the A\N
b etting changes can be cancelled. it
Each word must Sictionary changes cannot be cancelled. dICtlonary' Cancel | Click here to add
have a fre- d
quency count. anew wor
Initial counts are
between 1 & 10.
OR
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If you have a lot of words to add and are not

concerned with the prediction count, simply turn on Widgit widgit widgit widgitl
the Learn New Words option and type in the words
you want to add in the Message Display. /

SDP has now learned the word
Typing the same word over and over will increase its “widgit” and the word now has
prediction count. a frequency count of 4.

Editing the Dictionary Using a Word Processor

If you are going to make a large number of changes to the prediction dictionary it will be quicker if you use
a word processing program. You will need to open the SDP Predictions.txt file and enter your new words in
the format shown below.

File Edit “iew |nzert Format Help

a 10

El SDP Dictionaries aardvark 3 Entry Format:

) zfe ; _ Word (Tab) Gount (Return)
= SDP Predictions.txt Add new word at the

= ahortion 3 . _
shout 10 bottom of the list

ahove 4
ahsent 1
ghstinence

D Boardmaker with SD Pro D'@'E' %l&l ﬂl c';{,llﬂlﬂ

[t ]

Using a Different Prediction Dictionary

If you need to work with multiple prediction dictionaries, you can use a different dictionary by swapping
dictionary names. SDP will use the dictionary named SDP Predictions.txt. You must rename the original
dictionary and name the new dictionary SDP Predictions.txt.

If you want to work with a new blank prediction dictionary, remove the SDP Predictions.txt file. SDP will

automatically create a new blank dictionary. The easiest way to quickly add specific vocabulary to the new
dictionary is to turn on SDP’s Learn New Words feature and type the vocabulary into a Message Display.
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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 Cul+u key. You may assign a different key.

i Access Method »
Button Selection... _
| Voice Abbreviations

Speaker Volume. .. E spander II V4

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,

« Tvpina Shortcu Abhraistoem I

Prediction Button (used by scanners)

It is possible to use the Prediction buttons to
expand abbreviations. Each abbreviation will
need to be entered into the Prediction dictionary
followed by the abbreviation expander character,
e.g., enter “mj"” for the “mj”/’Mayer-Johnson”

abbreviation. The Expander character/key is The abbreviation and the expander, e.g., ‘mj*
assigned as shown above. can be added to the prediction dictionary.

| work at mj 1'm‘”

AN
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Typing Shortcuts

The Typing Shortcuts feature is a collection of writing actions the program can perform automatically for the

user. Typing Shortcuts includes the following actions:

*  The first word typed in the Message Display or after punctuation will

be capitalized.

* A space will automatically be inserted after a comma.

*  Two spaces will automatically be inserted after a period, question

mark, or exclamation point.

*  The user doesn’t need to hold down the Shift key to type a question
mark. (You hold down the Shift key to type a *“/”” with this feature

enabled.)

v Design

Use

Dynamic Boards  Help

Chrl+D
Chrl+1

Access Method

Button Selection. ..

Waice. ..

Speaker Yolume, ..
Keyboard Response, ..

Button Keys. ..

Highlight: Buttons., ..
v 'ord Prediction. ..

Abbreviations. .

Infrated Commands. ..

Restricted Use

You may want to disable Typing Shortcuts when doing math or spelling lessons where the automatic
capitalization and letter spacing would cause problems. You can create a button and assign a Typing
Shortcut Setting action (Settings category) to it that will turn on, turn off, or toggle on and off the Typing

Shortcuts.

Adding Text Editing and Cursor Control Buttons

In the Text & Cursor and Message action categories there are over 40 different button actions that can be
used to create buttons that will allow the user to select and edit the text in a Message Display. With these

editing buttons alternate access users can:

e scroll the contents of the Message Display.

*move the cursor in any direction within the
Message Display.

eselect letters, words, sentences, or paragraphs.

ecut, copy, and paste text.

It is a good idea to place any editing buttons you
create on a PopUp board to keep from cluttering
your typing board. Button actions on a PopUp
board can affect a Message Display on the topic
(typing) board.
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Message File Control Buttons

The contents of a Message Display can be saved to a message file. Button actions in the Message Files
category allow you to create buttons to open and save message files. Two special boards, Select Message
File and Save Message File As, are used to select a file to open or enter a name for the file being saved. All
message files are saved in the SDP Message Files folder found in the application folder.

Action: Action:

Create buttons like these Open Message File Save Message File As

on your typing boards to T /

manage message files. l\\ ave

;7w Oben ive As
Action: Action:
New Message File Save Message File
The Select Message File board is The Save Message File As board is
used to open a saved message file. used to type a file name for saving.
\ ‘ * ‘ Save As: //
_ Sample Message Text
‘FlIeName 1 ‘
FileName 2
Click on a file to open: ‘ | 1/213]14]1516/7/8]9]0
FileName 3 | quw|e|r|t|iylulilolp
FileName 4 :
Concel ACIIE | alsld|lflgln|jlkl

‘feame ‘ zl‘xcvbnmq
‘FIIeName 6 ‘ H <hift |H space b;aik |
FileName 7 |
B — = ==

Basic Message Files Actions

New Message File - Creates a blank untitled message file.

Open Message File - Opens the Select Message File board so the user can select a saved file to open.
The contents of the selected file will replace the current contents of the Message Display.

Save Message File As - Opens the Save Message Files As board so the user can type a name for the
message file they are saving.

Save Message File - Saves the contents of the Message Display to the current message file. If the
current message file is untitled the action will behave like the Save Message File As action.
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Editing the Message File Boards

The Select Message File and Save Message File As boards are specialized for the task of managing
message files. These boards are saved in the SDP Message Files folder where all saved message files are
stored. The boards can be modified, but some care must be taken because these boards require the use of
specific button actions to function properly.

El Boardmaker with SD Pro

Location of the message
file boards.

E Save Message File As

Action:
Next Message Files ‘ These Filename but-
‘FlIeName 1 I~ tons are created with
Click o ‘FneName 5 ‘ the menu shown below.
ick on a tile to open: :
‘FlleName 3 ‘ | Dynamic Buttons — Dynamic Boards  Help
Action: ‘FiIeName 4 \ acten ﬂ —
Cancel - o —
Cance’ ‘F"eName 5 ‘ Prediction
- Message Display
‘FlleName 6 ‘ Preview Display
ACﬁO”,' F||eName 7 ‘ Create Scanning Graup  Chrl+G

Create PopUp Board

Previous Message Files

Save As:

Mes- Sample Message Text

sage |/’

112)3|4(5|6[7|8|9|0 Basic letter,

number, and
control buttons

U

[Y)
(7]
Q
-
«
=
—
=

Action: Action:

B =

Important Notes

» To edit one of these boards, it must be opened from within the Design mode.
e These boards must remain in the SDP Message Files folder.

* Navigation buttons, i.e. “go back” or “Main,” are not necessary on these boards. The Save and Cancel
actions automatically return you to the typing board that calls them.
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Basic Considerations for Scanning Access

Typing boards are fairly complex due to the number of buttons they require for writing. There are a variety
of basic steps you can take to improve scanning access.

Scanning Groups

In Chapter 22 - Access Methods and Custom Scanning, you will learn about scanning groups which allow
you to make a group of buttons scan as a single unit until the group is selected. You can create scanning
groups around groups of letter or function buttons for more efficient scanning.

Each row of letters is a
separate scanning group.

W | X

Create scanning groups

y | 2

Group Breakout Buttons

By default, when the scan enters a group it will scan through the buttons three times before breaking out of
the group, if a button is not selected. If a user makes an incorrect group selection, this looping can take
considerable time. Adding breakout buttons, buttons with no assigned actions, to the beginning of each
scanning group will allow the user to exit the group without entering an unwanted letter, or waiting for the
scan to automatically break out.

alb|c e flglh|i
Breakout buttons are added to
escape looping in a group scan
if a selection error is made. J k I m n 0 P q r

N s tju|v iw|x|y|z

Audible Cues for Scanning Groups

Scanning groups can be assigned a Spoken Preview or Recorded Preview action as you would any button
on the board. Providing audible cues as to the content or function of the buttons in a group may be beneficial
for some users.

Spoken Preview “a to i” a ' blc|d|e|flg|h]i
Spoken Preview ‘j to r’ j k | min Ol P|q r
Spoken Preview “s to z” 5 tiujviw|x | y|z
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Improving Access with the Scan Tools

Typing boards can really benefit from the use of the Sequence Tool and Scan Next Tool. Proper application
of these two tools can create a more efficient scanning sequence that scans groups in the logical order of use
and can anticipate the next group or button to scan after a button selection is made. Refer to Chapter 22 -
Access Methods and Custom Scanning to learn about the Sequence Tool and Scan Next Tool.

Application of the Sequence Tool

Use the Sequence Tool to set the groups containing the letters to scan first, followed by the group of
prediction buttons, then any groups containing file control or text editing buttons. This is the natural order in
which the groups will typically be accessed. An example scanning sequence is shown below.

This is a sample typing board.
| can use typing shortcuts and much more to help me write.

The dashed lines
represent the
scanning groups.

B ; - L == . - . speak |
i er[tlylulifoleh & § 5
2 t—-a|s|d f h|j k|| [@d— ]
B 0
3b—z|x|c|v|b|n|[m|q| retun [ new | apen
4 | space ‘:ki’ shift | clear . ? . , | v " save 5:;"
r—-' ~&== | main
5 L~ 0 1 2 3 4 5 6 7 8 g editing|| 123
Application of the Scan Next Tool
The Scan Next Tool might be used very effectively on a
board with word prediction. Typically, Prediction buttons b
are accessed after a letter selection. This can be set - Predict
automatically in the scan by using the Scan Next Tool. . Predict
The scan next location for each letter button would be set Each letter key [ﬁl
to the prediction group should be set so that
the prediction group - Predict
Note: The group should be the scan next choice rather will scan next. g Fredic
than the first prediction button. This avoids :
potential scan loop problems if the desired word expand
. . abbreviation
is not yet predicted. N
o p ( speak
1 tab @-n%
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Chapter 22
Access Methods and Custom Scanning

Chapter Overview [+ Ei;

The application 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 customize the way your boards scan to better meet a user’s needs.

