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| 2 Boardmaker Studio Overview

Boardmaker Studio Overview

Welcome to Boardmaker Studio, the newest member of the

Boardmaker Software Family. Equipped with an impressive BOGI' dmaker
collection of powerful Studio Starter templates, an efficient

new user interface, and a host of time-saving tools,

Boardmaker Studio gives you what you need to meet your

student's needs quickly.

e Easy to Learn and Use - An intuitive new interface, simple page management, and templates organized the way
you think.

« Create Amazing and Engaging Activities Fast - Over 600 powerful and easy-to-use Studio Starter templates and
more than 125 Gadgets means fast solutions for your students.

e A Fresh Spin on an Old Favorite - Import your Version 5 and 6 Boardmaker boards and use Boardmaker Studio to
edit, print, and improve them.

e Stay Connected - Connect to Boardmaker Online to download the latest activities, keep track of your groups, ask
guestions and get answers - all without leaving Boardmaker Studio.
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How to Get Additional Help 3 |

How to Get Additional Help

This handbook is an introduction to the basic skills you will need to start designing fantastic projects using Boardmaker
Studio. It is intended to immediately get you “up and running” by focusing on a brief overview of key, frequently used
features of the software.

Note:  Boardmaker Studio also includes a series of introductory tutorials. To access the tutorials, select Getting Started on the Connect interface.

All of the topics included in this handbook are covered in greater detail in the Boardmaker Studio User Guide. There are a
great number of other features of the software, including many advanced features, that are not covered here at all, but are
instead included in the User Guide.

Select Help in the upper right corner of the Connect interface to access the User Guide, which includes step-by-step
procedures for all of the many features available in Boardmaker Studio. You can also select Help to access online videos
and tutorials.
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| 4 Introduction to Boardmaker Studio

Introduction to Boardmaker Studio

The Boardmaker Studio software contains two R
interfaces: Connect and Designer. 5 Recant Projects

Connect

The Connect interface is the first screen that
appears when you open Boardmaker Studio. It's a
dashboard, enabling you to quickly access the most Boardmaker
common Boardmaker Studio tasks and featured
content from the Boardmaker Online web site.

Connect bridges the gap between Boardmaker
Studio and Boardmaker Online. You can quickly
search for and share activities from the web site,
access your recent projects, or get started building
new activities.

Designer

The Designer is the primary workspace in
Boardmaker Studio. You use it to create, edit,
preview and play your projects. The new interface
lets you create activities that look amazing.

Boardmaker Studio Handbook Mayer-jJohnson



Getting Started 5

Getting Started

Thg first time you launch Boardmaker Studio, you W!|| be prompted to WELCOME TO BOARDMAKER STUDIO SCREEN
register. You will only need to complete the registration process once.

After registering the software, the Connect screen will open, enabling
you to create, edit, and play your Boardmaker Studio projects. P stUbio

Register Boardmaker Studio \vecume | zregse | 3o

1. On your desktop, double-click the Boardmaker Studio shortcut.
Welcome to Boardmaker Studio

2. Read the Boardmaker Studio End User License Agreement that

appears, and select Accept. Registar Run s Tra

3. To register Boardmaker Studio, select Register. el

connection is required. 30-Day Trial.

Note:  If you select Run As Trial, you will be able to use Boardmaker Studio without a
product ID for 30 days.

4. Enter your Product ID, First Name, Last Name, email address,
and Organization name.

Note:  Your Product ID is located on the back of the CD/DVD case.
5. Select Register. Boardmaker Studio is registered.

6. Select Launch Studio. Boardmaker Studio Connect will open.
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| 6 Getting Started

Access the Designer BOARDMAKER STUDIO CONNECT
After registering Boardmaker Studio, do one of the
following:

¢ Select New Project to create a new, blank
project.

« Select New from Template to create a new
project based on a Studio Starter template.

¢ Select Convert V5/V6 Boards to convert a
Boardmaker V5 or V6 board or set of boards
(.-bm2, .zbp, or .zip file) to a Boardmaker Studio
project file (.bpf).

« Select Edit Project to open and edit an existing
project in the Designer.

« Select Play Project to open and play an existing
project in Play mode.

Access Content from BoardmakerOnline.com
After registering Boardmaker Studio, do one of the following:

« To log into your account on Boardmaker Online, select Log In.

« To register for an account on Boardmaker Online, select Register.

Boardmaker Studio Handbook Mayer-Johnson
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Designer at a Glance

1 Toolbar
2 Goto
Connect

3 Play button

4 Navigation
pane

5 Designer
workspace

6 Navigation

buttons
7 Page tabs
8 Zoom
controls

Contains the File
Menu, editing, design,
and drawing tools.
Close current project
and go to Connect.

Selects the Play mode.

Displays the
properties/controls of
the current panel.
Area in which you
create and edit your
pages.

Opens the various
panels - Project,
Properties, Symbols,
or Gadgets.

Access each open

page in the workspace.

Adjust the view of the
workspace.
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| 8 Toolbar at a Glance

Toolbar at a Glance

090990000900

N 3 |88 . el | = J| o
_Symbol | seet | eufton | Freetorm Spray e Labed |Symbol. | Messige | Scan | Zoom | Advanced
1 Symbol Open the Symbol panel to search the symbol library and add symbols the page.
2 Select/Quick Select Select objects on the page, or select the page itself.
3 Button Create a standard button, group button, Word Predictor, Target, or hotspot.
4 Freeform Create a freeform button or hotspot.
5 Spray Spray out copies of a selected object to make a rectangular or circular grid.
6 Line Draw a horizontal, vertical, or diagonal line.
7 Label Create a new text label.
8 Symbolate Create a symbolate button.
9 Message Create a Message Window.
10 Scan Order Tool Set the order in which the objects on the page will be scanned.
11 Zoom/Pan Select the Zoom tool and click anywhere on the page to zoom in. Select the Pan tool to
move the page in any direction.
12 Advanced Enhance the page with added video, group boxes, checkboxes, radio buttons, text

boxes, and tab controls.
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Project Panel at a Glance 9
Project Panel at a Glance
PROJECT PANEL
The Project panel displays the activities and pages in the currently open project. (See (SHOWING F{OATING TOOLBAR)
Project Organization on page 16.)
- - Curricuium Comparions A
1 Project folder Top level (project-level) folder. V0,007 bpf 9

2 Macro and shared
variables icons

3 Activity folders

4 Floating toolbar

5 Pages

6 Scroll bar

Indicates there are shared macros and shared variables.
(In this instance, they are at the project level.) Mouse over
these icons to access the floating toolbar.

Activity-level folders. Select the arrow [ ¥ ] to open a folder
and display the pages in it. (Note that the activity contains
macros and shared variables at the activity level.)
Displayed when you mouse over the project folder, a page,
or an activity. The toolbar contains tools for editing the
project/activity/page, for printing, and for editing shared
variables and macros.

