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Boardmaker Transition Guide

From Boardmaker Software Family v.6 to Boardmaker Studio

Many long-time Boardmaker Software Family v.6 (BSF v.6) users are excited about the new
capabilities and the easy-to-use and powerful new templates and gadgets that Boardmaker
Studio has to offer. If you’re just getting started with Boardmaker Studio, learning how to use
the onscreen templates (“Studio Starter Templates”) is your fastest road to success.

xg REFERENCE

For help with the templates, see the Templates Overview video and the Studio Starter Templates
tutorial. Go to the Connect screen, and select Help > Online Tutorials & Videos. The video and
tutorial are also available online at http://www.mayer-johnson.com/support/learn/videoLibrary.

This guide is designed for those who would like to learn how the skills they have mastered in
BSF v.6 are used in Boardmaker Studio. This guide assumes you are familiar with
Boardmaker, Boardmaker Plus!, or Boardmaker with Speaking Dynamically Pro, and you are
looking to expand upon your knowledge and do more with Boardmaker Studio.

NoTe
If you find you need more in-depth instruction after reading this guide, refer to Getting Additional

Help on page 41 for a list of additional Boardmaker Studio resources.
This guide covers the following Boardmaker tasks:
e “Use” and “Design” Modes on page 2
e Using a Template on page 5
e Using a Gadget on page 8
e Button Basics on page 11
e Placing a Symbol on a Button on page 14
e Placing Multiple Symbols on a Button on page 17
e Changing the Symbol Label on page 21
* Placing Text on the Page on page 22
e Changing the Appearance of a Button or Page on page 23
e Placing Digital Images on page 26
e Working with the Symbolate Feature on page 27
e Adding a Symbol or Image to the Symbol Library on page 30
* Opening BSF v.6 Boards in Boardmaker Studio on page 32

e Using Activities from BoardmakerShare on page 34


http://www.mayer-johnson.com/support/learn/videoLibrary

e Using Movable Buttons on page 35

* Assigning Actions on page 39

“Use” and “Design” Modes

In Boardmaker Plus, you used Ctrl+U and Ctrl+D to access Use and Design modes. In
Boardmaker Studio, the Designer interface is where you design your activities, and Play mode
enables you to play them. You can also preview your activities.

Design Mode

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.
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Play Mode

Play mode enables your students to play an activity in a program window that can be resized,
maximized, and minimized. 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.

#d Mayer-Johnson Boardmaker Studio (Pre-Release: 0.0.51.2282) - Explore C=1Een
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To play an activity:

* From Design mode: Select the arrow next to the Mode button (=1~ ), and then select
Play.
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¢ From Connect: Select the Play Project button. The Open dialog will open displaying your

Boardmaker Studio projects. Select a project, and then select OK.
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Preview Page Mode

Preview Page mode enables you to test your activities. When you select Preview Page mode,

the current page will be played in Play mode.

To preview a page, in Design mode, select the arrow next to the Mode button (=] ), and then

select Preview Page.
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Using a Template

BSF v.6 included a handful of simple templates as an activity starting point - with additional
templates available from purchased add-ons and other outside sources. Boardmaker Studio
comes with over 150 onscreen templates, 75 print templates, and over 50 sample activities
from the templates. Accessing both onscreen and print templates to start your activities is as
simple as creating a new project in Boardmaker Studio. Introducing a new level of power,
Studio Starter onscreen templates are fully functional and just require that you add symbols to
teach whatever topic you want.

GO TOGETHERS TEMPLATE (EXAMPLE WITH CONTENT ADDED)

Go Togethers
Start over Stop

Place each item at the bottom with the item above that it goes with.
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stomach food hands write nose smell lungs breathe
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heart blood eyes see feet stand mouth talk
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Place a symbol and/or label on each pair of buttons above to create pairs that "go together”,
Empty pairs will automatically be hidden.

QOne button from each pair will automatically be placed here at start of activity.

Do not place anything here

Templates are organized by activity type and instructional area so that you can quickly find the
template that best fits your scenario, whether you have a specific activity in mind, or if you
want to browse based on the type of instruction you need to provide.

Sample templates are also available as fully populated samples. You can use them to see how
a template works and how you can use it instructionally.

Boardmaker Transition Guide 5
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To create a new project from a template:

1.

Select File Menu > New > Project from Template - or from the Connect screen, select
the New from Template button. The New Project dialog will open.

Templates

Default
Blank and Recent
Categories
By Activity Type
By Instructional Area
All Templates
Other

From File.

By Activity Type

SR T m— N
Art and Creativity Books and Calendars
Presentations
O O B
Cause and Effect Communication and Device Overlays
Partidpation

o v

Bxplore Flashcards Games

o &

Labeling Matching Mathematics

Name:

m

Create as: @ Project

(@) Template

In the Templates panel, select one of the following:

* By Activity Type - This option groups the templates by activity type.

* By Instructional Area - This option groups the templates by instructional area, which
is helpful if you're looking for ideas but don’t have a specific activity in mind.

* All Templates - This option displays all available templates in alphabetical order.