The following topics will be covered:

*  Selecting an Access Method

» Keyboard Response

*  The Default Scanning Sequence .

* Displaying the Scan Tools

»  Using the Scan Next Tool

Buttons can
be grouped
to scan as a

single unit. |\

A Scan Next
location can
be assigned
to create
predictive
scanning.

Button Selection Options
Configuring Switches
Creating Scanning Groups
Using the Sequence Tool

Using the Scan Pause Tool

A Scan Pause can be

assigned to stop the scan.

IANN

Py 171

Main dishes

Cafeteria Menu

Fruits

Snack foods

Tpf
e et

\ | | }nThave

Drinks

1
thank )‘OIJ

Each button has
an order in the
scan sequence
that can be
changed.

ext-
S
uick Text- - ick Text- Duick Text-
|
uick Text- ick Text- ick Text- ick Text-

Lzt
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Selecting an Access Method

Within the application, users can control their communication boards by using almost any alternate 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 customized 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 alternate
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 : B

o wn §|O|® | Q | ‘ program by selecting own window to
Aco ethod ld + Direct Pointer. .. an access methOd' adeSt the Settings.
Button Selection. ..
Voice. .. Auto Scan.., -
Speaker Yolume, .. Step Scan... Direclouchifcssss 1'
Ve RS o e This access method iz designed for touch screen users and requires them to painll A buttons by touching the screen.
Button Keys. .. Arrow Keys,.,

Highlight: Buttons., ..
v 'ord Prediction. ..
Abbreviations. ..
Infrated Commands. ..
Typing Shortcuts & Activate After Releasing Finger

 Automatically Activate Button After IE Seconds

Click OF. ta use this access method, or click Cancel and choose a different method.

Scanning Opkions. ..
Extra Switches. ..
Starting Poinker Position. .. Chooze how you wizh to activate the touched button:

<

Restricted Wse
Usage Counks. ..
Greeting.. .
Password. ..
Startup Board...

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 alternate keyboard.
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Button Selection Options

The program provides you with a variety of options that control when a button selection can be made and
when subsequent button selections should or should not be ignored. These options are accessed by choosing
Dynamic Boards > Button Selection.

For example, an unsteady switch user might hit a switch two or three times very quickly when he or she
attempts to make a button selection. If you only want the first switch hit to count, you can adjust one of the
Button Selection Options so that the program will ignore the additional inadvertent switch hits.

Crynamic Boards | Help Button Selection Dptions LI
v Design Chrl+D

Usg Chrl+0U X X Thiz features allows button selection and activation while a long text or recorded

[™ Button Selection Enabled During Speech message is being spoken.

Access Method 3

Button 5 oM. I

Waice. .. k . .

Thiz feature will cancel any text or recorded meszage when another speech button
Speaker Yolume, .. ™| Hew Speech Cancels Old is activated.
Keyboard Response, .. [Button Selection Enabled During Speech must be checked.]

Button Keys. ..
Highlight: Buttons., ..

‘Word Prediction. ., ~ Finizh Current Actions
Abbreviations. .. Before Allowing Mext Selection

Thiz feature will not allow button selection while another button iz performing its
action list. Using thiz feature will prevent any unintended repetitive clicks.

<

Infrated Commands. ..

Typing Shorkcuts
Restricted [se Recognize Mouse Down After Thiz feature iz uzeful for removing very short enmoneous mouse clicks. [t forces the
uzer ta hold the button for the amount of time specified.

<

Usage Counks. ..

Greeting. .. ID Seconds Ma Delay |

Password. ..

Startup Board... Selection/Movement Debounce This feature is uzed to ignore unintended multiple switch hits. It imposes a time-out
e » period after the initial switch hit, during which additional hits are ignored.

IU Seconds Mo Debounce |
cocl_|

Button Selection Enabled During Speech

Only advanced users with good cognitive and access skills should use this option. The user can continue
making button selections (or the scan will continue moving) while a previously selected button is
performing its assigned actions.

New Speech Cancels Old

This option is available only if Button Selection Enabled During Speech is checked. If a button is selected
while another button is speaking, the previous button message is canceled and the new button message is
played.

Finish Current Actions Before Allowing Next Selection

This is the default setting. A user who is unsteady or has a tendency to make additional, unwanted button
selections or switch hits should use this option. The program will ignore all switch hits or button selections
until the currently selected button finishes its actions.

Tip: If your buttons finish their actions too quickly, enabling the user to make unwanted selections, add a

Delay action (Cool Stuff category) to the end of each button. This action allows you to specify an
additional period of time the button will wait before letting the user make another selection.
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Recognize Mouse Down After

You may specify an amount of time that the mouse button or mouse click-emulating switch must be
continuously held down before the program will register a button selection. This option helps eliminate
quick inadvertent button selections.

Note: This option only affects input made by the mouse button or the equivalent. For keyboard or keyboard-
emulating switches, a similar option is available in the Keyboard Response settings covered in the
next section.

Selection/Movement Debounce

This option allows you to control repeated hits (mouse click, keyboard key, switch, etc.) made by an
unsteady user. You may specify a “time out” period after an initial hit in which any additional hits will be

ignored by the program.
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Keyboard Response

You can change how quickly the program will respond to a keyboard keystroke or keyboard-emulating
switch hit by choosing Dynamic Boards > Keyboard Response. Changing how the program responds to
brief or repeated keystrokes can help eliminate selections made by a user who is physically unsteady. the
program makes use of the Windows Accessibility control panel to adjust how the program responds when a
keyboard key, or the equivalent, is pressed.

Note: The Accessibility support is not always installed by default with Windows. To install Accessibility
support, refer to Appendix G - Enabling Accessibility Options.

Note: The settings in the Accessibility control panel not only affect the keyboard response within the
program, but also within Windows and all other software programs.

Choose Dynamic Boards > Keyboard B
Response. v Design CHl+D
Use Chrl+1
Access Method 3
1 Button Selection...

Waoice...
Speaker Volume. ..

Keyboard Response. ..
Button Keys...
Highlight Buttons. ..

v "Word Prediction. .,
Abbreviations. ..

In the Keyboard Response dialog box click on x|
the Accessibility Options button.

Click the button below to open the Accessiblity Options contral panel which
controlz keyboard rezponse.

2 Acceszibility Options [ I

Uze the Filter Keys option ta zet the keyboard repeat rate and the key
recognition delay time.

0K |
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Click on the Use FilterKeys box to enable the 2 x|
Optlon‘ Keyboard | Soundl Displayl Mousel Generall
. . ~ Stickpkeys
NeXt’ Cth on the Settlngs button to Conﬁgure Use StickyKeys if you warnt to use SHIFT. CTRLLALT. or
FilterKeyS. Windows logo key by pressing one key at a time.
™ Use StickyKeys Settings |
r~ Filterk.eps
Uze Filkerk.eys if you want “Windows to ignore brief or repeated
3 keystrokes, or slow the repeat rate.
IV Use Filerk.eys Settings |
— Togglekeys

Usze ToggleKeys if you want to hear tones when pressing
CAPS LOCK, MUK LOCK, and SCROLL LOCK.

™ Use ToggleKeys Settings |

™ Show estra keyboard help in programs

ak. I Cancel Apply

There are two Filter OptlonS: 2] %]
* Ignore repeated keystrokes - After a keystroke the com- [ Keyboard shartcut
puter Wlll ignore any Subsequent keyStrOkeS unleSS you LETdSQDDJ\EﬁL:LLD:igwteéﬁTﬁIiey for eight seconds.
wait a set amount of time between each keystroke. ] e
* Ignore quick keystrokes and slow down the repeat rate Filtr options
- Specify how long a key must be held down before the 9 g repezizdharieles Settings
computer accepts the keystroke and if the key is held ® bl et Settings |
4 dOWn, SpeCIfy hOW faSt 1t Wlll repeat- Click and type here to test FilkerKey settings:
Select the appropriate option for your situation. Click on the oot
o i~ Motification
Settings button to change the timing(s) for the selected [ Been when keys pressed o acospted
Option. [V Show FilterKey status on screen
Tip: Make use of the test area to try out your settings. 0K | Cancel

Continue clicking on the OK buttons when you are finished
configuring the keyboard response to apply the settings.
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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.

\

A switch interface
connects between

the computer and

keyboard. -

Switch Interface

+ +‘ 4= - Enier
o0 ®® @ @

Plug your switch into one of the jacks on the
switch interface.

Switch Int

¥+ >
@ @ @

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. ..

v Word Prediction...
Abbreviations...
Infrated Commands. ..

Scanning Options...
Extra Switches...

Starting Pointer Position...
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Set Activate Button Using to Key Click, then press your switch. The application should read the input
from the switch and will display the emulated key in the box. Click the OK button when the switch
input is set correctly.

The application is now set to accept input from your switch.

]

Thig access method automatically scans each button on the board, highlighting it for the amount af time
specified below.

“When the desired button becomes highlighted, the uzer can activate it by clicking the mouse or pressing

3 akey.

Highlight Each Buttan For |“ Seconds Use Key click
with a switch

Highlight First Button Far |U Secands Mare Than Other Buttons % interface.

Activate Button Using: i Mouse Click

P - I Press the switch
e Che | nter [

or type in the
key the switch is

Click OK to use thiz access method, or click Cancel and choose a different method. emu/ating here.

coree_|
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The Default Scanning Sequence

The application 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 choose Dynamic
Boards > Access Method > Auto Scan to see B ——

Desi Ctrl+D

how the default scan works. v oesen

1 | Use Ctrl+J

The Auto Scan Access dialog will appear. Click imEs sl L

OK ' Button Selection... Direct Touch...
Spesker Volume... Step Scan...
Keyboard Response... Inverse Scan...
Ritmm Kane Arrmau Kaue

Place the application in the Use mode and observe the default scanning sequence for this board. The
2 linear scanning sequence does not follow the visual organization of the board, or assist the user in
selecting messages in a logical order. Switch the application to Use mode when finished.