Thumbnails of each page within the activity or project.
(Icons will appear if there are any shared macros and/or
variables at the page level.) Double-click a page icon to
open the page.

Scroll down to view all the activities/pages in the project.

— I Main Menu
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Properties Panel at a Glance

Properties Panel at a Glance

Use the Properties panel to assign properties (label, actions, symbols, shape, style, etc.)
to an object or to a page or to multiple selected objects. Whenever an object - or the page
itself - is selected, its Properties panel will open.

Note:  The Properties groups will differ depending on the object selected. The Button Properties panel is illustrated
here.

The Properties panels are divided into Properties groups:
« Type - Change the button type (standard, symbolate, word predictor, or group).

« Content - Enter, format, and justify the button label text. Search for and place a
symbol on the button. Edit the symbol. Select a layout style. (Also see Rich Text
Editor at a Glance on page 45.)

Shortcut: You can quickly place a symbol on an object by dragging a symbol from the Symbols panel and dropping it
onto an object. (See Symbols Panel at a Glance on page 12.)

« Font - Choose a font family, size, and style for the label text. Change the color of
the font, and select a background color for the text.

« Style - Change the button’s general style. (See Changing an Object’s Style on
page 34.)

e Style Override - Customize the button’s shape, fill color, and border. (See
Changing an Object’s Style on page 34.)

BUTTON PROPERTIES PANEL

Type a
Type |Standard -
Content 2

Will you play with me @@E‘
RS
Margin 0 =

Background 2

G:I -

Font 2
[Taboma = [1¢ =&
C
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o 4

P

»
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3
g
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Properties Panel at a Glance

« State - Disable, hide, or lock the button, or make it not selectable. e a
Note:  An object’s “state” refers to its properties when the software is in Preview or Play modes. (A locked object is [[] Disabled  [¥] Hidden
not selectable by left click in Design mode; its behavior in Preview or Play modes will not be affected.) [7] Selectable [] Locked
« Programming - Assign a unique name that identifies the object (for programming Programming a
purposes). Add or edit actions to program the button. (See Programming an Object Name | bution_1 [
Object on page 51.) | P— v|
« Drag and Drop - Assign drag-and-drop properties to the button so that it, or a i arii a
copy of it, can be moved around the page. S
* Miscellaneous - Select an audio cue to play a short message when the cursor or Miscellaneous 2
scanning highlight moves over the object. Determine whether, when the button is Audio Cue Willyou playw
resized, the contents of the button will scale (“maintain aspect”), andrt whether the MaintmAsp [ =
symbol will fill, fit, or be clipped to fit in the resized button. i contort RS
Note:  The Properties panel offers dynamic tools relevant to the currently selected object in the workspace. All the Florizantal AL.._| gl &
propeies panels are described in detail in the searchable help. Vertical Align... [Top =
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Symbols Panel at a Glance

Symbols Panel at a Glance

“SmartSyms” are symbol/label pairs that behave as a
single object. You can place a SmartSym directly on a
page, on an object on a page, or use a SmartSym as the
page background. SmartSyms can also be assigned
actions.

Use the Symbols panel to quickly search for a
SmartSym, choose its label, and then drag it onto an
object (or onto the page itself). You can easily add new
symbols to objects, replace symbols, and choose
whether symbols will appear with or without labels.

Note:  SmartSyms have their own properties, unless you place them on
a standard or freeform button - then they become part of the
button. Only one symbol at a time can be placed on a standard or
freeform button.

SymBoLs PANEL (TOP AND SECOND LEVELS)
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Symbols Panel at a Glance 13

1 Back arrow button Move backward through the browsing history in your symbol search.
2 Home button Displays the top level of symbol category folders.
3 Search text box Enter your search criteria in this field.
4 Symbol search button Search for items that match the search criteria entered in the Search text box.
5 Symbols and Provides quick access to label and search language settings and symbol preferences.
Language button
6 Symbols region Displays the symbol search results or category folders while browsing. Drag-and-drop
any symbol into the workspace.
7 Preview area Dynamically displays the selected symbol. Drag-and-drop the symbol from the preview
area into the workspace.
8 Label drop-down Displays the label(s) for the currently selected symbol. (Some symbols have more than
menu one label). Use the drop-down menu to display alternate labels. You can also enter a new

label in the text field of this menu.
9 Include label check Select this box to display a label with the symbol. (Deselecting the check box will disable

box the text box, and no label will be displayed or included when you drag the SmartSym into
the workspace.)
10 Scroll bar Appears when the number of available symbols exceeds the display space. Select the
scroll bar and drag it to display more symbol choices.
11 More button Is enabled when the number of available symbols exceeds the display space. Select this

button to expand the Symbols region into the workspace.
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Gadgets Panel at a Glance

Gadgets are pre-programmed objects and groups of objects you can use to construct
or enhance onscreen activities. Use the Gadgets panel to browse through the
gadgets and add them to your pages. The gadgets are organized into categories and
subcategories so that you can quickly locate the one that you need.

For more information about the gadgets and how to add them to your pages, see
Working with Gadgets on page 48.

1 Search Box To search for a gadget, enter your search criteria, and then
select the Search icon [EI].

2 Categories Double-click a category folder to open it and browse the
gadgets and subcategories inside.

3 Gadgets To place a gadget on the page, select the gadget and drag it
onto the page.

GADGETS PANEL
(wWiTH MATH CATEGORY EXPANDED)
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Boardmaker Studio Software Modes

In Boardmaker Studio, you will use the following modes:

« Design mode is the default mode in the Designer. It enables you to create your learning activities by building and
adding content to projects, activities, and pages.

« Play mode enables your users to play an activity in a program window. When you select Play mode, the project will
play from the first page (not necessarily the page that is open). You can play a project from the Connect screen or
from the Designer.

« Play Full Screen mode plays the activity in a program window that fills the screen.

* Preview Page mode enables you to test your activities. When you select Preview Page mode, the current page will
be displayed as the user would see it.

Play or Preview a Page
Select the arrow next to the mode button [ » ] and select a mode from the drop-down menu.

Switch to Design Mode

While in Preview or Play modes, select the Stop button [ 5 ] or press the Esc key. The activity will stop playing, and you
will return to the Designer.
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| 16 Project Organization

Project Organization

In Boardmaker Studio, you will work with three different components: projects, activities, and
pages. | New Project.bpf

* Projects are collections of pages that you can use as a group. You can think of a s

project as a book that contains chapters and pages.

e Activities are collections of pages within a project. They are represented as folders, A actvity 1
and you can use them to categorize related pages in a project into separate learning =
activities. In this way, activities are like chapters in a book. Just as a chapter in a book
can contain sections and subsections, activities can contain other activities.