* From File - This option enables you to choose a template saved on your computer.
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3. Inthe list of templates, select a template. A thumbnail and information for the template will

be displayed on the right side of the New Project dialog.

| =

| Picture Bank - 5 Trems Picture Bank - 5 Ttems Picture Bank - B Ttams
(SAMPLE)

SymbalstoPhotos  Symbols to Photos
(SAMPLE)

Tags:  picture, hidden

Template Sample

New Project . S

T By Activity Type

Default " i i

“« =+ @ | Search @, | View - Hidden Picture (SAMPLE)

Elank and Recent 9 -

Categaries . | b
i Author:  Mayer-Johnson

vi

e B Descrption”  Click onthe sausres to
By Instructional Area uncoverthe picture
All Templates Hidden Picture Picture Bank - 3 Ttems

SAMPLE)

Other

From File. e % +

Creste as: @ Project () Templats
Name: Browse...
Create Cancel

4. Inthe Name field, enter a name for the project.

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

' Mayer-lohnson Boardrmaker Studia - Find the P\c‘ture
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Many interactive templates also have project settings that you can use to choose options and
even add content.

Project Setup @
Mame Walue Description
otog bpf
ERueLED b1 UseQuiztdode: [ Are we in quiz of practice maode?
| Go-Togethers 2 MasEmors: 2 The maximum number of ermors allowed in practice mode.
x) 3 ShowStop:  Yes Shaws the Stap button during the activity.

4 CorrectSymbol / The symbol used to show a corect answer [used in quiz made)

) IncomectSymbaol: x The symbol used to show an incorrect answer (used in guiz mode)

g UseduditoryPrompt:  Ves Pravide auditory feedback [practice mode only).

The leedback that is spoken when the activity is complete. Applies only
if Uselluiztode=ND

A& sound that is played when the activity is complete. [Optional). Does

7 | ActivityCompletionFeedb...  You matched all the items!

8 RewardSound not play in Quiz Mode
. A video that is played when the activity is complete. [Optional]. Does not
& Rewardvideo: play in Quiz Mode
° T

B REFERENCE
For more information about using templates and changing project settings. see the Projects -
Project Setup Menu video and the Studio Starter Templates Overview tutorial. Go to the Connect
screen, and select Help > Online Tutorials & Videos. The video and tutorial are also available
online at http://www.mayer-johnson.com/support/learn/videoLibrary.

Using a Gadget

Gadgets are an exciting new enhancement introduced in Boardmaker Studio. A gadget is a
pre-programmed object or collection of objects that you can drag onto your workspace to
quickly create or enhance your interactive activities. Using gadgets, you can make your
activities more interactive and fun without having to program each object from scratch.

B REFERENCE
For more information about using gadgets, see the Gadgets Overview video and tutorial. Go to
the Connect screen, and select Help > Online Tutorials & Videos. The video and tutorial are also
available online at http://www.mayer-johnson.com/support/learn/videoLibrary.
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1. In the Navigation Pane, select the Gadgets button to display the Gadgets panel.

|8 Mayer-lohnsan Boardmaker Studia - New
BOTEET | CEERE) (-G AT Bl Fr2
"; Search

| Basics

/' Draggable Buttons

|/ Fun Interactions

| Makhematics

|/ Mavigation

| Question and Answer

/ Time

/| wiriting

More [

& Project

;g\ Properties i
-

Gl Symbols

™ -
L ? Gadgets Page 1 /

[ | [BE % -Q —U Q .

2. Double-click a category. The gadgets available in that category will be displayed. This
example shows the Basics category.

||| search &
~
Close Popup Button =]
Clozes a popup.
l ' MNext Page Button
Goes to the next page in the activity.
* Next Page Button
Goes to the next page in the activity.

+___|, OpenPageButton
Opens a page in the curent project,

Dpen Page Button
Opens a page

Dpen Popup Button
Opens a popup.

Play S ound Button
Plays a sound file.

&%

- Play S ound Button

(.. Plays a sound file.

@@ PopupYideoButton
Plays a video in a 'popup’ window that

covers the screen b
Mare: E]

e
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3. To add the gadget to the page, select the gadget and simply drag it onto the page.

- Mayer-Johnson Boardmaker Studio - TEst 1

B S d@a o 3¢ AR @'@'A'ﬂ'\&gj- oA -
[+ ][] [search &Y L 2 e s o s ] e o el

~
Close Popup Button b
Closes a popup.
’ Next Page B utton
Goes to the next page in the activity.

+ | DpenPageButton
| Opens a page in the curent project.

- DpenPage Button
B Opens & page
| Open Popup Button
' Opens a popup.
‘(. 5,
Play Sound Button
(@ Plays a zound file.

e
e
i J

Play Sound Button
Playz a sound file.

@® PopupVideoButton
Ix’ Plaps a video in & 'popup’ window that

|
iggvgy‘

covers the screen. b
Mare

E‘ Project

g‘ Froperties i

= ol

G | Symbals
| # Gadgets a0 7

i BE % -0 - 1 @

4. If necessary, resize or move the gadget.

* Toresize 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.

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

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

NortE
Some gadgets include actions that you can modify. To modify the actions, double-click the gadget
and follow the instructions in the Action Editor.

Mayer-Johnson
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Button Basics

Drawing and manipulating buttons is the most fundamental task in BSF v.6. It is just as simple
in Boardmaker Studio.

To draw a button in BSF v.6, you chose the Button Tool (or the Freeform or Symbolate Button
tool), clicked in the workspace, and then dragged out the button. In Boardmaker Studio, you
draw buttons in exactly the same way; however, the Button tool contains many options, and
you have the choice of drawing a button or simply dragging it onto the page.

BOARDMAKER STUDIO BUTTON TooL

D& AMT B
1 _%; standard Button T
\;@ Group Button
é@ Symbolate Button
_W@ Word Predictar
_}%J Target Butkon

£
L_@Hot Spot

©%= SHORTCUT

Making a simple layout with lots of buttons, such as a schedule or sequence? Boardmaker Studio
includes lots of print and onscreen templates for many different instructional areas and activity

types.