Place the program in the Use mode and observe the default scanning sequence for this board. The
linear scanning sequence does not follow the visual organization of the board, or assist the user in
selecting messages in a logical order. Return to the Design mode when finished.

Cafeteria Menu

Main dishes Fruits Snack foods Drinks A linear scanning
U G o sequence is not
@ ﬁﬁg ideal on this board
Spaghesiath because I? ignores
3 me® > the organization of
' the buttons.

—— “i

‘\
Clear Display Clear Button Paste to Button Copy from Button

@@@0

last mam
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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
Choose Dynamic Buttons > Scanning €
Group.
Quick Text- Quick Text- I Qu
1 The application will create a button that You are going (I geivitid
surrounds the selected buttons.
to cregte a Quick Text- Quick Text- I Qu
) o scanning
Tip: A scanning group is simply a button group around L
that surrounds other buttons. You can these buttons. Ik Toxt Uk T 1 o
use the Button Tool to drag out a ~ X
scanning group like you would a —
button.

With the scanning group selected, change the
background color to transparent and make the Main dishes Fruits ~ Snac
border thickness none.

The scanning &S &
NOTE: When the group is deselected, the group will be . : |
buttons will appear on top of the transparent x | cuekTee
? group. Smaller buttons always except when | = .| L
appear on top of larger buttons that scanning. Quick Text- || Qu

fully surround them. i :
Tip: For some users, giving scanning | e @
groups different colors can help to A I

visually organize a board.

Switch the application to Use mode and observe the new scanning sequence.

Each scanning group highlights instead of each button. Selecting a group causes the application 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.
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Displaying the Scan Tools

The application 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 customize 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 toolbar and must be turned on in order to access them.

Dynamic Boards  Help

v Design Chrl+D |
Use Chrl+1 E Q Q

Access Methad 3 |ﬁ
Button Selection. .. T

Waice. ..
Speaker Yolume, ..
Keyboard Response, ..

Buttan Keys. . Show the Scan Tools by
Highlight: Buttons., .. . N

v ord Prediction... choosing Dynamic Boards
Abbreviafins.. > Show > Scan Tools.
Infrared Commands. ..

Typing Shorkcuts

v

Restricted Wse
Usage Counks. .. Sequence
Greeting. .. TOO/
Password. ..
Startup Board...
v Symbolate Tool Scan NeXt
Button Mumbers TOOI é E‘ Scan Pa use
Button Mames T /
00
v Board Change Indicators. ..
Menu Bar in Use Mode
Board Titles in Use Mode
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Using the Sequence Tool

248

The Sequence Tool is used to change the
scanning order of the buttons on a board.

Select the Sequence Tool in the toolbar.

Click one of the buttons on your board.

Sequence Tool

Can | have

a7

———

Numbers will appear in the middle of each
button or group. This is the default scanning

order for the buttons and groups on this board.

Note: Clicking on a button that is part of a
scanning group will display the
scanning order for only the buttons in
the group.

Canlhave | | thank you
Cafeteria Menu @ ),
Main dishes Fruits Snack foods Drinks Dessert
< » U =
=, & =
Quick Text- Quick Text- Quick Text- Quick Text- Quick Text-
Spagh{ati with E
meatballs
Quick Text- Quick Text- Quick Text- Quick Text- Quick Text-
Quick Text- Quick Text- Quick Text- Quick Text- Quick Text-
Famp\TssageTexl
Il [ Clear[zzkplay ] [ Cleafz3itton ] [ Paste [24Button ] [Copy frdzs|Button mkin

You will be removing some buttons from the
scanning sequence and changing the scanning
order of the buttons to help structure the
activity.

Click the same button again. Notice that it is
marked as “1” and all other buttons are
marked with a “?.”

The “?”” indicates a button is not currently part
of the scanning sequence.

The first button in the scanning order
is assigned. All other buttons are
waiting to be assigned their order.

\

n | have thank you

Az
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Click 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 the Sequence Tool to reset
the default scanning order.

Pay 1] Cafeteria Menu
Main dishes Fruits Snack foods Drinks Dessert
&> R U =
=% 2 —
Quick Text- Quick Text- Quick Text- Quick Text- Quick Text-

Spaghetti with

me; Ils
Qu xt- Q ‘ext- Q ‘ext- QQM— Q; ext-

Quick Text- Quick Text- Quick Text- Quick Text- Quick Text-

Fample TMessage 1exl

| Cleaplay
=

F'asleunon
e

Cleaun
—

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 Button Keys section in the in-program
help (Help Topics in the Help menu).
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Using the Scan Next Tool

250

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 toolbar.

Scan Next Tool

Move the pointer over one of the Quick Text Click and hold a Next button
buttons in the “Main dishes” group, then click button to show the to scan.
and hold the mouse button down. The button next button to scan.
you click on and another button will highlight. [/ #/
The other highlighted button is the next button R K7
that will scan if the user were to select the RS ) D SwRimm B B
current button. By default this is the first < ﬁ@
button in the scanning sequence. ST [ QuinTox | T i Tt ik o
meatballs
Quick Text- Quick Text- Quiick Text- Quick Text- Quick Text-
To change the Scan Next assignment, while o
still holding down the mouse button, drag the Main dishes F"“i".s
cursor over to the button or group where you
want the scan to go next. @
Quick Text- Quick Text-
If you drag over a button that is part of a Sp:]%*;ém:‘“
scanning group, you will see the highlight
cycle between the button and the group. Click and drag Q- Quick Text-
Release the mouse button when the one you to change the | —
want is highlighted. Scan Next \
assignment. Quick Text- Quick Text-
Tip: You can reset the default Scan Next

assignment for the board by double-
clicking on the Scan Next Tool.
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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 can

1 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 toolbar.

| Scan Pause Tool |

Click once on any button. All the buttons on the
board, or in that scanning group, will appear
2 highlighted in green. The green highlight

Green highlight
means no Scan

~

Can | have

thank you

means no Scan Pauses have been applied. i auses are |\
assigned.
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.
Continue clickin i “17 {:'acﬁ fetter Lan | have thank you
g on the button until an “I indicates a
appears. This will pause the scan on this first different type of 1
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 Alternate Access
Methods

Chapter Overview [u+ 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 alternate access scanning, touchscreen, and/or head-tracking devices.

The following topics will be covered:

*  Access Methods for Scanners »  Special Scanning Options
* Design Aspects for Scanners *  Access Methods for Touchscreen Users
»  Design Aspects for Touchscreen Users *  On-Screen Keyboard
*  Working with Head-Tracking Device Users » Design Aspects for Users with Low Vision
* Button Keys » Additional Program Features that Assist User
Access
Scanning Access Touchscreen Access
sl
& ~
Head-Tracking Access Low-Vision Access

(tcf -+ M S &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 amaount of time:
- specified below.
7 e O |
i 7 ‘When the desired button becomes highlighted, the user can activate it by clicking the mouse or pressing
Access Method |3+ Direct Pointer... akey
Button Selection... Direct Touc... Highlight Each Button For 1 I Seconds
Speaker Volume., .. Step Scan... Highlight First Button Far I Seconds Mare Than Other Buttons
Keyboard Response... Inverse Scan...
Button Keys... Arrow Keys... Aclivate Button Using: £ Mouse Click
Highlight Buttons... Scanning Options. .  Kep Diick [Enter
v Word Prediction... )
L Extra Switches. ..
Abbreviations... Starh'ng Pointer Position Click. OK to use this access method, or click Cancel and chaose a different method.
Infrared/Commands, .
w Typing Shortcuts Cancel |
Dackrirkadililes

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
highlight will move only while the user holds down their switch. Button selection can be triggered either auto-
matically, 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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Special Scanning Options

There are two advanced scanning features listed at the bottom of the Access Method submenu that provide

advanced options for customizing scanning access.

Dynamic Boards | Help
. w Design Chrl+D &
Use T E Q Q I

Acc thod
Button Selection. ..
Waice. ..

Speaker Yolume, ..
Keyboard Response, ..
Button Keys. ..
Highlight: Buttons., ..
‘Word Prediction. .,
Abbreviations. ..

<

Infrated Commands. ..
Typing Shorkcuts
Restricted Wse

Usage Counks. ..
Greeting.. .

Password. ..

Startup Board...
Shiow

<

Direct Painter. ..
Direct Touch. .,
v Auta Scan...
Step Scan...
Inverse Scan...
Arrow Keys,.,

Scanning Opkions. ..

Extra Switches. ..
Starting Poinker Position, ..

Loops

Scanning Options x

Scan Loop Settings

If ho response, exit loop after looping IE

Requires a switch
hit to start the scan
after each board
change or button
selection.

Stop zcanning top level after looping

L_ Fequire Click to Start Scan

™ Restart Scanning on Same Button

[T Allow Direct Selection When Possible

Cancel |

Special Access Options

Loops - Used to change the default
scanning loop settings.

Extra Switches - Assigns specific scan
controls to extra switches.

Sets the number of
times the scan will loop
—1 through a group before
breaking out.

IU Times

\I Sets the number of
times the scan will loop
before the scan pauses
on the first button.
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Extra Switches

Dynamic Boards | Help
¢ besn o |7‘°3 ExtraSwitches X
| et Curktd ’E E Q| Q | b These are extra functions that scanning uzers can perform if able to operate additional switches.
i thod Direct Paiter...
Button Selsction. . Direct Touch. .
Yoice... v Auto Sean... ; ;
Speaket Yolume. ., Step Scan... Click or tab to the function that you wish to assign a If the usercan Work Wlth mUItIpIe
Keyboard Response. . Inverse Scan... Press the key that you wish to assign ta that fuction. i ifi [
Button Keys... Arrow Keys... Prezz Delete if you want to remove an assigned key. SWItCheS’ SpeCIfIC Scannlng
I B scanning Optins... actions or commands can be
f;‘::::zz:mnds _Mstamng ooy Fakion . Make sure that your switch device sends ¢ assigned to additional switches.
+ Typing Shorteuts
Beai .
gy [None 2 Type in the keyboard character
sage Counts. .. Exit Laop -
G [None that the extra switch sends.
Startup Board. .. INone Cancel Speech
Show > INone Pause Speech
W Go To Board: |

Cancel

i
:

Design Aspects for Scanners

There are a variety of techniques and tools to help you organize the content of your boards. The suggestions
provided below will help you create boards that scan more efficiently.