Page 1

« Pages are the primary components of projects and activities. Boardmaker Studio fagee
pages are like the pages of a book - they contain the content that the users will read (or
interact with). In Boardmaker Studio, this content consists of objects such as buttons,
message windows, symbols, and so on.

Page 3

.y Activity 2

) Activity 3

Boardmaker Studio Handbook Mayer-jJohnson
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Templates

A template is a page or a set of pages that has been designed for a
specific type of activity. You can create new projects, activities, and
pages based on templates.

FIND THE PAIRS - MATCHING GAME TEMPLATE

Matching Letter to Word

When you create a new project, activity, or page based on a template, a Match each word to the letter it starts with.
copy of the page(s) in the template is made for you, and you can adjust
the content however you wish.

Using templates, you can quickly create the following types of activities:
* Art and Creativity - Develop creativity and artistic expression.

* Books and Presentations - Develop reading skills and present
new information.

e Calendars - Review upcoming events and develop mathematical
and time-based skills.

¢ Classroom Routines - Templates for daily attendance and
student sign-in.

< Communication and Participation - Communication displays to help users participate at home, at school, and at
extracurricular activities.

* Device Overlays - Create overlays for a wide range of digitized communication devices.

Part # 410/HBK Rev. E
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Templates

Note:

Explore - Explore new information, pictures, and symbols through errorless activities.
Flashcards - Build and master vocabulary.

Games - Reinforce concepts and knowledge in fun and engaging formats.

Graphic Organizers - Create cycles, list maps, storyboards, trees, and webs to visually display relationships.
Labeling - Label the parts of the whole.

Matching - Match words to related pictures or items.

Mathematics - Build mathematical skills in areas such as counting, patterns, money, and graphs.
Question and Answer - Reinforce and assess knowledge in a given area.

Sequencing - Sequence items in the correct order.

Sorting - Sort items into two, three, or four groups.

Visual Schedules and Sequences - Introduce and review daily events and planned transitions.

Word Study - Develop knowledge of letters and their corresponding sounds, and understanding of how groups of
letters and sounds make words.

Writing - Develop beginning composition and syntax skills.
Sample templates (indicated by the word SAMPLE at the end of the name) are available as fully populated samples. You can use them to see how a

template works and how you can use it instructionally. Many of the onscreen templates can also track student performance and report back results when
the activities are used by students in a Boardmaker Online subscription account. These “performance enabled” templates are indicated by a red “P” icon.

Boardmaker Studio Handbook Mayer-jJohnson
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Create a New Project from a Template

Creating a new project from a template is the quickest and
easiest way to create new activities for your students.

1. Select File Menu > New > Project from Template.
The New Project window will open.

2. Select a template from the list of templates.

Tip: You browse through all templates by instructional area, or by activity
type. When you select a template, a thumbnail and description will be

displayed.

3. Select Create to create the project. The pages that
are included in the template are added to the project,
and will appear in the Project panel.

Create a New Activity from a Template

When you create a new activity, a folder will be added to the
open project, and all of the pages included in the template

will be added to the activity.

1. Inthe Project panel, mouse over the project.

By Activity Type
B | Search O Ve =

.| Croste @ Poet O Tewlan

2. Inthe floating toolbar, select the New Page/Activity icon [3], and then select Activity from Template. The New

Activity window will open.
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| 20 Templates

Shortcut:  You can also right-click the project, and then select New > Activity from Template.
3. Select a template from the list of templates.

4. Select Create. The activity folder is created. The pages that are included in the template will appear in the activity’s
folder in the Project panel. To view these pages, double-click the activity folder.

Create a New Page from a Template

When you create a new page from a template, you will only be able to choose from the templates that consist of a single
page. If you can't find the page template you're looking for, try creating a new activity from a template.

1. Inthe Project panel, mouse over the page after which you want to insert the page.

2. Inthe floating toolbar, select the New Page/Activity icon [3], and then select Page from Template. The New Page
window will open.

3. Select a template from the list of templates.

4. Select Create. The page is created and will appear in the Project panel.

Boardmaker Studio Handbook Mayer-jJohnson



Creating a New Page 21
Creating a New Page
If you want to create a unique page in your project thatisn't e =
covered by one of the templates, then you can create a new == Blank and Recent =it
blank page. g e
1. To create a new page at the end of the project, select | i i v e
File Menu > New > Page. The New Page window will | .. -
Open. Likca Page
Note:  To create a new page after an existing page, mouse over the existing TR T e
page, select the New Page/Activity icon in the floating toolbar, and then
select Page. | |
2. Select the page size in the Blank and Recent section. I
Note:  You can also create a new page based on an existing page in the
project. Select Like Page, and then in the list of pages that appears, e
select a page.
3. Select Create. The page is created and added to the o (1o
project. — o
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Converting Boardmaker Boards

Converting Boardmaker Boards

You can convert boards, board packages, and .zip files that were created in Boardmaker
version 5 and above and save them as new projects to edit in Boardmaker Studio.

1. Select the Convert v5/v6 Boards button on the Connect screen.

Note:

Note:

Note:

Note:

You can also select File Menu > New > Project from v5/v6 Conversion.

Your My Boards folder will open.
Select the .bm2 or .zip files you want to import as a Boardmaker Studio project.

Ctrl + click to select multiple individual files.

Select Open. The Boardmaker Conversion Setup dialog will open.

You can return to your My Boards folder to reselect boards or to add boards by selecting the Reselect Boards or
Add Related Boards button on the Conversion Setup dialog.

(Optional) Select Conversion Warnings, Conversion Fidelity, and Symbolate Fidelity
settings from the drop-down lists.

Select Import. The new project will be saved in your Boardmaker Studio Project file
and will open in the Designer workspace.

If you have selected Show All Conversions Warnings in the Conversion Setup Dialog, the Conversion Warnings
dialog will open, stating that the files have been successfully converted and listing any inconsistencies in the conversion
process. Select OK to close the Conversion Warning dialog.

a2/ Boardmaker Conversion Setup =1 5|
New Prject Name
Boardmaker Boards
< main men recyce b2
[ ResdectBoass | [ AddReited Boards |
Conversion Wamings
[Show any crtical conversion warings -
Conversion Fidey
Balance visuaifidelty and eciabity -
Symbolate Fidelty
Keep symbolate buttons as symbolete buttons -
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Drawing an Object 23

Drawing an Object

Use one of the tools in the toolbar to draw an | :
object anywhere in the workspace. IO ¢ 3 | 88 -

Button | Freeform Spray

X

Line

A | Ao

Label | Symbol... Advanced

(ONONONO, @

=]

Message

| zoom

Ofo
O~

1. Select the tool for the object you want to

draw.
1 Button Tool 5 Symbolate Tool
2 Freeform Tool 6 Message Button Tool
3 Line Tool 7 Advanced Tools
4 Label Tool

2. Move the pointer into the area in the workspace where you want to place the object.
3. Hold down the mouse button and drag diagonally. (To draw a square object hold down the Shift key while dragging.)