Dragging a Button onto the Page
You can use the Button tool on the toolbar to drag a button directly onto a page:
1. Select the Button tool.

2. Select the type of button you want to draw.

NoTE
The Standard Button is the same as you would get from the Button Tool in BSF v.6.

3. Click and drag the Button tool onto the page.

LB~ AM-F]-\ B -




Drawing a Button
Drawing a button is done in exactly the same way as in BSF v.6. To draw a button on the page:
1. Select the Button tool.
2. Select the type of button you want to draw.

3. On the page, click and drag the mouse until the button is the desired size.

LG A M-\ B o -

-

Creating a Grid of Buttons

As in BSF v.6, in Boardmaker Studio you can quickly create duplicate buttons using the Spray
tool. Boardmaker Studio, however, includes two spray tools - so you have the option of
arranging the duplicate buttons in rows and columns or in a circle.

1. After dragging or drawing a button on the page, select the Spray tool in the toolbar, and
then select Spray Tool (for duplicates arranged in rows and columns) or Circular Spray
Tool (for duplicates arranged in a circle).

b -JEER- Q- S8 () .

580 spray Tool
ray Tool
oEg pray
P
g0 Circular Spray Tool
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2. Click a button on the page, and then drag the mouse horizontally or vertically to create a
group of duplicate buttons.

NoTE

You can change the spacing between the buttons using the Settings dialog. Select File Menu >
Setup and Options > Interface > General to set the spray spacing.

Resizing and Moving Buttons
Manipulating buttons in Boardmaker Studio works the same way as in BSF v.6:

* Toresize the button, 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 button is the size and
shape you want.

* To move the button, select it, then drag it to any position on the page.

Boardmaker Transition Guide 13
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Placing a Symbol on a Button

In BSF v.6, you used the Symbol Finder to search for and select symbols. In Boardmaker
Studio, you can search for symbols from the button itself (using the Edit in Place feature), or

you can browse for symbols.

Searching for Symbols from a Button

You can use the Edit in Place feature in Boardmaker Studio to quickly find and place a symbol
that matches the button’s label.

R NorTE
For more information about editing in place, see the Edit in Place video and tutorial. Go to the
Connect screen, and select Help > Online Tutorials & Videos. The video and tutorial are also

available online at http.//www.mayer-johnson.com/support/learn/videoLibrary.

1. Select a button.
2. Type a label for the button. A cursor will be displayed on the button, and the label will
appear as you type.

| Tahoma - 14 - A Avévaﬂ?v
B UEEEEEI S

Dog

3. Press Enter. The Open Symbol dialog will open displaying symbols that match the label

you entered.
Open Symbol

Search C§ View ~

O b e 7= a

corn dog hotdog Maxi the Dog

None dog food

=

hotdogs

[ OK ][ Cancel ]

14 Mayer-Johnson
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Browsing for Symbols

In BSF v.6, you used the Symbol Finder to browse for symbols. In Boardmaker Studio, you use
the Symbols panel.

SYMBOLS BUTTON IN NAVIGATION PANE
WProject

L:?Properties it
P

When you select the Symbols button in the Navigation pane, the Symbols panel will open.

SYMBOLS PANEL (TOP AND SECOND LEVELS)

@
Q-FB= W@ [D@ &y

Type into the search field or double click a
category to find a symbol.

Animais Plants‘s

clothing | School

Daily', =9
Life / Tango

s

3

v | & | [

S ey ® ]5"{‘ Ty °$
w2 BRI
5 e R
| IR
e I EIRET
B DIEIKIEIEEY
= L IR aE.
e = ® % ¥

i1 )
More |=» More -

1 Back arrow button Move backward through the browsing history in your
symbol search.

Boardmaker Transition Guide 15
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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 Search for items that match the search criteria you have

button entered in the Search text box.

5 Display pane Displays icons for the available folders for each symbol
category. Double-click on a folder or subfolder to display
the symbols it contains. Drag-and-drop any symbol from
the display pane into the workspace.

6 Preview area Dynamically displays the selected symbol. Drag-and-drop
the symbol from the preview area into the workspace.

7 Label text box Displays the label for the currently selected symbol. You
can edit the symbol label or enter a new label in the text
field.

8 Include label check | Select this check box if you want the symbol’s label to be

box included when you place the symbol.

9 Scroll bar Drag this bar to the right to display more symbol choices.

10| More button Expands the viewport into the workspace so that all the
available symbols can be displayed.

/B REFERENCE

For more information about searching for symbols, see the Searching for Symbols tutorial. Go to
the Connect screen, and select Help > Online Tutorials & Videos. The tutorial is also available
online at http://www.mayer-johnson.com/support/learn/videoLibrary.
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Placing Multiple Symbols on a Button

You could place more than one symbol on a button in BSF v.6. In Boardmaker Studio, you can
only place one symbol on a standard button. In Boardmaker Studio, you use a group button to
place multiple symbols.

GROUP BUTTON WITH TWO SYMBOLS AND LABEL

W <

Baby Animals

You can either use the Button Properties panel to change a “standard” button into a group
button, or you can draw a new group button.

Change a Standard Button into a Group Button
1. Select the standard button you want to change into a group button.