Layout

Use a consistent approach to the button layout of your boards. A consistent approach will help the user
locate the desired buttons more quickly.

+Always place navigational buttons in the Breakfast

same location on each board.

French toast pancakes
*Some users may benefit by having the @
same layout and number of buttons Use consistent
on each board. button
toast orange juice milk placement

*When you have a board layout that
works, save a blank copy of the
board, lock it, and use it as a template
for all future boards you create. Refer
to Appendix E - Creating a Template E’]
Board. Keep your boards

simple and clear.
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Scanning Groups

Use scanning groups to organize the buttons on your board to improve access speed and assist the user in
understanding the available button choices. The effectiveness of scanning groups will depend on the user’s
cognitive skills and method of scanning access. Please refer to Chapter 22 - Access Methods and Custom
Scanning for information on creating scanning groups.

Most frequently-
used buttons
appear in the =

fiI’St group. andwich pedo sandw
Q = The groups

can be sized
orange hocolate mil cookies
=2 and color
. % ﬁli &= ;ﬁ coded.
Buttons are

groupedbased grapes cupcake ice cream

on content. ' @ W

» Ifa user has ten or more buttons on their board, scanning groups will probably speed their access.
*  Create scanning groups around buttons based on content or function.

*  When possible, you should place the most frequently used button choices in the first few scanning
positions within a group.

*  You can use your groups for visual organization by making the groups different colors or resizing them
to make them visible around the buttons.

» If'there are ten or more buttons in a scanning group, consider creating subgroups. (Be careful with
subgroups. Using too many subgroups may actually slow down a user’s access speed.)

*  Depending on the number of times the scan is set to loop through a group before exiting, you may want
to add an extra button to large groups that allows the user to exit the group without having to wait for
the scan to automatically exit the group.
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Modifying the Scanning Sequence

The Scan Tools allow you to customize the sequence and behavior of the scan on your boards. You can add
structure to your boards by changing the scanning order and adding predictive scanning. Please refer to
Chapter 22 - Access Methods and Custom Scanning for more information on the Scan Tools.

Use the Sequence Tool to make the Use the Scan Next Tool to guide the
buttons or groups scan in an effective order. user from one selection to another.

A = O

They

/’

o~ A
[05.14C = Lk \. &

* Consider making the navigational buttons the first to be scanned on a board. This allows the user to
quickly change boards if the current board is not the one desired.

»  Use the Sequence Tool to set the scanning order for the groups and buttons on the board to guide the
user through the natural order in which they should be selected.

*  Use the Scan Next Tool to make the scan anticipate what choice the user may need to make after a
button selection; predictive scanning.

» For visual reinforcement after a button selection, you may want the scan to stop so the button remains
highlighted. To achieve this, use the Scan Pause Tool to set a type “A” scan pause on each button.
When the user hits their switch again, the scan will start on the next button in the scanning sequence.
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Using Button Keys to Assist a Scanner

The Button Keys feature can be used in conjunction with the Sequence Tool to create buttons that can be
accessed only by pressing keyboard keys. These buttons would not be visible to or accessible by the user, but
would be available to someone assisting the user. You can assign actions to cancel speech, clear the display,
exit a scanning group, print, etc. to these keyboard-activated buttons with the goal of helping the user
successfully use the communication board. Refer to the Button Keys section in this chapter for more
information on this feature.

These transparent buttons have Button
Keys assignments and have been
removed from the scan sequence.

Sends the Removes the Prints the

scan to the last picture contents of

subjects sent to the the Message

group. Message Display.

Key: “x” Display. Key: ‘p”
Key: “r’

You can assign any keyboard
key you like to a button.
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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 I x| Direct Painter Access I x|
This aceess methed is designed for touch screen users and requires them to point to buttenss by touching the sereen. This access method requites the usar ta point directly to buttons using a painting device such as 3 mouss,
headpainter, joystick or iackbal. Butians are hightighted as the user paints to them.
i bl R (e e L e Choose one of the methods below to actvate = highlighted butor:
% Activate After Rislzasing Fingsr
" Automaticaly Activate Button After 3] Seconds
Click DK ta use this access methad, or click Cancel and choose a different method. £ Mouss Click
£ Key Click [Enter
Cancel & Automaticalls Activate Button After | Seconds
% Click OK to use this access method, o click Cancel and chooss a different 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 alternate 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
stortng Pomter Posiion S

This feature will pasition the mouse pointer in 3 spesific location [1slative ta the edgs of the

Use this feature to set the starting location for the pointer when — voacarenerers boad shange ceeus
the program starts and after a board change. You will want to

This feature is used to pravent a button from highlighting or selecting automaticaly, after &

set the starting pointer position to a location on your boards b change. i § appests uncer the pae

where no buttons are located. This feature corrects the problem

where a button could automatically highlight or select because e |
the pointer happens to appear on top of the button after a board 5

change. Choose Dynamic Boards > Access Method > i e ‘ ‘ ‘
Starting Pointer Position. s s s

260



‘ Boardmaker Software Family v6 User’'s Guide

Design Aspects for Touchscreen Users

Board Layout

Listed below are some suggestions to keep in mind when creating boards for a touchscreen user.

Large buttons (2” sq.) =
make easy selection torpado

sandwich

targets.

Spacing between the
buttons eliminates
unintentional selections.

Large navigation buttons
(17 sq.) are easy to select
in the corners.

*  Make the buttons large enough so that the user can hit the button and maintain steady contact within
the button’s border.

* A user with targeting problems may benefit from some degree of spacing between the buttons to act as
a buffer against inadvertent button selections.

*  Arrange the buttons on the boards to accommodate any limitations in a user’s range of motion, e.g., if
a user has trouble moving his/her hand up and down, arrange the buttons horizontally in a line.

*  Make the most frequently used buttons the easiest for the user to reach and access.

Note: You can record the frequency of button use by choosing Dynamic Boards > Usage Counts and
setting up the options in the dialog that appears.

* Try not to place small buttons in the corners of your boards. The corners of a touchscreen tend to be the
least accurate in registering the correct position of a touch.
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Designing Boards on a Touchscreen

The program has a variety of features that enable you to edit and create boards on touchscreen computers
that do not have a standard built-in keyboard or mouse.

Touchscreen users can turn on the onscreen
keyboard for use in the program’s Design mode.

-G e Keybnbid
Cut | Copy | Paste| cisd}| up | oown | Len | Right |
i1

-l
=
i

. I_Dasign I |__|
| ey
e
- Add ba_ﬂc this t
$|1|2|3|4|5|B|?|8|9|D|-|+Badﬂpﬂc& pfac:fh:;;glr:mf:’fﬁ?e
Tab (g |w|e|r|E |y |u|i|lo|p|=]=|"[" Design mode.
Lﬂl:h:|a|s|d|T|g|n| [ |H| | | : | : |r|Entar Action: Design Mode
Shift [z | x| c| v [b[n]m]| , | . [%|! Shift fSEIﬁl'IgS catego.r};l
Mamat&| SPECB | L3

Onscreen Keyboard

Choosing View > Use OnScreen Keyboard lets you enter text and numbers with an onscreen keyboard
when you are working in the Design mode.

Design Mode Toggle Button

The menu bar can be difficult to access with a finger. You may want to place a button assigned the Design
Mode action (Settings category) on at least one of your user’s boards to allow you to switch into the Design
mode. In the event you don’t have access to a Design mode button, you can triple-tap the very upper left
corner of the screen in order to enter the Design mode.

Pointer Tool Shift Lock

When the on-screen keyboard is in use, double-tap on the Pointer Tool to activate the shift lock. This feature
allows you to make multiple selections as if you were holding down the Shift key on the keyboard while
clicking on various items to be selected. Double-tapping on the Pointer Tool again will turn off the shift
lock.
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On-Screen Keyboard

The application includes an on-screen keyboard that

will allow you to type text on computers that have a [View Text DynamicEButtans Dynamic
touchscreen, but no keyboard. * Double Size s |
Actual Size Zhrl+1
. Half Size Ctri+2 E
Choose View > Use On-screen Keyboard to turn o
. 1w Fit To Windaw Chrl+3 L
this feature on.. Other. .(30%)

v Snap To Grid
Send To Bact:

Shiow 3

Use on-Screen 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: ° @

" Activate After Releasing Finger

% Automatically Activate Button After E Seconds
Click? OK. to\se this access method, or click Cancel and choose a different method. Rest Toggle

il | / . u

\ 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)

263



Chapter 23 - Designing Boards for Alternate Access Methods

Design Aspects for Users with Low Vision

The program provides features which will help support users with low vision. The suggestions in this section
may be applied to any user’s boards to provide additional selection prompts.

* Ifyouneed to use large buttons and are having a difficult time fitting all the necessary buttons on a
board, move some of the buttons onto PopUp boards to simplify the original board’s appearance.

e  Turn on the Enlarge option in the Highlight Buttons dialog. You can open this dialog by choosing
Dynamic Boards > Highlight Buttons. You can also specify the magnification level.

The Enlarge
option will double
the size of the
button under the
pointer.

The Invert option
will reverse the
symbol’s colors.
This is best used
with black and
white symbols.

* Some users may have an easier time seeing white symbol outlines that appear on a black button
background. Try using Invert or one of the other highlighting options in the Highlight Buttons dialog.

»  Users with severe visual needs should make use of the audible cue features. By using audible cues, a
user may not even need to see the screen in order to access the program.
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Button Keys

Through the use of Button Keys, buttons on your boards can be selected by pressing specific keys on the
keyboard. This feature might be used to provide access through an IntelliKeys keyboard, as a quick method
for a typer to access frequently used buttons, or to provide an aide access to buttons needed to assist the user.