« To resize the object, select it, then move the pointer over any edge or corner of the object until a double arrow
appears. Click-and-drag the edge or corner until the object is the size and shape you want.

« To move the object, select it, then drag it to any position in the workspace.

Shortcut: Quickly add an object to a page by selecting its tool and dragging it onto the page - or by selecting the tool and clicking on the page.

4. Use the object’s Properties panel to customize the appearance, programming, and behavior of the object. (The
options in the Properties panel will vary depending on the type of object you have drawn.)
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Working with Buttons

Working with Buttons

Buttons are the most commonly used objects on pages. The Button Tool
can be used to draw any of the following types of buttons:

Note:

Standard (rectangular) Button - Standard buttons are the basic
building blocks. They will accept a single SmartSym, whose
layout can be easily changed.

Group Button - This button will accept multiple symbols or other
objects.

Symbolate Button - As the user types each word into a

symbolate button, the symbol for the word automatically appears.

Word Predictor Button - These buttons are normally used with
message windows - as the user types into the message window,
they anticipate the user’s word choices.

Target Button - A target button is a group button that has been
preconfigured as a destination for a draggable button.

Hot Spot - A hot spot is an invisible button that is usually placed
over images on a page.

You can also draw Freeform buttons and freeform hot spots using the Freeform Button
tool.

[ am a sembolate  button

v ¥ & HotSpot

<

- ~

| (#)

)

’ & k3
Group Button Target Button
with symbols with draggable
placed in circle button being
added.
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Adding a Symbol to a Button - “Edit in Place”

One of the more exciting features of Boardmaker
Studio is the “edit in place” feature. This is the easiest
way to quickly place text and a symbol in a standard or
freeform button.

1. Draw a standard or freeform button in the
workspace. (See Drawing an Object on
page 23.)

2. While the button is still selected (has a dotted
outline), begin typing a button label. The label
will appear in the button.

3. When you are finished typing the label, press
Enter on your keyboard. The Open Symbol
window will appear. Symbols matching the label
text you have entered will be displayed.

4. Select a symbol you want to use, and then
select OK on the Open Symbol window (or
double-click the symbol). The symbol will be
placed in the button.

EDIT IN PLACE

Open Symbol

@ | Search

None

catch

&

catch

[E=N EER (==

n
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Working with Group Buttons

Working with Group Buttons

A group button is a button into which you can place other objects - it acts as a
“container” for other objects. You can place multiple symbols (SmartSyms) in a
group button, add a label (or labels), and arrange the objects in the group button
in any way you like.

When objects are placed in a group button, they retain their original properties, so
each object in the group button can be resized or repositioned (or programmed)
individually without affecting the properties of its “parent” - the group button.

Group buttons can also be used to create scanning groups and can be designated
as “targets” so that other objects can be dragged into them.

Note:  See the searchable help for more information on group button properties.

Create a Group Button

1. Select the Button drop-down menu in the toolbar. Then select Group Button.

2. Draw a group button anywhere on the page. (See Drawing an Object on page 23.)

| e
4. Smartsym

Note:  You can also use the Type drop-down menu (Type Properties group of the Properties panel) to change a standard, symbolate, or word predictor button to

a group button.
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Add Symbols to the Group Button
1. Search for a symbol. (See Browsing for Symbols on page 28.)
Note:  Be sure to deselect the Include Label check box at the top of the Symbols panel.
2. When you find the symbol you want to use, drag the symbol from
the Symbols panel and drop it onto the button.

3. Repeat steps 1 and 2 to add more symbols to the button. (You can
add as many symbols as you like.)

Add a Label to the Group Button
1. Draw a label in the group button. (See Drawing an Object on
page 23)
2. Enter and format the label text. (See Working with Labels on
page 42.)
Resize and Reposition Symbols and Labels in the Group Button

Reposition and resize the symbols and label as needed. To resize multiple
symbols, select them (Ctrl + Click to select multiple symbols) and resize
them as a group.

Note:  You can use the Layout drop-down menu in the Layout Properties group to apply a grid
layout to the contents of the group button.

GROUP BUTTON - MULTIPLE SYMBOLS SELECTED

Bahy. Apimals

»
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Browsing for Symbols

Browsing for Symbols

You can quickly and easily browse for symbols in either the
Symbols panel or the Open Symbol window.

« To browse for a symbol, double-click a symbol category
folder. Navigate through the layers of folders until you find
the symbol you want to use.

« Use the Search text box to find a specific symbol category
like “farm animals” or “family” to make browsing quicker.
Category folders also appear when you enter generic
search terms like “health” to help you find related

symbols.
Note:  The Open Symbol window appears when you “edit in place,” or when you
select the Symbol Search button in the Content Properties group for the
selected object. Categories can be browsed in a similar fashion in this
window.

SEARCH FOR “JUNGLE” SHOWING RESULTS OF SEARCH
(LEFT) AND SYMBOLS WITH “JUNGLE” TAG (RIGHT)

)

T
¥

Y]

Y

HEEEG] I

@ 55

Type into the Search text box or
double-click a category o find a
symbol

e
.
ot | B)
N
-
I
<

Boardmaker Studio Handbook

Mayer-jJohnson



Browsing for Symbols 29

Symbol Search Shortcuts WILDCARD SEARCH (EXAMPLE OF SEARCH FROM

“« Ky
¢ Use the asterisk [*] as a generic “wildcard” BEGINNING OF WORD USING “MON"")

character. For example, entering “mon*" in A o
the Search text box will return all symbols 4= = @ | Search Q| View -

whose labels begin with the letters “mon.” Q 20

Similarly, entering “*ten” will return symbols Cw @ m E E a

whose labels end in “ten.”

m

- @
[ none | money maonitor mankey monkey bars manster
« Use quotation marks (“) at the beginning .
and end of a word to return a whole word w ﬁ i #
match. (For example, entering “dog” [using
quotation marks] in the Search text box will T FRa
return all symbols with the exact label,

" R W s R

e Use an apostrophe (') at the beginning and menth menth month month month month
end of a word to return symbols whose label -
contains the word. (For example, entering

'dog’ [using apostrophes] in the Search text
box will return symbols whose labels
include the word, “dog,” including “dog,”
“dog bed,” “dry dog food,” etc.)
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Setting the Symbol Label Language