2. In the Navigation pane, select the Properties button. The Button Properties panel will
open.



3. Select Group from the Type drop-down list. The standard button will change to a group

2

| | 3|
P FTTINTY VT Pird IYRRTI PRTY Il PRI IOPY

Stple Override

L5+ [Er+] [
a’ Praoject

Draw a Group Button

1. On the toolbar, select the Button tool, and then select Group Button.
ol - A M) 3]\ B o

| L%;Standard Button
|@Group8utton [ I‘
E@S}rmbolate Button 1

LW@ Word Predictor

L@y Target Button

E:@ Hot Spot

2. Drag or draw the group button on the page.

Place Multiple Symbols on a Group Button
1. Select the group button.
2. In the Navigation pane, select the Symbols button. The Symbols panel will open.
3. Browse or search for a symbol, and then drag it onto the group button. The symbol will be

placed on the button according to the layout properties you have defined for the group
button. In this example, the button layout is freeform.

18
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You can choose a layout for the group button from the Layout drop-down list in the Properties
panel. (The default layout is freeform.)
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b BE

Include
Label: ki |
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More =
a‘ Project —:
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4. Continue placing symbols onto the group button. The symbols will be arranged according
to the group button’s layout properties.

/B REFERENCE
For more information about group buttons, see the Group Buttons tutorial. Go to the Connect
screen, and select Help > Online Tutorials & Videos. The tutorial is also available online at http:/
/www.mayer-johnson.com/support/learn/videoLibrary.

Boardmaker Transition Guide 19
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Add a Label to the Group Button (Optional)

1. On the toolbar, select the Label tool.

- G (AT T\ B

2. Move the pointer into the group button to the place where you want to place the label.

3. Drag diagonally to draw a bounding box for the label text.

o O---------- )
4 Label &
o o Y

4. With the bounding box still selected, select the Rich Text Editor button under Content in
the Button Properties panel. The Rich Text Editor will open.

e 2

Content

Symboalate

Symbal Location |On Top
=S5

Symbol Height |35

Edit  Insert
: b
P4 E3 @ Tehoma - 14 - év s2. | B

i D

el

Lo Bt Lot Bl

Symbolate | Al

“wiord List
[] All 5 ame Wwidd

State

[] Disabled [] Hidden [] Laol

& project

-

5. Inthe Rich Text Editor, type in a label for the group button, and use the controls in the Rich

Text Editor to format the font, size, color, etc.

FLJj NoTE

To include the label with the symbol when you move it onto the group button, select the Include
Label check box on the Symbols panel. (In the examples in this section, the labels are not

included.)

20
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Changing the Symbol Label

Mayer-johnson

In BSF v.6, you changed the symbol’s label directly on the face of the button using the Text
tool. In Boardmaker Studio, you use the Button Properties panel to change a button’s label.

1. Select a button. The Button Properties panel will open.

B2 (. (3- A M- 7=\ 8 o

|

m

2. Under Content, select the Label text box. The Rich Text Editor will open.

)

I Ecit Insert

L o B Tahoma cu -A-w- B 7 U |EES|EEEC L2

3. Type a new label, and then select OK. The label is changed for the button.

Norte
You can also use the Rich Text Editor to format the label text. For example, you can change the
font, size, and position of the text.

Boardmaker Transition Guide
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Placing Text on the Page

In BSF v.6, you used the Text tool to add text to a button or the board background. In
Boardmaker Studio, you use the Label Tool to enter a text label and place it on a page or on an
object on a page. You can assign actions to the label, choose whether to symbolate the label

text, make the label non-selectable, and much more.

1. Select the Label tool in the toolbar.
- B {AT):- -\ S -

2. On the page, click and drag the mouse to draw a bounding box for the label text.

Drmmmmmmmmm [ o

| Label |

I A

Grommm oo B o
©%= SHORTCUT

To quickly add a label to the page, select the Label tool and drag it onto the page. You can also
select the Label tool and click anywhere on the page.

3. Type text for the label, and then press Enter. The text is added to the label.

NortE
The Rich Text Toolbar will open as you type text. You can use the Rich Text Toolbar to format the

label text.

4. (Optional) Use the Label Properties panel to format the label text, define its symbolate
properties, assign actions to the label, etc.



Changing the Appearance of a Button or Page

In BSF v.6, you could change the color of your buttons, change the button border, create
shadows, and change the board background. In Boardmaker Studio you have more options to
strategically use color and shapes for instruction or to make activities more attractive. An
exciting new feature available in Boardmaker Studio is “Themes.” You can choose a page
theme so that every page in a project or activity and every object on that page has a particular
look and feel. Choose from Standard, Primary Color, Print, or Vivid themes.

Changing the Appearance of a Button

Use the Style and Style Override properties groups in the Button Properties panel to change a
button’s appearance.

1. Select the button(s) whose appearance you want to change.

2. In the Navigation pane, select the Properties button. The Button Properties panel will
open.

3. Under Style Override, use the drop-down menu to select a style for the button(s).

STYLE DROP-DOWN MENU

Style -3

4. Under Style Override, use the Shape, Fill Color, and Border override buttons to customize
the button’ s style.



SHAPE, FiLL COLOR, AND BORDER OVERRIDE BUTTONS

B
w = ﬁ;}@me Colars

Use Default Color

Mo Calar

i1 More Colors...

41 Gradient Color

R —

Use Default Shaps

Use Default Color
Mo Color

More Colars...

|«

Thickness

Use Default Line Style:

NoTtE

To make the button border “invisible,” select No Color from the Border override options.