Any button on a board can be assigned a selection key. The same key should not be assigned to multiple
buttons. Once a key is assigned to a button, that key will no longer perform its normal function while that
board is in use, i.e. if the “k” key is assigned to a button, the “k” key can’t be used to type a “k” into a display
on that board. A Button Key Toggle can be used to turn on and off the Button Keys feature.

Assigned | | Assigned || Assigned
SendS to “F1’7 tO “F2” tO 11F3u

Sends
an “‘F2”

an “F3”
A\ \ /£
bre\ffa#
) Using Button Keys ks
0 .

Sends
an “F1”

== [0 access the _>

program using an
IntelliKeys keyboard.
[ / \ ;
gs ngj » gs ng‘sj gsnlc__lz Assigned | | Assigned || Assigned
to “F4” to “F5” to “F6”
"Dynamic Boards | Help
Assigning a Button Key BT e V The “F1” key will
1 . L il be set to select
Select the button that you want to assign a ;;::ns ;";;':;:n ' | this button.
Button Key to. oice. .

Speaker Yolume, ..
Keyboard Response, ..
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266

Select Button Keys in the Dynamic Boards
menu.

Assign Button Key

Frezz the key that pou wish to assign ta t
want to remove an azsigned key.

Key |1

Mote: Ta turn on and off the Button Keys
must de-zelect all buttons before selectin

Press the F1 key on the keyboard. Click on
the OK button when finished.

The F1 key is now set to select the
“breakfast” button regardless of the user’s
method of access.

Press the desired key.

/ /[

Button Keys ﬂ

V¥ Use Button Keys

Button Keys allows you by £tivate Buttons by pressing keys on the keyboard,

V¥ Use Button Keys Togflle

a—

The Button Keys Toggle allows you to turn Button Keys on and off using the above
key.

Remave Al |

Clears all Button K.eys azsignments on thiz board.

Turning On and Off Button Keys

A different Button Keys window will appear if no buttons on the board are selected when Button
Keys is selected in the Dynamic Boards menu. In this case, the Button Keys settings window will

appear.

Enable or disable
the Button Keys

feature. ¥ Use Button Keys

the Use Button
Keys Toggle key.

key.

Remave Al |

Click here to
remove all Button
Keys assignments
on the current
board.

Cancel |

fram the: men.

Button Keys ﬂ

Button Keys allows you to activate Buttons by pressing keys on the keyboard.

Enab/e or disab/e I> V¥ Use Button Keys Toggle

The Button Keys Toggle allows you to turn Button Keys on and off using the above

Clears all Button K.eys azsignments on thiz board.

Mote: Tao assign a key to a button, select the button before selecting Button Keys

You can change the
~ default Use Button
Keys Toggle if
necessary.
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Additional Program Features that Assist User Access

Button Selection and Keyboard Response

Users who are unsteady or are prone to making unwanted button selections will benefit from the options
within within the Button Selection and Keyboard Response dialogs which can be opened from the
Dynamic Boards menu.. These options allow you to fine-tune when the program will accept or ignore
switch hits, keystrokes, or other forms of input made by the user to minimize unwanted button selections.

Please refer to the appropriate section in Chapter 22 - Access Methods and Custom Scanning.

Using Audible Cues

All the buttons and groups on a user’s board can be configured to provide an audible cue about their message
or function. The audible cues can be either spoken (synthesized) or recorded. Audible cueing is extremely
helpful for users who have visual difficulties or simply need the reinforcement of a spoken cue to assist them
in making button selections.

Your audible cues should be short so they don’t needlessly delay the user in scanning through the button
choices.

If you want to use a set of boards that utilize audible cues with a user who does not need them, you can
turn off the cues by muting Preview Sounds in the Speaker Volume settings. Refer to Chapter 19 -
Other Useful Program Featuress.

You may want to use a different synthesized voice for the spoken cues and for the final spoken
messages. This will help the user and the communication partner distinguish between the two. Refer to
Chapter 19 - Other Useful Program Features.

You can set the volume for the audible cues to be softer than that of the final communication messages.
The cues can even be set to play through an earpiece or pillow speaker so only the user can hear them.
Refer to Chapter 19 - Other Useful Program Features.

Audible Feedback

The program provides audible feedback sounds for button activation and button scanning. Audible feedback
sounds assist the user in tracking the scan and reassuring them that they were successful in selecting a
button.

You can change the volume of the audible feedback sounds or mute them entirely if necessary. Refer to
Chapter 19 - Other Useful Program Features.

The audible feedback sounds can be changed, if desired. Rename the new wave sound files as SDP
Button Scan.wav and SDP Button Click.wav, and replace the original sound files in the SDP
Externals folder. Be sure to keep the sounds very short in duration or they will slow down the button
selection process.
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Disabling Buttons Using the Sequence Tool

You can use the Sequence Tool to exclude certain buttons from the scan sequence which also makes them
unselectable to a direct selector. This allows you to tailor an activity by making only a specific topic or
vocabulary buttons on a board selectable by the user. You can also do this to limit the boards a user has
access to during class time by removing certain buttons from the scanning sequence on their main board.

Launching Applications

You can launch other applications, documents, or files from the program by linking the program or file to a
button. You can create a launcher button by using the Launch Application action (Cool Stuff category) and
selecting the appropriate shortcut.

Note: You must first make a shortcut to the program or file and place it in the SDP Externals folder. Refer
to Chapter 16 - Other Useful Program Features.

@ Boardmaker with SD Pro
Move your program shortcuts
@ SDP Externals - into the SDP Externals folder.

Irﬁ Shortcut to My Program

Bookmarks

Users can bookmark a board they may need to return later. Selecting a button assigned the Set Bookmark
action (Change Board category) places the bookmark on the current board. Selecting a button assigned the
Return to Bookmark action (Change Board category) opens the bookmarked board. There is only one
bookmark, so each time you place the bookmark on a new board you will lose the link to the previously
bookmarked board.

Speaker Volume

This option, found under the Dynamic Boards menu, allows you to change the volume of the Normal
Sounds (spoken messages or recorded messages), Preview Sounds (audible cues), Button Click Sounds
(activation), and Button Scan Sounds (movement). There are also controls for configuring how various
sounds will be played through the computer’s speakers or through headphones or amplified speakers
plugged into the computer’s speaker jack.

If you want to play audible cues through headphones or a pillow speaker so only the user can hear them, you
will use this window to specify what sounds will be heard where. The Separation of Sounds option you
choose will depend on the type of computer you are using. Refer to Chapter 16 - Other Useful Program
Features.

Setting Up SDP for Multiple Users on the Same Computer

If you are using SDP on a single computer to support multiple users, you will typically have a separate folder
of boards for each user. In each user’s folder of boards you can create a custom preference file, message files
folder, or dictionaries folder to preserve that user’s individual program settings. Starting the program by
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double-clicking on one of the user’s boards, or a shortcut to a board, will make the program use the
preference or dictionaries files that located in that user’s folder.

To create a custom SDP preference file for a user:

Make a copy of the PrefsSDP file which is typically located in your My Documents folder. (If you can not
find the file there, locate the My Boards folder used by SDP and the PrefsSDP will be saved in the same
location.) This file contains all of the user’s specific program settings. Paste the copy of the PrefsSDP file
into your user’s folders of boards.

To create a custom SDP Message Files folder for a user:

Make a copy of the SDP Message Files folder which is typically located in the Program Files/Boardmaker
with SD Pro folder. Any documents saved by the user will be saved into this folder. Paste the copy of the
SDP Message Files folder into your user’s folders of boards.

Note: You must start SDP by double-clicking on one of the boards in the user’s folder to make the program
use the PrefsSDP file, or SDP Message Files folder contained in that folder. Once the program is
running, any setting or dictionary changes you make in SDP will be save to the files in that user’s
folder.
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Appendix A

Keyboard Shortcuts

Most of the keyboard shortcuts and key modifiers listed below are also listed in the application’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

Backspace or
Delete

Ctrl+1
Ctrl +2

Ctrl +3

Ctrl +4

Ctrl+ B

Ctrl + F1
Ctrl + F2
Ctrl + F3
Ctrl + F4
Ctrl + F5
Ctrl + F7
Ctrl + —»
Ctrl + «
Ctrl + Fé

Enter the Design Mode

Enter the Use Mode
New board

Open a board

Save a board

Print a board

Quits the application
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

With Text Selected

Ctrl + “+”
Ctrl + “_”
Tab

Increase the font size
Decrease the font size
Select all Text

With Symbolate Text Selected

Ctrl + ‘6+”
Ctrl + "

Symbol Finder
Ctrl+T

Ctrl + L

N

<«

Ctrl+ H

Ctrl +1

Ctrl+(2-9)
Ctrl + Shift + C

Ctrl + Shift+F11
Ctrl + Shift+F12

Pasting Images
Ctrl + paste
Shift + paste
Alt + paste

Shuffle Buttons

Ctrl + Shuffle

Swap Buttons
Alt + drag

Increase the symbol size
Decrease the symbol size

Display thumbnail view
Select categories

Next image in search
Previous image in search
Change Line 1 to “Hidden”
Change Line 1 to “English”

Change Line 1 to
corresponding language
Copy current symbol as a
bitmap instead of a metafile
Show MJ Special dialog

Show MJ Special (extended)
dialog

Size for a 2” x 2” button
Use native resolution
Suppress the label

Make sure every button
changes place

Swap buttons
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Resizing Buttons
Ctrl + resize
Shift + resize
Ctrl + AltOpt

+ resize

Symbolate
Esc

(T3]

Alt + typing
Alt + CC_”

272

Resize contents

Maintain the aspect ratio
Resize contents (excluding
text)

Open Symbolate Candidates
dialog

Insert a space without
creating a new word-symbol
pair

Don’t resymbolate the text
Insert an underscore instead
of a pseudo-space

Freeform Button Tool

Ctrl + click
Shift + select
polygon in
Corner Tool

Set a vertex for a polygon
Make the polygon regular

Selection with Pointer Tool

Shift + click

(no items selected)
Shift + click
(items selected)
Shift + click
(stacked item
selected)

