Making the most of StoryMaker

The most important key to learning is success and StoryMaker is designed to enable children to
succeed in small obtainable steps. But other forms of motivation are also very important. To get
the best out of StoryMaker you need to learn to make full use of its features that assist in
motivating your child.

This is how we have worked with our own son in developing his reading and writing with Story-
Maker:

1) We develop StoryMaker books customized around his interests

When he was younger we made short books with very few words on a page, about something in
which he was interested. Many of the words were repeated on subsequent pages.

For example, Kevin was very interested in dogs. So a book about a dog might be like this:

Title: The dog

Page 1: The dog runs.

Page 2: The dog barks.

Page 3: “Come here”, dog.

Page 4: The dog comes.

Page 5: Good dog!

Appropriate pictures of a dog would be added to each page. A video of the dog would be used as
a reinforcement. We made many books about dogs for Kevin (and still do).

It is very important to initially keep each page of the book very simple. This cannot be stressed
too strongly. We found our son could note cope with more than 4 words on a page in the earlier
stages and some pages would only have 2 or 3 words. Around 80% of these were words he
already could recognise. If you introduce too many words too quickly children with special needs
become discouraged and lose their motivation to work with books.

Keep both the sentences and books at a length that maintains your child’s interest and gives a
high level of success. Many children with special needs have short concentration spans.

As our son developed so did his books. The subjects and language became more complex.
For example, our son loves our local museum, so we visited the museum taking a digital
camera and a video camera. This is the book we developed:

Title page: Let’s go to the
Page 1: Let’ s watch the pvthde ol
Page 2: Let's see the Majgs=.rlo
Page 3: Let’' s see awviflge Mafotg K
Page 4: Let’'s see the masSK Suemeoum
Page 5: Kevin loves the Overlander.
Page 6: Kevin loves the warrior.
Page 7: At the museum are fish Ring the bell, Kevin.
Page 8: and moa
. =
Page 9: and lions.
Page 10: Kevin sees the Egyptian mummies.
Page 11: Ring the bell, Kevin.
Page 12: Down the stairs, Kevin. 7 h_
Page 13: The museum is good fun! -

In StoryMaker a child can progress in reading beyond their level of speech because their
visual recognition can be far ahead of their spoken language. This will then have a positive
impact on their spoken language.

It is important to repeat words — and especially new words — on the different pages of the
book. When our son is struggling with a word we will put that word on many pages of a
book.



On occasions we allow our son to record the sound of new words — particularly for names. This is
highly motivating for him.

2)Wemake a 1 ot of use of the fHARecreate the Booko
StoryMaker provides a variety of ways to use the book once it has been created. With Kevin we
use “ @k on book word s But especially the “ Bcreate the b oaptlori. The advantage of using
“ Bcreate the bo o ks'that it steadily introduces your child to sentence structure. Children like
Kevin usually struggle with short term memory so initially we select the option* As k f ords t he

naming the nexAs whoer db encecende’s f ami |l i ar with a b

wor ds ” todopce hinotmthink of the whole sentence or page. As he gains more confidence we
also turn off the option that greys out a word after the correct one has been clicked on, and then
we add the words from the next page and/or the previous page to the words being displayed. This
forces him to choose the correct word from a larger range of words.
If he struggles with a particular page we click the mouse on the &3 | icon which results in the page
being read again — you can select an option to identify the next word to be clicked on with a i . We
have also added the ability to click the right mouse button on the & icon to have only the next
word read.
With this process Kevin slowly began to grasp the way sentences were ordered and the use of
wor ds | i ke “ a’Thishappdnediong béfaenhé Wwas abte ¢o.speak in sentences.
Your child may only be able to speak a couple of words together and yet be able to write 4 word
sentences because of the development of their reading.

Below is a screen showing the options that can be selected when working with a book. It pays to
experiment with these and find what is best for your child.