You can select a specific language for your symbol oo i =
. . - Interface Symbol Libraries Symbol Presentation Order
searches and for the label displayed with the Gener e =
H Window ymbols . ustom
symbols. You can use different languages for your st (9] PCS Classic:Core Classic
em ols em
symbol searches and for the label text. P Sy o o
General
1. Select File Menu > Setup and Options. Mg
The Settings dialog will open. i
Text To Speech 2. Form
2. Select Symbols & Language from the el s
menu panel. Options specific to symbol and y—
language settings will be displayed. Fredctn -
Maturs Cortert Fitering: B
3. Select the language for the symbol labels Tyerr—" = oy
(@) Use Black & White Symbols
from the Label Language drop-down menu.
Note:  The search language will automatically change to match Search Language:
the label language you have selected. If you want to use a
different language for your symbol searches, make a
selection from the Search Language drop-down menu.
. . -m_ -Cancel
Note:  You can also use the Symbols & Language Settings dialog

to activate/deactivate symbol libraries, select the order in
which symbols are presented for your symbol searches, filter mature content in your symbol searches, and choose whether to use color or black and white
symbols. See the searchable help for more information on symbol settings.

Note:  Changing the symbol language will not change the existing labels you have already placed on pages in your project.
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Editing Symbols
With Boardmaker Studio, you can use the T —. o = —————
Symbol Editor to quickly customize any e —— : |
symbol to suit your needs and preferences. | < | & | 21N &= =4S T
1. Right-click on the symbol you want =
to customize. Then select Edit in 5 .==

Symbol Editor. The Symbol Editor
dialog will open.

B B ks
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Editing Symbols

2. Use the options in the tool bar to customize the symbo

1 Select
2 Cut

3 Paste
4 Draw

5 Fill

6 Shape

E"\.'.é m e D |=.

Paste Draw | H Shape | Erase | Rotate | Fiters

BE
ONNORIOOONOIIONNONNO,

Select an area of the symbol. Use the Marquee Tool panel to determine the shape of
the area you are selecting.

Use the Cut tool to remove a selected area from the symbol and place it on the
clipboard. Use the Copy tool to add a copy of the selected area to the clipboard.

Paste from the clipboard.

Draw a freeform line on the symbol. Use the Paint Tool panel to customize the width
and color of the line.

Select a colored area in the symbol and all pixels of the same color (within a bounded
area) will be filled with a new color. Use the Fill Tool panel to customize the new color.
To fill every pixel of the same color in the symbol (ignoring bounded areas), deselect the
Continuous checkbox.

Draw a new shape. Use the Shape Tool panel to select a specific shape and customize
its color.
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6 Erase Select the Erase tool to erase some of the symbol. Select the Erase Fill tool to erase all
of a selected color within a bounded area. (Deselect the Continuous check box to delete
all pixels of the same color, regardless of boundaries.) Select the Erase Shape tool to
draw a shape and erase everything within it. Use the Erase Shape Tool panel to select
a shape.

8 Rotate Change the position of the symbol by selecting the Flip Horizontal, Flip Vertical, Rotate
Left or Rotate Right tools.

9 Filters Add color filters to the symbol by selecting the following tools: Inverse, Gray, Sepia,
Black & White, and Polaroid.

3. Select the Save as New Symbol button. The customized symbol will be added to the symbol library
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Changing an Object’s Style

Changing an Object’s Style

You can customize the appearance of most objects that you draw. Use
the Style and Style Override properties groups in the object’s
Properties panel to change the object’s general style, shape, fill color,
and border.

With some objects, such as pages and message windows, you are
limited to changing the background color and the border color, style,
and thickness. With lines, you can only change the color, thickness,
and style.

Note:  No style options are available for hot spots, labels, SmartSyms, text boxes, or
videos.

Change the Object’s General Style

The style controls the overall appearance of the object and provides
an easy way to give your pages a consistent look.

1. Select the Style drop-down menu.
2. Select a style for the object.

Note:  The menus illustrated here are from the Button Properties panel. The menu options
for changing an object's style will differ depending on the object selected.

Note:  If you change the theme of the page, all the styles will change to reflect the theme.

STYLE/STYLE OVERRIDE PROPERTIES GROUPS

Style &
Style Overide &
B (o] @

STYLE MENU

TrEmE St

DOD000
ETERES
000000

CAICDCICDD
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Customize the Object’s Style

Use the Style Override drop-down menus - shape, fill color, and border - to customize the object’s style.
SHAPE OVERRIDE MENU

Use Defaulk Shape

Note:  Style overrides are preserved if you change the page theme.

FiLL CoLOR OVERRIDE MENU

[Theme Colors

||
EEER
EEEN
] EEE N
Use Default Color
o Color
3 More Colors...
1 Gradient Color 4

Mo Gradient

Gradient

i
r

-

Y

-

s

)
b ]
-
-

Use Default Gradient:

4
_

BORDER OVERRIDE MENU

Use Default Color

No Color

Mare Colors...

Il &

Thickness

Use Default Line Style:
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Working with Symbolate Buttons

As you type in a symbolate button, the symbol for the word you are typing
will automatically appear.
Create a Symbolate Button
1. Select the Button drop-down menu in the toolbar. Then select
Symbolate Button.

2. Draw a symbolate button anywhere on the page. (See Drawing an
Object on page 23.)

3. Select the symbolate button. The Button Properties panel will
open.

4. Use the controls in the Button Properties panel to define the
properties of the symbolate button.

e e

SYMBOLATE BUTTON IN WORKSPACE

It is really hot today. Dad s

T

tking us to the water park and f!

Qﬁﬁﬁﬂ?ﬁnbﬁﬁ

we're going to  play on the water slides

AR S £

Note:  Only the basic Symbolate properties will be covered in this section. See the searchable help for step-by-instructions for defining all symbolate button

properties.

a. Use the controls in the Font properties group to format the text that appears in the symbolate button - font face,

size, style, color, and background color.

b. Use the controls in the Symbolate properties group to define symbol location, symbol height and width, and to

choose which words to symbolate.
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Change the Symbolate Symbol SYMBOLATE CANDIDATES DIALOG (EXAMPLE WORD - “BUILT”)

Boardmaker Studio uses predefined word/symbol
pairings. Sometimes the first symbol that appears may
not be appropriate for the context in which the symbol is

> O &y 8 @ H

The paper company built a green building

being used. You can use the Symbolate Candidates
dialog to change the symbol for a word-symbol pairing. Symbolste Candidstes =
Symbols
1. Right-click on the symbol (not the word) you want = | [ Add New Symbol
to change. The Symbolate Candidates dialog will ég ﬁ ﬂ %f 3
open.
]
2. Select the symbol you want to use.
Label  buit
« To change the symbol only for this incidence

of the word, select OK (or double-click the
symbol).
« To make the selected symbol the new default symbol for the word, select Make Default.
Change the Text for a Word/Symbol Pairing
You can make a temporary change to words and phrases in existing word/symbol pairings.