24
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Changing the Appearance of a Page

1. Select the page.

2. In the Navigation pane, select the Properties button. The Page Properties panel will
open.

8 Wayer-Johnson Boardmaker Studio - New = e e

I RSMEAET RAGREY vt SRR B B W v A PN - A~

»

Background

7] Stetch

»

Theme

n

Style O veride *

(o) &

Programrming 5

| Edit Actions &

Drag and Drep 2

7 Is Target

D Project
T Properties i
Q Symbals

! Gadgsts Page 1 o

1 object selected 30 Y0 WG 1067 Hi g FE 0% -0 & A

Using the Page Properties panel, you can adjust the following:

Layout Change the way objects are arranged on the page. You can
set the page to automatically arrange them in auto center,
auto grid, auto circular, or grid patterns. Or, you can choose
a freeform layout to arrange objects manually (freeform is
the default).

Background Choose a symbol to display as the background for the page.

Theme Set a particular look and feel for the page and the objects on
the page. Choose from standard, primary color, print, and
vivid themes.

Style Override Choose a custom fill or border color for the page theme.

Programming Assign actions to the page. For example, you can add

actions to run when a page is displayed.

Drag and Drop Set up the page for movable buttons. If you designate the
page as a target, then in Preview and Play modes, it will
accept objects dragged into it.




Placing Digital Images

In BSF v6., you could drag and drop digital images onto the board background or onto a
button. This is done in much the same way in Boardmaker Studio - you can place images from
the Internet, your digital camera, or your computer. You can place images onto objects on a
page, such as buttons, or on the page itself.

1. Draw a button on the page.

2. On your computer, resize the Boardmaker Studio window so that you can see the other
Windows applications on the desktop. (Be sure to keep the button you drew in step 1 in
view.)

3. On your computer, navigate to the image that you want to place on the button.

4. Click and drag the image from your computer onto the button.

A Mayer-lohnson Boardmaker Studio - New S|
s} | GBS ()G Zgt - (a2
=) ) g e AT\ B A
e - Libraries » Pictures b Sample Pictures | ¢ Y| Search Sample Pictures o T
Organize v i8 Open v  Sharewith v Slideshow  Print  E-mail  » 2. M @ ‘
/¢ Favorites — Pictures library s Foi
B Desktop Sample Pictures
d8 Downloads {8 Chrysanthemum,jpg
%] Recent Places = @
= 8 Desertjpg
i Hydrangeas.jpg
Libi
. heanes ) Jellyfish,jpg s
[%] Documents
Ll ®Koalajpg
&' Music
e i#Lighthouse,jpg
(&= Pictures e
| =/lion jpg |
B videos i8/Penguins.jpg | t t«
= i Tulips jpg %
1 Computer
&, Windows7_0S (C))
&% DVD RW Drive (E)) FUNG S
lionjpg  Date taken: Specify date taken Rating:
JPEGImage  Tags: Addatag
- Drag and Drop &
= [ 1s Target
‘ T project
E [ propeti -
F () symbols
e e e |
& cadgess | Page 1 / [l '
|1 object selected %0 Y:0 W:1067 H:8 TR es% - Q ¥ @ .

The image is added to the button.

™

NortE

In Boardmaker Studio, the image’s file name is not added as a label. Use the label tool to add a
label to the symbol.
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Working with the Symbolate Feature

The symbolate feature is one of the most beloved features in BSF v.6. Symbolate, with some
exciting new enhancements, is an even more powerful and flexible feature in Boardmaker
Studio.

In Boardmaker Studio, you can select the height and width of the symbols on a symbolate
button, message window, or label. You can even select which words should be symbolated,
either by word type (part of speech, content words, non-common words), or by creating word
lists and instructing Boardmaker Studio to symbolate (or ignore) words on the list.

One of the most exciting enhancements in Boardmaker Studio is the ability for the student to
use the symbol word processing capabilities. In Play mode, as the student enters text into the
message window, symbols will appear.

NortE

When copying and pasting into a symbolate button, message window, or label, you must first
enter a space or character to get a cursor.

Changing a Standard Button into a Symbolate Button

You can easily change any standard button into a symbolate button:
1. Select the standard button you want to change.

2. Select Symbolate from the Type drop-down list in the Button Properties panel.

bl

Type

Type | Symbolate v
Standard

R “whord Predictor

Group

Defining Symbolate Properties

Use the Symbolate Properties pane of the Button, Label, or Message Window Properties
panel to define the symbolate properties of a symbolate button, message window, or label.



NortE

To open the Properties panel, select the symbolate button, message window, or label, and then
select the Properties button in the Navigation pane.

Symbolate ES

Symbol Location | On Top

Symbol Height |50 :4®

Symbolate |‘Words On List

|_7|_| All Same ‘width

®

1 Symbol Location

Choose where the symbol will display in relation to the
word with which it is paired.

2 Symbol Height

Select the size at which the symbol will display (in pixels),
or enter a number from 10 to 100.

3 Symbolate

Select the type of words you want to symbolate.

All - Every word that has a matching symbol will be
symbolated.

Nouns, Verbs, or Adjectives - Symbols will appear
only when a word is typed that is the part of speech
you have selected.

Content Words - Content words include nouns,
verbs, adjectives, and some common adverbs.

Words on List - Words from a word list you have
selected will be symbolated.

Words Not on List - Words that are not on the word
list you have selected will be symbolated.

Non Common Words - Words that are not
commonly used will be symbolated.

4 Word List button

Create a word list by choosing Words on List or Words
Not on List. The Word List button will become selectable.
Add words to create a new word list (or edit an existing
word list).

5 All Same Width
check box

Each symbol will be displayed at the same width.
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Using the Symbol Candidates Dialog

Use the Symbol Candidates dialog to change the symbolate symbol, change the text for a
word/symbol pairing, add a new symbol to the symbol candidates, and change the default

symbol for a word.