Ctrl + drag

Select the button

Select/deselect additional
item/button
Select all stacked items

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
Capitalize Next

Caps On

Caps Off

Picture Button

Picture Speech

Picture Sound

Expand Abbreviation

Message Files

New Message File
Open Message File
Save Message File
Save Message File As
Delete Message File
OK

Cancel

Next Message File
Previous Message File
Message File Name
Speak File

Board Change
Change Board

Change Board Forward
Change Board Back
Return to Last Board
Set Bookmark

Return To Bookmark
Go To PopUp Board

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
Access Method

Design Mode

Rest Toggle

Word Prediction Toggle
“Typing Shortcut Setting
Reset Stopwatch

Use Voice 1

Use Voice 2

Use Voice 3

Use Voice 4

Quit

Shutdown

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
Comment

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
Speak File

273



Appendix B - Button Actions

274



‘ Boardmaker Software Family v6 User’'s Guide

Appendix C
Exporting and Importing Board Packages

You 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

File Edt Wiew Text DynamicEButtons Dynamic Boards Help
Hew Board Ctrhh

_ - (|H=|EOlala
Choose File > Export. Then choose either e s BT
Individual Boards to a Package or Folder of S et
Mext CtrHRa
1 Boards to a Package from the submenu. Prevess B
Import. »

Ex

[]  Current Board to a Version 5.3 Board. . |

Folder of Boards to a Yersion 5.3 Falder ..
Frirk... =

Prink Preview Indi & .
Prink Setup... (Board SizejRuler Grid/Gaps) Folder of Boards to a Package...
Print Board on Single Page...
Print For BIM Activity Pad.

Individual Boards ta = Dynalax FPackage, .

Action List.

Application Language. ..

Recent Boards 3

Exit ctrhg

Select a board, multiple individual boards or a folder of boards to be packaged as appropriate for the
export option you selected.

Click the Open or Choose button when finished.

Seectsaril) 1o gt 2 1
Laak ir: I (2 My Boards j - 5 BB Select Folder in which to Import Folder "Bear Story":

;@‘ barnanimals

[¥-1_7) Desktop =
¥ 7% Favorites

[#-{:3) Local Settings

=23 My Documents J

{2 About Me

SeIeCting indivjdual -{3) Paul's Boards
boards to package.
SeIeCt a My Pictures
folder to e vidane | _>l;|
package.
Cancel |

File name: I"FupUp-Sluly.me” "BeaReview.bm2" "Fopll j Open

Files of type: [EM_SDP Files [%bmz) | Cancel
¥

Tip: Multiple boards can be selected by holding down the Control (Ctrl) key on your keyboard
while clicking on the individual boards.

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 2]
packaged board. By default, the application oo CIET A code
will attempt to save board packages in your
My Boards folder. Select a location
and name for the
Click 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. Fieran  [fen Aeied I
Saveostps  [Boerd Package [“zbp] = c_w]/

Board Packages _

i i Bear Review.zbp
will have a .zbp ZEF File
file extension. Lo ke

Importlng a Board PaCkage m Edit View Text Dynamic Buttons Dynamic Boards Help
New Board Crk+H R—
Open... Chrbo ﬂ ] ’76 E
A compressed board package must be e s %
imported before the boards it contains can be v e Tl
used. =
4 Picture...
Choose File > Import > Board Package. i | e,
tm o T p——
. Print For BM Activity Pad...
Note: Board packages can only be imported T
by version 6 and later of the . —
application.
Select the package file then click the Open =0
button Look in: I_)Dekap =« of B~

Note: Board Packages have a .zbp file
extension.

File name; [Bearstow Boards =l Open

Files of type: Boerd Package [*.20p) = Cancel

™ Dpen as read-only

2
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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 the the Choose button. The board
package will be expanded here.

Choose File > Open to open one of the
imported boards.

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 selected location, you will be
asked if you want to overwrite that
board or folder.

Select Folder in which to Import Folder "Bear Story'™:

.J Desktop ;I
-3¢ Favorites
[H(3) Local Settings

My Documents
-{5) Boardamker Activity Pad

i) About Me
-{5) Paul's Boards
i) My Boards 5.3

Iy Music
My Pictures
S e Midens ~
| »

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 application, 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 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 application can directly open version 5 boards without needing to use the export/
import options. Whenever possible, version 6 will attempt to save boards in the version 5.3 format to
maintain backward compatibility.

Boardmaker lets you export a single board or a

File Edit View Text DynamicButtons DynamicBoards Help

Mew Board Chrl+N RN
folder of boards. . e [|E=|EOl)l]]

Save cults Hoind Bt o
To export the currently open board, choose File > e
Export > Current Board to a Version 5.3 Board. . e

Import... »

Current Board oard...
I— 3
Note: If you have not yet saved the board, you o coiep Folder of Boards ta a Version 5.3 Folder. .,

will be prompted to give your board a name
and select a place to save it.

To export a folder of boards, choose File > Export >
Folder of Board to a Version 5.3 Folder. This 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.

Print Preview

Fink Setup... (Board Size/RulerjGrid/Gaps)
Prink Board on Single Page...
Frink For BM Activity Pad. ..

Individual Boards ko a Package. .
Folder of Boards to a Packags...

Indyidual Boards b & Dynahox Package: .

Application Language. ..

Action List, .

Recent Boards 13

Exit Crl+Q
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The exported board or folder of boards can then be transferred to a computer with version 5.3
Boardmaker on it, and the board or folder of boards can be opened directly.

The symbolate button
is converted to a
standard button with

/ multiple symbols. [\
The

/ freeform
1 puttonis | | ————F—7-—-""""""-"""-"- .

converted i%’ﬁ > " — 14 AB
intoa \|] ———--—“>2 = > 1 ° TEF |

standard N\
square

button. N %
The dashed button border /

’St csgvzﬂeciligl;)o ‘: der K Board after export
Stanaarad so oraer. with alterations.

ta b o —

Find the dog that is

square

Basic Boardmaker
board before export.

A\
1

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 version 6 features not supported in version 5.3:

* Dashed lines *  Freeform buttons (replaced with rectangles)

e Symbolate buttons * Background image anchors

Boardmaker Plus! and SDP version 6 features not supported in version 5.3:

*  Movable buttons * Advanced variables (embedded, numeric, system)
*  Open board actions * Advanced conditional statements
*  Macros e Nested, not selectable, hidden buttons, and button names

Version 6 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

280



‘ Boardmaker Software Family v6 User’'s Guide

Appendix E
Creating a Template Board

Template boards are set up 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. They can be found in the Boardmaker with
SD Pro folder (typically in C:\Program Files).

You can create your own subfolders in the
Templates folder to help organize your templates.

EI Program Files
I

]

Boardmaker with SD Pro
1

|d__| Templates

Once you create a board that you want to keep as a
template, choose File > Save as Template.

File Edit View Text DynamicButtons Dynamic Board:

Mew Board
Open...
Close
Save
Save As...

Mext & Ctrl+RA

Previous

Ctrl+N
Ctrl+0

Ctrl+5

Ctrl+LA

Import...
Export...

3
3

Print...

Ctrl+P

Enter a name for your new template and save it in
the Template folder of an appropriate subfolder.

Click 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.

Save Board As Template

2]

Savein | ) Templates

\ = +~®ckE

JL2IBM Calendars

J)BM Schedules

File: name:

Save astyps

|3 Activity Pad Templates

JC)EM Communication Devices
JL2)EM M1 Displays

|2 Interactive Sample Boards
) Interactive Templates
|2 version 6 Tutorials

The Save as Template
function automatically
directs your template
boards here.

My Template Board| N =l Save

BM_SDP Files (*bm2) > C |
[BM_S0F Fis (2 \\ El =)

Give your template board a name
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Appendix F

Launching a Board at Computer Startup

Your 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. Choose Dynamic Boards > Startup Board.

Dynamic Boards Help

v Design
Use

Ctrl+D
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 & 3 |

Click the Use Current Board button; then click the
OK button. Now when you launch the program, it
will automatically open the specified board in the Use

2 mode.

NOTE: You can change or remove the startup board
any time using the steps above.

The Current Startup Board Is: =

Usze Current Board

Don't Uze Any Board
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On the desktop, right-click 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 contextual menu that appears, select Copy Here.

Internet
/ Mozla Firefox
/J E-mail

S

@ Snaglt 7

@ paint Shap Pro 7
i

ﬁ Directory Toolkit

% Directary Opus

AllPrograms  »

__j My Documents
Z) My Recent Documents

_CJ* My Pictures

j My Music
gj My Computer

& 1y Network Places

D‘ Control Pane!
(@ SetProgiam Access and
Defauits

) Printers and Faxes

o 1o

77 Run...

@ Help and Support

| sofiByte Labs
& Startup

I3 Stufflt Deluxe
() Synergy

[ System Recovery
I Todls

I webEx

[ windows Digital Media Enhancements

[ wise solutions

I wws 2000

[ Acobat Distiler 6.0

[/} Adobe Acrobat 6.0 Standard
A5 Adobe Acrobat 7.0 Distiler
Adabe Reader 7.0
Calendar 200%

@ Internet Explorer
Microsoft Excel

[ Microsoft FrontPage
Microsoft PowerPaint
Microsoft Word

nd msn

() Outiock Express

=

Log Off E Tum Off Compute & QuarkiPress 5.0

Remate Assictance

3l

J= Adobat Assistant

7l Adobe Reader Sp Copy He

Create Shoby

O sigFix

&) Instal Pending Fik Cancel

A Microsoft Office

@@ Quickeys Engine

B bicmdsz

5 HP LaserJet 3100 Stats
& Cisco Systems VPN Client
¥ Logitech SetPoint

@a Norton GoBack

s | B B@ S8 | B roxi..| roxi.. | s | @har.| Dadd. | Eset. [ B | BBcod... | @ soa... | @ cem...| B sna... |control parel ”\:@

4 Your computer is now set to automatically launch the the program board you set with the program in
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Appendix G
Advanced Board Construction Tips

The following tips are provided to help experienced the program users save time when constructing boards.