1. Double-click on the symbol (not the word) you want to change. The Symbolate Candidates dialog will open.

2. Enter the new word or phrase for the label in the Label text field.

3. Select OK. The new text will replace the original text for this instance of the word only.
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Working with Message Windows

Message windows are primarily used to display or compose text. Buttons
and other objects can be programmed with actions that will send text,
symbols, sound files, labels, etc. to the message window or control its
behavior.

Create a Message Window
1. Use the Message Window Tool to draw a message window
anywhere on the page. (See Drawing an Object on page 23.)
Note:  You can draw more than one message window on a page.
2. Select the message window. The Message Window Properties
panel will open.

3. Use the Symbolate and Miscellaneous Properties groups in the
Message Window Properties panel to define the message window-
specific settings.

Note:  Only the main message window properties will be covered here. See the searchable help
for step-by-instructions on defining all message window properties.

MESSAGE WINDOW IN WORKSPACE

X

88

[aM

B

Freeform

Spray Line
anllo saklias

i —a

This is a sample of
dap

symbolated text in the

Message Window.
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Format the Message Window Text

Use the controls in the Font properties group of the Properties panel to set the
format for the text that appears in the message window. Select a font face, font
size and style, font color, and font background color.

Define the Message Window Symbolate Properties

Use the controls in the Symbolate properties group to define symbol location,
symbol height and width, and choose which words in the message window text
to symbolate.

1. Select Symbolate as the mode.

2. Select whether you want the symbol to be on top or on the bottom of the
text.

3. Select the height of the symbols (in pixels).

4. Use the Symbolate drop-down menu to select which type of words you
want to symbolate.
Note:  See the searchable help for an explanation of Word Lists and Common Words.

5. Select the All Same Width check box to display each symbol at the
same width.

FONT PROPERTIES GROUP

(Tohoma __ ~J[1¢_~]&)&7]
Bz]u]
el

SYMBOLATE PROPERTIES GROUP

»

Symbolate

Symbolate Mode [No Symbols -

Symbeal Location [9_110? V_|
Symbol Height 35

Symbolate l

Word List
| All Same Width
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Set the Miscellaneous Properties of the Message Window

Select an Audio Cue

An audio cue is a short message that is played when the cursor (or scanning
highlight) passes over an object. Edit the audio cue or enter a new audio cue.
Save in Play Mode

Select Yes in the Save in Play Mode drop-down menu to save the contents of the
message window when Boardmaker Studio is closed. When the project is reopened,
the contents of the message window will be restored automatically.

Set the Response Type

Use the Response Type drop-down menu to determine the way the message
window reacts when it is selected:

e Speak - All the text will be spoken.
¢ Move Cursor - The cursor will move to the selected place in the text.

e Speak Word - When a word is selected, it will be spoken aloud.

« Show Symbol - When a word is selected, its corresponding symbol will appear.

MISCELLANEOUS PROPERTIES GROUP

»

Miscellaneous

Audio Cue  message window

Save In Play Mode |_.No '_|
Response Type lﬁo\ra?mor —|
Horz Just |E§t_7'|

Vet [fp 3

Seroll Mode |Sc:oﬂ vl

Edt Mode [Play And Design Mo ~|
Spell Mode |S"'owmd5uggast -
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Select the Scroll Mode

Use the Scroll Mode drop-down menu to define the method by which the message window scrolls. Your options are to scroll
line-by-line or a page at a time.

Select the Edit Mode(s)
Use the Edit Mode drop-down menu to select the software mode(s) in which text can be entered in the message window.
Select the Spell Mode
Use the Spell Mode drop-down menu to select the way spell check is handled for text in the message window:
« Select None if you don’t want to enable spell check.
« Select Show if you want the text to be checked for spelling errors. (Misspelled words will be underlined in red.)

« Select Show and Suggest to check the text for spelling errors and to open a menu with suggested replacements for
the misspelled word. (In Design mode, right-click the misspelled word.)
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Working with Labels

Use the label tool to place text anywhere on a page. You can use a label to put a title
on a page or object, or to give instructions. You can assign actions to a label,
symbolate the label text, and much more.

Note:  When you place a label on any type of button, it retains its own properties - the label does not become
part of the button.

Create a Label
1. Use the Label Tool to draw a bounding box for the label. (See Drawing an
Object on page 23.)
2. Select the label. The Label Properties panel will open.

3. Use the controls in the Label Properties panel to define the properties of the
label.

Note:  Only label symholate properties and auto grow properties will be covered in this section. See the
searchable help for step-by-instructions on defining label properties not covered in this handbook.

Add and Format the Label Text

Use the Rich Text Editor or the Rich Text Toolbar to add and format the label text.
(See Rich Text Editor at a Glance on page 45.)

LABEL ON GROUP BUTTON (EXAMPLE)

oy
nlnsects o
&—@-—®

R

s grasshapper

beatle
\ v,

LABEL BEING EDITED USING
RICH TEXT TOOLBAR (EXAMPLE)

Tahoma =l 14 g AA Av év abr .

RSN Animalsi]

gy |
Eé‘ chick w
duck g ki

calf

)
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Define the Label Symbolate Properties

You can use symbols in your label text. Use the controls in the Symbolate
properties group to set the symbol location, symbol height and width, and choose
which words in the label text to symbolate.

1. Select Yes in the Symbolate menu (Miscellaneous properties) to show
symbols.

2. Select the symbol location - on top or at the bottom of the text.
3. Select the height of the symbols (in pixels).

4. Use the Symbolate drop-down menu to select the type of words you want
to symbolate.

Note:  See the searchable help for an explanation of Word Lists and Common Words.

5. Select the All Same Width check box to display each symbol at the same
width.

Set the Label Auto-Grow Properties
Use the Auto Grow drop-down menu in the Miscellaneous properties group to

SYMBOLATE PROPERTIES GROUP

Symbolate 2
Symbol Location On Top =
Symbol Height 50 = ]
Symbolate | Words On List ~|

Word List

Al Same Width

MISCELLANEOUS PROPERTIES GROUP

»

Miscellaneous

Pudio Cue  spell

Symbolate | No A
Auto Grow | Nome -
Selection Type | None A

select the way the label text fits into the label bounding box. Select None to manually resize the text, or select Width,
Height, or Both (width and height) to automatically resize the bounding box to fit the text.

Note:  If Auto Grow is set to None, no visual indication will be provided if all of the text does not fit in the bounding box.
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Rich Text Editor at a Glance

Use the Rich Text Editor to add special formatting to the
text you place on an object. The Rich Text Editor will
open when you select the Rich Text Editor button in the
Content Properties group for an object

The Rich Text Editor contains standard text editing tools,
such as font selection, size, color, alignment, etc. It also
provides special tools:.