The Symbol Candidates dialog in Boardmaker Studio works exactly the same as it does in
BSF v.6 - with one enhancement. In Boardmaker Studio, you can use the Symbol Candidates
dialog to import a digital picture to use as a candidate symbol.

Open the Symbol Candidates Dialog

In a symbolate button (or message window or label), right-click on the symbol that you want to
change. The Symbol Candidates dialog will open.

SYMBOL CANDIDATES DIALOG (WITH IMPORT SYMBOL BUTTON CIRCLED)

Symbolate Candidates @
Symbalz

S Add Hew Symbol
=n

Label [Buid

[ Ok H Cancel ]

Importing a Digital Picture to Use as a Candidate Symbol

1. Right-click on the symbol that you want to replace with a digital picture. The Symbol
Candidates dialog will open.

2. Select Import Symbol. A file browser will open.

3. Navigate to the folder on your computer (or USB flash drive or external hard drive) that
contains the picture you want to use as a symbol.

4. Select Open (or double-click the picture). The picture will be added to the candidate
symbols and will be available for all your symbol searches.



Adding a Symbol or Image to the Symbol Library

As in BSF v.6, in Boardmaker Studio, you can add your own pictures to save as symbols in
your My Symbols library. You can also tag the symbols so that you can quickly find them when

searching by keyword.

1. Select File Menu > Setup and Options. The Setup and Options dialog will open.

2. Select Symbols and Language from the navigation pane.

Setup and Options

- |nterface
i General

i Message Window
- Bulton
Acoess Method
- General
- Touch Enter
- Touch Exit
- Sganning
- Mouse Pauze
- Tewt To Speech
o General

i+ Prediction

Symbal Libraries

[¥] My Syrbals
[¥] PCS Classic: Core
[¥] System Symboals

[ cheskal | [ Uncheckal

Mature Content Filkering:

Symbal Prezentation Order

1. Symbol Style: Custom
Clazsic
Syztem

2. Faorm Peizon-Like -
3. Gender: Maleiv
4. Skin Color: Lighter Skin -

@ Use Color Symbolz

lH\da spmbals of mature waords

Label Language: |English

Search Language: | English - Dictionary Manager

jte Syrmbols

Symbal Manager

Import Boardmaker Library

Cancel




3. Select the Symbol Manager button. The Symbol Manager will open displaying all of the
categories that are available in the Symbols panel.

= ﬁ’ & | Search l:l% |\-"iew-

Animals Clathing Daily Life Descriptive Elements

-

Events Food & Drink. Imported Symbols Language Elements

- -
o o

People

Therapeutic Care Toys & Play Transporkation

Wisual Scenes

NoTtE

You can also use the Symbol Manager to add new symbol categories and import symbol libraries
from your computer.

4. Toadd anew symbol, in the System Tasks panel, select New Symbol. The Symbol Editor

will open.
Images
[l

Part of Speech NE“”' Symbol Librany My Symbols v_]
Labelz Tags Categaries
Label | Add.. | Tag | Add.. | Categary | Add.

i --E “I‘:‘us‘l‘nm i --E “Impnr‘te‘d‘iﬁyl";hn].s i -E?KEE 3
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Select the Import button. A file browser will open.

Navigate to the folder on your computer (or USB flash drive or external hard drive) that
contains the picture you want to use as a symbol.

Select the Open button. The picture will appear in the Images pane of the Symbol Editor.
Use the Symbol Editor to:

e Define the symbol’s part of speech.

e Assign the symbol to a library.

e Add a label, search tag(s), and add it to a category.

Select OK. The symbol is added.

Opening BSF v.6 Boards in Boardmaker Studio

Boardmaker Studio includes an import feature so that you can open your BSF v.6 boards in
Boardmaker Studio.

1.

Select File Menu > New > Project from Boardmaker Import. Your My Boards folder will
open.

NortE
If you do not have a My Boards folder on your computer, a file browser will open.

2. Select a .zip or .zbp file, or hold down the Shift key, and select a set of .bm2 files. Then

select Open. The Boardmaker Import Setup dialog will open.
a5 Boardmaker Import Setup EI

Browse |

Boardmaker Boards [from Yery Hungry Caterpillar Activities.zbp)

e Hungry Caterpillar Main Board.bm2 -
caterpillar bingo.bm2

colour by number.bm2

cut and paste.bm2

find the sound 2 bma

find the sound 3 bm2

find the gound b2

games pop.bm2

greater than less than.bm2
greater than less thanZ b2
gieater than less than3.bm2
greater than less thand.br2
rmatching activity. bm2

mavie pop.bm2

noughts and croszes.bm2
printed activities pop.bm2
science life cycle butterfly. bm2

Reselsct Boards |

m

Corwersion Warnings

| Show only critical conversion warnings - ‘

Conwerzion Fidelty

| Balance vigual fidelity and editability - ‘

Symbolate Fidelity

| Keep symbolate buttons as symbolate buttons w7 ‘

Impart ] ‘ Cancel
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3. Choose the import settings, and then select Import. The boards are imported as a new
project in Boardmaker Studio.

8 Mayer-Johnson Bosrdmaker Studia - Very Hungry Caterpillar Activity felle =
B O a0 -c- | (EBE-A-S) ) Gg- A [M]- TN B o A

~= Wery Hungry Caterpilar
L Activity bpf =
W _Very Hunary ;‘-, . write a story } 1 watch the movie
Caterpillar Main Board X

caterpillar bingo

!