Spraying Already Programmed Buttons

If you need to create several buttons that all perform the same set of actions but differ only in their content, it
can be faster to create one button and assign it the necessary actions first, then use the Button Sprayer Tool
to create a grid of copies. Now, all you need to do is edit the content of each button since the necessary
actions are already assigned to each copied button. Refer to Working with Quick Text Buttons in Chapter 18
to see the basic steps of this approach to board building.

Modifying an Existing Board and Saving it with a New Name

If you like the way a particular board looks or functions, you can make a copy of the board and customize its
content to meet your specific needs. To quickly make a copy of a board, use the Save As command in the
File menu to save a copy of the board under a new name. You can then freely change the content of this
newly-named copy without affecting the original board.

Copying and Pasting Buttons Between Boards

The program will allow you to open and view numerous boards simultaneously. This makes it very easy for
you to copy and paste already-programmed buttons from one board to another.

Tip: Ifyou want to use an existing set of boards with a new individual, but need to reduce the number of
topic choices on the main board, you can cut the unwanted buttons from the board and paste them
onto a new board for storage. The topic buttons on the storage board can then be added back to the
main board as the user is able to handle more vocabulary.

Right-click Feature

Right-clicking over a button, a symbol, text, the Message Display, the Preview Display, or the background
will provide an additional menu for editing the selected item.

Using the Placement Cursor

Use the Placement Cursor to click and drag out a marquee box that is the desired size and in the correct
position. The pasted symbol will be scaled to fill that marquee box.

Note: This feature is best used when you are not working wih only the symbol and not the symbol text and

symbol. Use the Tab key and delete the text in the Alternate Symbol Names field or set the Line 1
Language to Hidden.
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Appendix H
Application Language

The menus, messages, dialogs, and supporting files and folders in the program can be displayed in a variety
of languages. The program retrieves all its text from special language resource files. You can set the program
to use any currently available language resource file to translate the program’s text.

NOTE:If you are using Windows NT, 2000, XP, or Vista you must have administrator privileges to
change the application language. Consult your network administrator.

From the File menu select Application Language. The dialog box shown below will appear.

Choose a new Application Language ﬂ

Choozing a new language for the application determines which language this
application will dizplay in the Menus, Meszages, and Dialogs.

HECALTION

Thiz command should be used with caution because the program may become difficult or impossible to : :
uze if the program restarts in a language you don't understand. Click here to view the

1 Mote that the ch ill ot til pow Exit and restark th list of available lan-
ote that the change will not aceur unbl pou Exit and restart the proaram. guages. High/ight

your selection.

Click here to select the new language --»»

Click here to set the
program to start up

Cancel | | Accept Language Change - 1
Ly ]\I\I on the new language.

Click on the pop-down menu to view the list of languages currently available. Highlight the language
that you want to use.

NOTE: Additional language resource files may be available in the future. Contact Mayer-Johnson, Inc.
for information on available languages.

Click on the Accept Language Change button. The program is now set to start up using the language
you selected.

2 Quit and restart the program to apply the language change.

NOTE: Because changing the application language also renames some of the supporting files and
folders, it is strongly recommended that you quit and restart the program immediately.
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Index

A deleting 150 separate folders for 132

Abbreviation expansion 223,231 editing 149 setting default size 20, 118
Access methods 237 rearranging 150 setting the size 20, 118

alternate 253 Assigning categories to a symbol 49 storage 132, 285

Arrow Keys 238, 254 Audible cueing 171, 208, 210, 235, template 281

Auto Scan 238, 254 267 typing 224

Button Selection Options 239 Auto Scan 238, 254 viewing multiple (Tile) 23

Direct Pointer 238, 260 Bookmarks 268

Direct Touch 238, 260, 263 B Borders

Extra Switches 256 Background color 3-D shadow 31

Inverse Scan 238, 254 board 28 hidden 29

Keyboard Response 241 button 28 thickness 28

Loops 255 Basic button actions 137, 273 Button actions

scanning 254 Bitmap format 93, 104, 124 basic 137

Starting Pointer Position 260 Board change action category 137,273 complete listing 273

Step Scan 238, 254 Board Change Indicator 90, 158 variables 218

toggle 260 Board dimensions 18 Button Actions dialog 136

touchscreen users 260 Board Magnification Indicator 3 Button actions window 136
Accessibility Options 241 Board size 20, 122 Button gap spacing 26
Action categories 137, 273 Board title bar 214 Button Keys 228, 259, 265

Basics 137,273 Board Workspace 3 Button Keys toggle 228

Board Change 137, 273 Boardmaker’s Symbol Finder at a Button numbers 215

Cool Stuff 137,273 Glance 4 Button Selection Options 239

Message 137,273 Boards Button Sprayer Tool 3, 26

Message Files 137, 273 action list 213 Button Tool 3

Settings 137, 273 advanced construction tips 285 Button types

Text & Cursor 137, 273 assigning basic actions 135 changing 184

background color 28

Variables 137,273 Buttons

Action Details 136
Action list 215 default storage 133
Action Menu 137

Actions dimensions 122 changing types 184
filling with symbols 48 copying and pasting between

creating a template 281 assign actions 136

. . ) basic actions 138
design considerations 130 Button Keys 265

Movable-Destination button

pair 179 gap spacing 26 boards 285
AdaptedLearning 8 layout diagrams 131 cursor control 232
Addendum libraries 107 main 132 design aspects 263
Aligning text 61 modifying 285 disabling 268
Alternate access methods 253 multi-page 21 display control 224
Alternate Symbol Name field 42 multiple, working with 23 edit assigned actions 149
Alternate symbol names 42 opening 6, 271 highlight options 264

adding or editing 43 organizing 132 layout 256, 261
Alternative Symbol Name field 4 orientation 19, 120 link to other boards 151
Arrow Keys 238, 254 page break lines 22 message file control 233
Assign Categories button 49, 51 paper size 118 movable 175
Assigned actions 136 planning contentof 131 Movable Button Tool 176
adding 149 PopUp 187 Movable-Destination pair 179
sample 5,8
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Index

numbers 215

picture 165, 166

Quick 191

quick action 191

Quick Date 202

Quick Day 202

Quick Picture 196

Quick Record 199
Quick Text 192, 195
Quick Time 202
scanning group 246, 271
scanning group breakout 235
scanning movable 185
selecting multiple 188

setting movable button
destination 183

text editing 232
Usage Counts 216
Use Button Text option 169
Word Prediction 225

Buttons (cells)
3-D shadows 31
adding additional symbol to 65
background color 28
border color 28
border thickness 28
clearing a group of 32
clearing symbols and text from 32
combining symbols in 65
copy new symbol from 104
creating 25
creating a grid of 25
creating a square 25
dimensions 20
filling quickly 48
gap spacing 20
importing clip art and photos 101
placing a symbol on 40
replacing a symbol on 64
resizing 26, 86, 87
selectall 27
shape 30

Cc

Categories
adding a new symbol 106
Categories Button 4
changing a symbol’s 49
creating your own 51
selecting a search 46

288

Cells. See Buttons
Change Board 138, 153,273

Changing text on multiple buttons 61

Clear 32
Clear Symbols. See also categories
clearing 68
Clip art
importing 101
Clipboard button 4
Clone
Movable button 182
Color
board background 28
border color 29
button background 28
changing colors in symbols 98
transparency 94, 96
Color palette 28, 59, 96
Color Tool 3, 28,29, 59, 96
Cool Stuff action category 273
Copying symbols
automatic placement 40
manual placement 40
to a button 40
to another program 41
to the Symbol Finder 104
Corner Tool 3
Create Popup Board 188
Creating symbol categories 51
Cursor control buttons 232

D
Default
board size 20, 122
for Text Tool 60
20, 122
Default board storage location 132

print settings

Design aspects for scanners 256

Design aspects for touchscreen
users 261

Design Board menu
Abbreviations 231
Access Method 238
Button Keys 266
Design mode 7
Greeting 213
Highlight Buttons 264
Show Board Change Indicators
Show Board Titles in Use Mode
Show Button Numbers 215

158
214

Show Menu Bar in Use Mode 214
Show Scan Tools 247
Speaker Volume 208
Typing Shortcuts 232
Usage Counts 216
Use mode 5, 140
Voice 209
Word Prediction 227
Design considerations 130
Design mode 5, 140
Design Mode toggle button 262
Destination buttons
changing type 184
creating 177
editing actions 179
scanning limitations 186
setting 183
Direct Pointer 238, 260
Direct Touch 238, 260, 263
Display control buttons 224
Draw Window at a Glance 3
Drawing on symbols 95
limited drawing area 93
Dynamic Buttons menu
Create PopUp Board
Filename 234
Message Display 160
Picture 166
Prediction 226
Preview Display 147

188, 189

Dynamic Help 3

E
Edit
button’s assigned actions 149
Message File boars 234
word prediction dictionary 229

Edit menu
Clear 32,68
Copy 104
Paste 104

Select All 27
Editing a symbol name 59

Enlarging the Symbol Finder
window 54

92,96
change thickness of 96
Extra Switches 256

Eraser Tool
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File menu
Import 103
Print Board on Single Page 125
Print Preview 122, 123
Print Setup 18, 21, 121

Fill All Tool 92, 94, 98

Fill Tool 92, 94,97

Flip Horizontal Tool 92, 99

Flip Vertical Tool 92, 99

Fonts
setting size in Symbol Finder 44
setting size on symbol 60, 86
style 60
type 60

G
Gap spacing 26
Getting Started 129
Greeting 213

Grid
Snap to Grid 25
spacing 25

H

Head tracking device users 263
design aspects 263

Help 3

Highlight Buttons 264
enlarge 264
invert 264

Imported picture transparency 94

Importing
clipart 101, 103
photos 101

pictures 101
Inverse Scan 238, 254
Invert Tool 92, 98

K

Keyboard
on-screen (Design mode) 262
on-screen (user). See typing boards
Keyboard (on-screen) 263
Keyboard Response 241