1 Insert menu Insert a speech effect, pause,
sound file, image, keyboard key,
or expression into the text.

2  Symbolate Symbolate the selected text.
button

3 Speech Change speech settings for the
style button selected text.

Note:  The Rich Text Toolbar is an abbreviated version of the Rich Text
Editor (text is dynamically displayed on the object being edited).
The Rich Text Toolbar allows you to edit text “on the fly” and will
open automatically when you select text in a message window,
label, or on a standard or symbolate button.

RICH TEXT EDITOR BUTTON IN CONTENT PROPERTIES GROUP

ERZ

RICH TEXT EDITOR

O, O,

Content

Rich Text Editor

Edit  lnsert

Tahorma -w -A-%-|B 7y =E=E|EFEC é’“‘@

b

This is my dogJ Spot. [Pause(1.0s)]
He is VERY funnylLaughl,
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Working with Videos

Adding a video to a page can make your activities more engaging
for students.

Create a Video Object

1. Use the Video Tool to draw a video object anywhere on the
page. (See Drawing an Object on page 23.)

VIDEO BOX ON PAGE

2. Select the video object. The Video Properties panel will
open.

3. Use the controls in the Video Properties panel to define the
properties of the video.

Note:  Only selecting a video and setting it to play are covered in this handbook. See Watch the movie. What did the plant do?
the searchable help for step-by-instructions on defining the various properties |

of video objects. Preview |
smaller g_mw wilt blossomed

/ %"- éﬁ o

a0 ¢l Jo F)
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Select the Video to Play
1. Click anywhere in the Content drop-down menu at the top of the Video CONTENT DROP-DOWN MENU
Properties panel. A file browser will open.
2. Navigate to the folder on your computer that contains the video you want to Content ®
play, and select the video. BestCommercialEver B
Note:  You can play videos with ..wmv formats.
Note:  The Boardmaker Studio software includes ten, short, funny animations that you can add to your video boxes.
3. Select Open on the file browser. The title of the video you chose will appear in the Content drop-down menu.
Tip: You can also drag a .wmv video file from outside the workspace and drop it into the video object.
Enable “Touch Video” MISCELLANEOUS VIDEO PROPERTIES

You can program a video to start playing by selecting Yes in the Touch Video drop-

down menu (Miscellaneous Properties). The video will play until it is finished or until
the video object is selected again. (If you select No, the video must be triggered to

»

Miscellaneous

play by selecting another object programmed with the appropriate action.) Ao Qe
Touch Video | Yes >
Enable “Repeat Video” RepestVideo [No =

You can repeat the video indefinitely by selecting Yes in the Repeat Video drop-
down menu (Miscellaneous properties). The video will continue to replay until the
video box is selected again. (If you select No, the video will play only once.)
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Working with Gadgets

A gadget is a pre-programmed object or collection of objects that enable you to SPINNER GADGET
quickly construct and enhance your activities. Using gadgets, you can construct

entire activities without having to program each object from scratch. (" )
You can use the following types of gadgets:
¢ Basics - Add buttons that are pre-programmed with common actions. ii\ h
« Draggable Buttons - Create activities using virtual manipulatives, such as
grouping, matching, and sorting activities.
*« Fun Interactions - Create activities with animations, multimedia, and other
effects.
« Mathematics - Add interactive math objects such as calculators, spinners, ‘ﬁ}
counting bins, and more.”
« Navigation - Navigate to other pages, programs, files, and web sites. N —4

Note:

Question and Answer - Add multiple choice questions to your activities.
Time - Display the current time or add a visual timer or stopwatch to any activity.
Writing - Design writing activities for your users.

You can create your own gadgets using an object or group of objects on a page. For more information, see the searchable help.
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Add a Gadget to your Page

1.

Note:
Note:

In the Navigation Pane, select the
Gadgets button to display the Gadgets
panel.

Double-click a category. The gadgets
available in that category will be displayed.

Select a gadget and drag it onto the page.
If necessary, resize or move the gadget.

« To resize the gadget, select it, then
move the pointer over any edge or
corner until the double arrow appears.
Click and drag the edge or corner until
the gadget is the size and shape you
want.

« To move the gadget, select it, then
drag it to any position in the workspace.

ADDING A GADGET TO THE PAGE

o
]

o eigets.

e ==

,-:'t:.\ AlP|ID|IE| 8 .|~.

| ine | ibw |ovwool | memsge | Son | mn  |wvesoe |

Qué.s.ti.b.n text

© 9

wrong
right answer answer
Place symibal and label Mace symbol and

P

Be careful when resizing gadgets. Some gadgets will not work properly when resized.

Refer to the searchable help for detailed descriptions of each gadget.
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Creating a Grid of Objects

You can create a rectangular or circular grid of identical
objects using the Spray Tool or Circular Spray Tool.

1.

Tip:

Note:

Select the Spray Tool drop-down menu in the
toolbar. Then select:

« The Spray Tool to create a rectangular grid.
e The Circular Spray Tool for a circular grid.

Move the Spray Tool over the object you want to
duplicate.

Click-and-drag diagonally to spray out a grid of
identical objects.

Release the selection when the grid is the size
you want.

You can reposition the objects while they are still selected (they
will have dotted outlines). Click-and-drag any object to reposition
the entire grid.

If you have assigned properties to the object (symbol, style,
actions, etc.), they will be copied when you create the grid.

g [m=YN]2

¢ Circslar Spray

RECTANGULAR GRID

CIRCULAR GRID
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Programming an Object

It is very easy to program an object using Boardmaker Studio. “Programming” an object simply involves assigning actions
to the object using the Action Editor.

1.
2.

Select the object (or the page itself) to which you want to add actions. The Properties panel for that object will open.

Select the Edit Actions button in the Properties panel (Programming group). The
Action Editor will open. Any actions that are currently assigned to the object will be
listed.

Shortcut: Double-click the object to open the Action Editor.

3.

Note:

Select the action you want to add. You can:

e Search for an action. (See Searching for Actions on page 55.)

« Select an action from the Action Category List (see Action Categories on page 54.)
e Select an action from the Favorites or Snippets drop-down menus.

The action will be added to the action script.

EDIT ACTIONS BUTTON

Programming

E »

Object Name___ Symbol_1

4

If the action you have selected needs further information - for example, the name of a page to open or sound to play - a menu or dialog will open. You must
select the appropriate page to open, sound to play, etc., to complete the action. The action will then be added to the action script.

Select Save to close the Action Editor.
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Action Editor at a Glance

Use the Action Editor to assign

actions to an object or page, or to edit GO @ @

actions already assigned. You can @ @ @ @ @ O 9 Q @

add actions from a number of e | [ [ I | S|

categories, search for a specific
action, reorder or delete actions, and
add a favorite action or action
“snippet”.