) Insert talking book here

cut and paste _ " find the sound

find the sound 2 .”h’,'i.r? )
I:P_ -_L

find the sound

ade

— ) ames o
x W

[ Project

257" Properties =
P

(2 ) Svmbols

B cadgets | _very Hungry C...

I R o -Q —© a.

Boardmaker Transition Guide 33
410/TRANS Rev. A



Using Activities from BoardmakerShare

BoardmakerShare.com is a tremendous resource for finding activities for both BSF v.6 and for

Boardmaker Studio.

THE BOARDMAKERSHARE SITE

All Activities

Boardmakershare

£y Home ~ Activities ~ Community ~ Products

Welcome to BoardmakerShare!

BoardmakerShare is the perfect community for finding
thousands of Boardmaker activities on hundreds of topics.
Now, the redesigned BoardmakerShare makes it easier than
ever to share Boardmaker activities, and find the groups who
are using them along with you.

Getting Starte

Diana Ree-Reeder
Technology Resource Teacher
Foirfax, VA, United States

username: dr52883
Member since December, 2008

BoardmakerShare Groups: A Real Give and Take
‘You share a common goal - guiding your students
toward learning success — so why not share the

Create an Account

Popular activities shared by Diana*

You are anly seconds away from exploring these
and thousands of ather Boardmaker activities

SIGN UP FOR FREE TODAY

g Search All Activities Q

Picks & Tips

e

Help & Support Sign Up / Leg In

Returning Member Log In

d is Easy & Free User Name or Email
Password
© 106 IN Forgot Password

Keep Me Signed In? [F]

CALLING ALL

INTERNATIONALVISITORS
Are you looking for
activities appropriate
foryour students?

m

Feedback

When looking for activities to download, any activity with a icon can be used in

Boardmaker Studio.

Your Search Returned 1174

& Fall- Find the Same

By: Joanne
Posted: 1/24/2011
Size: 10.06 MB

Grade Level: pk-k +
Language: English (US)

Interactive: Yes

Type: Boardmaker (.zip)

] | Downloads: &

Marks With:

CLL

— ] L3 ] L)
Sort By: [Recently Shar [=] a fee® ;5: ol
i - A il -
HEg=n BEs|
L) " Lol

i Baardmaker;_-—'
Print Editor >
Try a 15-Day FREE Trial

abac |

REFERENCE

For more information about opening the activities in Boardmaker Studio, see Opening BSF v.6

Boards in Boardmaker Studio on page 32.
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Using Movable Buttons

In BSF v.6, you used the Movable Button tool to create moveable buttons. Then you
designated a destination button and programmed it with actions. Boardmaker Studio includes
a large collection of templates and gadgets that provide movable button activities that don't
require any programming from you!

Using Draggable Buttons Gadgets

The Draggable Buttons gadgets enable you to quickly create grouping, matching, and sorting
activities. The Draggable Buttons folder contains two subfolders - Matching gadgets and
Sorting gadgets.

The Matching gadgets include Matching Buttons (moveable buttons) and Matching Targets
(destination buttons). These buttons have been pre-programmed so that each button can only
be dragged into its matching target. Change the label and symbol on each button to whatever
you want.

The Sorting gadgets include objects with pre-defined properties. There are movable objects
(“sorting objects”) and target objects (“sorting bins”). The objects have been pre-programmed
so that when a sorting object is dragged into a sorting bin, the student will be given auditory
feedback as to whether the object was placed in the correct bin - an incorrect placement will
cause the object to snap back to its original position. Change the label and symbol on each
object to whatever you want.

To place a draggable button on a page:



1. Select the Gadgets button. The Gadgets panel will open.

o Mayer-Johnson Boardmaker Studio - New

I GEEIT EECR ]~ c EREE

- AT S

A

= Search

| Basics

/' Draggable Buttons

|/ Fun Interactions

| Makhematics

|/ Mavigation

| Question and Answer

/ Time

/| wiriting

More |

[ project
5 Properties i

=
G | symbials

™ -
L #Gadgets

Page 1

EEEEEEEY

(S

2. Double-click the Draggable Buttons category. The draggable buttons gadgets will be

displayed.
t]@] Search

| Matching

| Sorting

Drag-a-Copy Button
& draggable button that creates
copies of tsell, These copies
Draggable Button
& draggable button that can be
diagged into diferent targets on
Group Box[Centered)
A& target aroup button inta which
one of more draggable buttons
Group Box [Freel ayout]
A tanget group button it which
one ar mare draggable buttons
Reset Page Button
Resets the curent page to itz
starting configuration

TargetBox [Holds 1 Button)
A target bow that will hold only

one button nside of Ay

Mare [=#
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3. To add the gadget to the page, select the gadget and drag it onto the page.

i Mayer-lohnsan Boardmaker Studio - New @,
B B8 g-G-AM-T] N S A
* B Sear:H

"/ Matchiry
— 9

| Sarting

Drag-a-CopyButton

-
A drangable button that creates
copies of itsel. These copies

Draggable Bution

/rc\\

" to different targets on \ AU
Group Box [Centered) k /
e

A target group button into which

one of more draggable buttons
prmare dragagtls butions drageable button

Group B ox [FreeLayout)

& target group button inta which
one or more draggable buttons
Reset Page Button

Resets the current page to ity
starting configuration,

Target Box [Holds 1 Button)
A target box that will hold only

one button inside of it Ary

More [=#)
& Project
g‘ Properties 65
-
(.:..;\ Symbals

% Gadgets s 7

\ I [EE 3% -Q — Q.

4. To set the Drag and Drop properties for the page to define how students will be able to
drag the button, select the page.

5. elect the Properties button to open the Page Properties panel.