L

Languages
assigning symbol names 105
Lines 1 and 2 in symbols 45
Search Language 45
Launching a board at startup 283
Launching applications 204, 268
Libraries (of symbols) 107
organization 107
selecting b&w or color 55
Line Tool 3, 30
Lines 1 and 2 Languages 45
Lines 1 and 2 Sizes 44
Linking boards 151
building sequence 152
main board button link 153
previous board button link 155
topic branch 152
Loops 255

M

Magnification for Enlarged Window 54
Mainboard ?7-7,129,131,132,151,
153, 156
Mapping out the boards and links 131
Marquee/Lasso button 67
Maximize size of window 24, 54
Menu Bar 3
Menu bar (display options) 214
Message action category 137, 273
Message Display 159

actions 163

adding 160

adding simple controls 162

changing the text and display
colors 160

changing the text size 160

clearing 195

Remove Last Message 162

settings 164

Type Message 161

Use Button Text 169

with pictures 165
Message Display settings 164

picture size 167

Uniform Line Spacing 168
Message File boards  233-234
Message File control buttons 233

Message Files action category 137,
233,273

Modify
existing board 285
scanning sequence 258
Modifying symbols
changing symbol colors 97
combining 67
drawingon 95
limited drawing area 93
resizing 86
Movable Button Tool 176
Movable buttons
changing type 184
cloning 182
creating 177
editing actions 179
overview 175
properties 181
scanning 185
scanning limitations 186
setting a destination 183
snap back 181
Movable-Destination button pair 179
Multiple boards 23
Multiple user settings 268
My Boards folder 6, 132

N

Names (symbol)
alternate 42
editing 43
Naming a new symbol 105

o)

One-time symbol name change 42
On-Screen Keyboard 263
Onscreen keyboard (design mode

in Design mode 262
Onscreen keyboard (design mode)

in Use mode. See Typing boards
Open

board 271

new board 271

next board 271

previous board 271

saved board 6

Symbol Finder 271
Orientation of paper and boards 18

P
Page break lines 22
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Index

Paint toolbar 95
Paint Tools
Color 92,96
Eraser 92,96
Fill 92,97
Fill All 92,98
Flip Horizontal 92, 99
Flip Vertical 92, 99
Invert 92, 98
Pencil 92, 95
Pointer 92, 95
Rotate 92, 99
Thickness 92, 97
Paint tools 91
Paint Tools Palette 92
Paper orientation 21, 121
Paper size 21, 120
Password 213
Pencil Tool 94, 95
setting the color of 95
setting the line thickness of 95
Photos
importing 101
Picture Button 138, 166
Picture Sound 138
Picture Speech 138, 166
suppress 167

Placement Communication
Symbols 107

Placement Cursor 40, 64, 65, 67
Placing a symbol in a button 40
Play

movie 207

recorded message 138, 142
Play Movie 207

Play Recorded Message 138, 140,
142,273

Pointer Tool 3
PopUp boards 187
creating 188
using with a Message Display 190
Prediction activation keys 228
Prediction buttons 223, 226, 231
accessing 228
adding 226
Preference file 269
Preview Display 147
Previous/Next Arrows 4, 38, 39, 47
Print Board on Single Page 125
Print Preview 122, 123
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Print quality 124
Print Setup 18, 21, 121
Printer considerations 118
Printer Setup 18, 121
Printing 212
checking the print layout 118
default settings 20
on single page 212
preparing boards for 118
Print Preview 123
Print Review 122
Print Setup 121
setting the board size 18
setting the orientation 18
setting the printer paper size 19
Private audible cue 210
Program menu bar 214
Pronunciation 211
Properties
movable button 181

Q

Quick action buttons
overview 191
Quick buttons
Quick Date 202
Quick Day 202
Quick Picture 196
Quick Record 199
Quick Text 192, 195
Quick Time 202
types of 191
Quick Date buttons 202
Quick Day buttons 202
Quick Picture buttons 196
Quick Record buttons 199
Quick Text buttons 192, 195
Quick Time buttons 202

R

Random action 206
RealSpeak 209
Recorded message 142

Recorded Preview 138, 145, 210,
235,273

Reduce To Fit view 22, 118
Replace button 64
Replacing a symbol on a button 64
Repositioning

symbols 66

text fields 58
Resizing
a board’s window 24
buttons 26, 86
graphics 86
symbols 86
text 44, 60, 86
Restoring window size 24, 54
Return to Last Board 152,273
Rotate Tool 92, 99
Ruler 25
units of measure 25

S

Sample boards
explore 5,8
Saving a board’s action list 215
Scan
movable button limitations 186
Scan Next Tool 250
Scan Pause Tool 251
Scan tools 236
Scan Next Tool 236, 247, 250
Scan Pause Tool 247,251
Sequence Tool 236, 248, 249
Scanning 235, 254
access methods 238
advanced 255
audible cues for groups 235
Button Keys 259
button layout 257
Button Selection Options 239
default sequence 245
design aspects 256
Extra Switches 256
feedback sounds 208
group breakout buttons 235
groups 235,257
Keyboard Response 241
Loops 255
modifying the sequence 258
movable buttons 185
Scanning groups 246
Scroll Bars 3
SDP Externals folder 204
SDP Messages Files folder 234
Search Language 45
Search options 38
anywhere 38
beginning of word 38
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whole word 38
Searching for symbols
individually 38
using categories 39
using thumbnails 39
see On-Screen Keyboard 263
Select All 27
Select Categories button 46
Selecting
b&w or color libraries 54, 55
portion of a symbol 67
search category 46
Send To Back 66
Sequence Tool 248

Setting
board size 18, 120
font, style, and size 60
paper size 19, 120

Symbol Finder font size 44
Shadow 31

Shadow Tool 3

Shortcut 204

Snap To Grid 25
Sound

separation 208

volume 208
Speak

button 139

Speak Message
273

Speaker Volume 208

Speaker Volumes 210
138, 144, 173, 235,

138, 139, 140, 173,

Spoken Preview

273
Standard Tool Palette
Line Tool 30
Standard toolbar 25
Button Sprayer Tool 26
Button Tool 25
Pointer Tool 59
Shadow Tool 31
Text Tool 59
Starting Pointer Position 260
Starting pointer position 260
Starting the program 6
in the Use mode 6
Step Scan 238, 254
Switches 243
Symbol Finder

adding a symbol to 41, 101

alternate name field 42

at a glance 4

category search 46
deleting a symbol 106
enlarging the window 54
importing a picture to 101
language settings 45

line 1 and 2 font sizes 44
line 1 and 2 languages 45
Previous/Next Arrows 38
Search Language 45
search options 38
selecting b&w or color symbols

55
Selection Marquee/Lasso 4
setting the font size 44
Settings Button 4
thumbnail view 47
window 3
Symbol Finder Tool 54
Symbol Name Search option 38
anywhere 38
beginning of word 38
whole word 38
Symbol Names button 4, 43
Symbol transparency 94
Symbols. See also categories
adding to a button 65
alternate names 42
49, 106

changing colorsin 98

assigning categories

clearing a group of 32
color changes 98
combining 65

54,

conversion to bitmap format 93,

104, 124
copying new to Symbol Finder
creating new 65, 104
deleting parts of 67
drawing on 95
editing name 59
erasing a portion of 96
filling selected portions of 97
flipping 99
inverting black & white 98
metafiles 93

MJ Symbols - Additional
libraries 107

MJ Symbols library 107
modifying 91

104

My Symbols folder 107
naming new 105
placement in button 40
replacing color 97
replacing on a button 64
repositioning in button 66
resizing 66, 86
rotating 99
selecting 95
selecting a portion of 67
selecting multiple 104
Symbol Folder 107
transparency color 94
Synonyms for symbol names 42

T

Technical support 2
Template boards 281
creating 281
premade 281
Use Button Text 170
Text
adding or editing alternate names 43
adding to symbol 59
alignment 61
alternate symbol names 42
changing on multiple buttons 61
changing the color 59
editing a symbol name 59
44, 60, 86
font style 60
one-time symbol name change 42

font size

removing name from alternate

list 43
repositioning 86, 95

Text & Cursor action category 137,
273

Text editing control buttons 232

Text Preview 108, 111, 112, 113,
115, 138, 147, 148, 173, 273

Text Tool 3,57

adding text with 58

editing symbol name with 59
Thickness 95
Thickness Tool
Thumbnails 47

Thumbnails Button 4

using to search for symbols 39
Tile view 23
Title Bar 3

3,28,92,95,96
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Title bar (display options) 214

Title Bars 214
Tools
Button 25
Button Tool 26

Color Tool 28,29, 59, 92, 95

Corner Tool 30

Eraser 92

Fill 92,94, 96,97
Fill All 92, 94, 96, 98
Flip Horizontal 92, 99
Flip Veritcal 99

Invert 92, 98

Line 30

Pencil 92, 94

pronunciation 211

selecting and changing 209

switching from a button
volume 208
Volume 208

W

Window

maximizing 24

resizing 24

viewing multiple 23
Windows taskbar 41
Word Prediction 225

adding 226

change the settings 227

209

Pointer 92, 95
Rotate 92, 99
Symbol Finder 104
Thickness 28, 92
Topic board 188
Touchscreen users 260

learn new words 227, 229
update usage count 227

Word Prediction dictionary 229
editing using a word processor 230
editing using SDP 229
using different 230

Word Prediction keys 228

Word pronunciation 211

Transparency Color 94

Type Message 138, 159, 161, 163,
173,273

Typing boards 224
Typing Shortcut Toggle 232
Typing shortcuts 232

U

Usage Counts 216
Use All Standard Categories button 46
Use Button Text 169

actions that can Use Button
Text 173

creating template board with 170
Use mode 5, 140
Use Prediction Keys button 228
User categories 51

\)
Variables 217
actions listing 273
View menu
Reduce To Fit 22
Send To Back 66
Snap To Grid 25

Tile 23
Visually impaired users. See Low vision
users
Voices 209
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