Note:  Snippets are a collection of frequently
used actions.

To access the Action Editor:
¢ Select the Edit Actions button

in the Properties panel of any
programmable object.

« Double-click directly on an
object.

Furda s, Toateh

"

e Y

|{ Gt Evart. Sebwctmd| SenChpect |

Favontes = @ Macros = 5] Snippets «

Ferstonas tee")

i

A

aa

SpeakText{" Drag me cuto the
s OpenPage( Hosdn )
L
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1 Search text box Enter your search criteria. As you type, action choices will be dynamically displayed.
2 Search button Enter a keyword in the Search text box and then select this button.
3 Favorites Displays a list of your favorite actions. (You can mark any action for inclusion on this list.)
4 Macros Add a macro to the object you are programming.
5 Snippets Add a commonly used grouping of actions (“snippet”) to the object you're programming.
6 Edit shared variables Add or edit a variable shared in a project, activity, or page.
7 Cut Cut the selected (highlighted) action(s).
8 Copy Copy the selected (highlighted) action(s).
9 Paste Paste the action(s) you have cut/copied (at the line indicated by the insertion pointer).
10 Delete Remove the selected (highlighted) action(s).
11  Move arrows Move selected (highlighted) lines up or down in the sequence of actions.
12 Options Open the Action Script Options dialog box (to help you customize the actions you
program).
13 Events Select an event to which you want to add actions (such as “Selected” or “PageOpen.”)
14  Execution types Designate when the actions programmed on two or more objects are executed.
15 Category list List of action categories, arranged by category group.
16 Insertion pointer Indicates the location in the list of actions where the next action will be added.
17 Assigned actions list ~ Displays all the actions assigned to the object being programmed. (Actions are performed

in the sequence in which they are listed.)
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Action Categories

Boardmaker Studio offers a large number of
actions that you can assign to objects on a page
(or to the page itself). You can browse for actions
using the category list in the Action Editor.

Actions are grouped into four category groups:

Screen Objects
Appearance
Programming

Audio/Video/Speech

To open an action category list within a category
group, select the arrow [ + ] at the top right of the
category group title bar. Then select a subcategory
from the list. A menu will open, listing all of the
actions in that subcategory - with a brief
description of each action. Select an action to add
it to the action script for the object or page you are
programming.

ACTION EDITOR (SHOWING ACTION CATEGORY LIST AND SUBCATEGORIES)

Action Editor for: wordPredictor

Screen Objects

Checkboxes / Radio Buttons
Labels
Lines
Message Window
Pages & Popups
Soreen Objects (General)
Symbols
System Keyboard
Tab Cortrol
Appearance
Calor

Forts
Size & Position
Programming
Date & Time:
Programming
Speech Styles
System
Variables

Vocabulary

Audio/Video/Speech

Sound
Speech

Video

H

InsertLabel()
Inserts the text from this Button's label into the
current message window

- | & InsertSymbol)
Inserts the label and symbol from this Button

into the current message window. If no symbol,

just insert the label

.| % NewButton(name, rect)
Returns a new button object, given a name and
Rectangle object

.| % PictureSound(soundld)

- Inserts this butten's Izbel and symbol into the

4 cument message window but play a sound file
instead of speaking the label,

> | & PictureSpeech(speechText)
Inserts this butten's label and symbol into the
current message window but use different
speaking ted.

| @ SetButtonTypelobject, value)

% Setsthetype of button.

Search Q| & Favorites » @ Macros ~ [) Snippets » | () | # U
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Searching for Actions

Searching for Actions

If you don’t know the name of the action you
want to use, you can simply start typing a
keyword into the Search text box on the
Action Editor. As you type, actions that
match the text you have entered will be
dynamically displayed.

Note:  You can also type a keyword or two into the

Search text box, and then select the Search
button to open a list of actions that match your
search criteria.
Some of the actions in the category list
have variations. These are indicated by an
ellipsis icon [[1)]. Select this icon to open a
list of variations of the selected action.

When you see the action you want to use,
select it, and it will be added to the assigned
actions list for the object you are
programming.

ACTION EDITOR (SHOWING SEARCH TEXT BOX AND ACTION VARIATIONS)

Action Editor for: wordPredictor

Screen Objects A

Checkboxes / Radio Buttons
Labels

Insertlabel()
Inserts the text from this Button's label into the
current message window

| SEU . Favorites = & Macros ~ 2] Sippets - | (x) | % U3 @ X

&

Lines

Message Window

Pages & Popups

TnsertSymbol()

Inserts the label and symbol from this Butten
inta the current message window. K no symbol
just insert the label

]
|

[.] ¢ InsertSymbol(object)

+

Screen Objects (General)
Symbols

System Keyboard

Tab Control

+

Appearance H

Color

+

Fonts

Size & Position

NewButton(name, rect)
Returns a new button object, given a name and
Rectangle object

PictureSound(soundId)

Inserts this button's label and symbol into the
current message window but play a sound file
instead of speaking the label.
PictureSpeech(speechText)

Inserts this button's label and symbol into the
current message window but use different
speaking text.

SetButtonType{object, value)

Sets the type of button.

Inserts the label and symbol from a Button object
into the current message window. I no symbol, just
insert the label

4 InsertSymbol0
Inserts the label and symbol from this Button into
the current message window. If no symbal, just
insert the label

=)

=

%
Programming H
Date & Time
Programming > ] |

Boardmaker Studio Handbook

Mayer-jJohnson



Favorite Actions 55
Favorite Actions

The Favorites list in the Action Editor contains a list of frequently used

actions. Use this list to quickly add a favorite action when you are

programming an object. =

To add a favorite action to an object you are programming:

1. Select the Favorites drop-down menu in the Action Editor
toolbar. The Favorites list will open.

2. Select an action from the list. It will be added to the action script
at the position indicated by the insertion pointer.

Customize the Favorite Actions List

You can customize the Favorites list by adding actions you use most
often:

1. Search for the action that you want to add. (See Searching for
Actions on page 55.)

2. Select the add icon [ «] to the left of the action to add it to the
Favorites list. The icon will change to the star icon [ ],
indicating that the action is now a favorite.

Favorites ~ o Macros + 2] Snippets - | (x) | $ B@EX

ClosePopup()
Closes the popup that contains this action.

InsertLabel()
Inserts the text from this Button's label into the
current message window

InsertText(text)
Inserts text at the current cursor position of the
current message window.

NextPage()
Displays the next page in the current activity (will
not change to a page in ancther activity).

OpenPage(pageName)
Opens a page.

OpenPopup(pageName)
Opens a page as a popup (on top of the current
page) in the center of the screen.

-,

m
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