Layout 2
£
Background 5
&
[T] Stretch
Theme 2
!
EeEEEn
draggable button
Syl Overide 2
Programming 2
Edt Actions |-
Drag and Drop 2
[T] Is Target
[ project
rEﬁTﬁwr{mw—‘pn
@I Symbols.
i cadgers Page 1* /
1 object selected [%0 v:0 W:1067 H:8 FE 0% -Q — W |
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6. Inthe IsTarget check box, do one of the following:

* To enable students to drag the draggable buttons anywhere on the page, select
IsTarget.

¢ To make the draggable buttons snap back to their original locations if not placed in
their target, then leave IsTarget unchecked.

Using Movable Buttons in Templates

Many of the onscreen templates included in Boardmaker Studio include movable buttons. For
example, the Matching Word to Picture - 10 Words template includes a set of 10 pictures and
10 words that go with them. The pictures are standard buttons, and the words are draggable

buttons. In Play mode, the student can drag each word to its corresponding picture. If a word
is dragged to the correct picture, it is added underneath the picture. Otherwise, it snaps back
to its original position.

MATCHING WORD TO PICTURE TEMPLATE IN PLAY MODE

@8 Mayer-Johnson Boardmaker Studio - matching game

Matching Word to Picture - Transportation

Match each word with the picture that it goes with.

L car ]L airplane ]L wheel ]L bike
k camel J k boat J k fuel J k train
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Assigning Actions
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With Boardmaker Studio, as with Boardmaker Plus and Boardmaker with Speaking
Dynamically Pro, assigning actions is what makes onscreen activities interactive. Assigning
actions to an object in Boardmaker Studio is easy - Boardmaker Studio includes a very
powerful Action Editor and over 500 actions from which to choose.

Actions are arranged in the Action Editor by category, so it is easy to search for and assign an
action to a button or the page itself. There is even a Favorites category - a list of frequently
used actions to which you can quickly add your own favorite actions.

©%= SHORTCUT

Boardmaker Studio includes a large collection of onscreen templates and gadgets with pre-
programmed actions so you can make your activities more interactive without having to assign
actions yourself (although you certainly can if you want to!)

Assigning an Action

1. To assign an action to a page or to any object on a page, double-click it. The Action Editor

will open.

Action Editor for: button

(=) O =)

Screen Dbjects

Euttons

Checkboxes / Radio Buttons
Labels

Lines

Message Window

Pages & Popups

Screen Dbjects (General]
Symbaly

System Keyboard

Tab Control

Appearance
Prograrnming

Audiosvideo/Speech

MWW W v W v W v v v

€ &« <«

Search
y/ = Default
System Event: Selected| thisObject |

Q|

Favorites ~ o Macros -

_:—_,anippetsvi(X}idt -.gj.Xi t 3 | ﬂi

Cancel




2. Select an action category. A list of actions will open. (Or select an action from the
Favorites list.)

Action Editar for: button IEI\EI
Search c{@ & Macros = (=) Snippets - i l’x)l % @ X | t 3 | | i

" S

% InsertLabel()

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

hac&gxes / Radio Buttons
Label:

InsertSymbol()

Tnserts the label and symbal frarn this Button
into the current message window, If no symbol,
justinsertthe label

NewButton(name, rect)

Returns a new button object, given a name and
Rectangle object

L

Lires

Message Window

)]

Pages & Popups

T

Screen Dbjects (Genersl]

Symbols

System Keyboard
Tah Control

D

PictureSound(soundId)

Inserts this button's label and symbol into the
current message window but play a sound file
instead of speaking the label, [
PictureSpeechlspeechText)

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

speaking text, @)
SetButtonTypelobject, value)

Sets the type of button,

L

&

Proramming

<<

&

Cancel

NOTE

You can also find an action by searching for it by name. Start typing a keyword in the Search text
box, and all the actions that match the text you have entered will be displayed.

3. Select an action. The action is added.

Action Editar for button * (=N =R
2 Search f-{l . Favorites = @ Macros « =] Snippets - i (x}l $ B2@AEX | + ¥ | B i
;;' Default &

Secreen Objects

Buttons
Checkbowes / Radio Buttons
Labels

Systemn Event: Selected| thisObject )

| InsertLabel()
Lines |:>
M ezzage Window
Pages & Popups
Screen Dbjects (General]
Symbols
System Keyboard

Tab Control

ML W el et sl gl wen s e

<«

Appearance

<«

Programming

Audiosvidea/Speech

<«

Save Cancel

4. Continue adding any other actions you want, and then select Save. The action or actions
are assigned to the object.



SR
:?f‘"‘,"

P!
& = o

Mayer-johnson

Getting Additional Help

Boardmaker Studio was designed to be easy to learn and easy to use. After you have
mastered the templates and read through this guide, explore the videos and tutorials available
from the Connect screen. Go to the Connect screen, and select Help > Online Tutorials &
Videos (http://www.mayer-johnson.com/support/learn/videoLibrary).

Norte
The Boardmaker Studio videos and tutorials are also available on the Mayer-Johnson website.
(http:/ww.mayer-johnson.com/support/learn/videoLibrary.)

In addition, the Connect screen gives you immediate access to the community of other users
on Boardmakershare.com - ask questions and get answers - all without leaving Boardmaker
Studio.

If you need detailed help with a specific topic, you can easily access the Boardmaker Studio
searchable help. Go to the Connect screen, and select Help > Boardmaker Studio Help.

NortE
The searchable help system is also available as a PDF. Go to the Connect screen, and select
Help > Boardmaker Studio User Guide.
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