Action SoundLevels View Options Help |

We flnd that Usua”y the Fo;;Lister:hto ..‘I;',b"cil(ick on ....;‘IRfcri-at: bo;k" optlilons:
vance through book pages: automatically manually
|eSS the amou nt Of Sp0ken Interval between spoken words: [Jsmallest Hsmall Omedium Olarge
instructions the better. Word in page asked for: Xrandomly Oin sentence order
. ith: Emouse O overlay keyboard

However this may be S

. . On completion of page play: X"Well done" XThumbs up
different for your child. Reinforcement;  [ideo_cape farewol |

H H (Click to change or remove) —

“Experlment also Wlth the Reinforcement when book

Interval between spoken completed: |*Video_cape farewell_end |
WO rdS”. Play reinforcements after each page when using "Listen to the book": HYes ONo

For "Click on book words":
Page read aloud when: M starting page [ all words have been clicked on X picture clicked on

For "Recreate the book":

) . § Ask for the words: (I naming the word needed U asking for the "nextword" [ Don't ask for words
Not aval | able N earllel’ X Don't ask for words but on timeout read page to current word
H Page read aloud: [Xon start of page X when clicking on X on completion of page
versions of StoryMaker 9 pag gon &g P pag

(Right click for just the next word)
Display page picture (small) while recreating page: OvYes K No
When _@'__J clicked on, an 1shows next word needed: X0n O off
When right word clicked on, page to this point read: OvYes K No
When right word clicked on, dim the word: Kyes [CINo

In addition to words for page, also show: X Words for next page O Words for previous page ‘ OK l

3) We use books to teach concepts (in addition to words) by using video clips

It is extremely helpful to add your own video clip as a reinforcement at the end of each page
and at the end of a book.

Reinforcements have 3 uses:

a) To add incentive to read the book — they bring the book alive

b) To help explain the meaning of the text. This is particularly true of video reinforcements.
Without this your child may learn the shape and sound of a word without any idea of what the
word actually means.

c) To help the child develop sequences of actions (StoryMaker 3)- see later in this tutorial.

You can shoot your own videos with a digital video camera and import these into StoryMaker. If



you do not possess a video camera most modern digital still cameras also allow you to take
short video sequences, though not at the same quality as a digital video camera.

StoryMaker can handle most video formats including avi (not with Windows Vista), mpeg (1, 2 &
4), mov, wmv and Real video (avoid Real video if you want to specify different sections for each
page). You may need to install appropriate software for StoryMaker (e.g. for mpeg-2 you will
need to install a software DVD player such as PowerDVD® to provide the mpeg-2 codec for
StoryMaker to use).

StoryMaker 3 has added a powerful new dimension to the use of videos as reinforcements by
giving the option of selecting a different section of the video to play after each page.

Here is the procedure for using video as a reinforcement (these instructions assume you are using
StoryMaker 3 since many of these features are not available in StoryMaker 2):

a) After shooting the video, transfer it from your camera to your PC. This is usually done using a
USB or Firewire cable - see your camera manual for instructions.

b) Edit the video if required using either the software that came with your camera or other
software such as Microsoft Movie maker which comes free with Windows XP. This editing does
not need to be too precise as you will later select the start and end points of the video for each
page within StoryMaker. Save the video in an appropriate format.

For example, when we created the
video approximately 3 minutes long for the trip.

¢) Run StoryMaker 3, create the book if you have not already done so and then select the book
you want to use. Then click on the page reinforcement box.

“Let’s go t

Select the option you want:

|_Print the book _|
|Create a program |

_Set the options |

Book Title: Let's go to the museum

Page Reinforcement: (*Video_museum0s |

Book Reinforcement: [*Video_museum05_end

|
| e

| Return to previous menu |

NOTE: Pressing the "Esc" key exits most options at any stage.
Clicking the right mouse button when playing a movie or sound as a reinforcement, skips the rest of the
movie or sound.

Reinforcements (click to select):

None

Choose “ Bw Video™:

Cannons firing
Clown - silent
‘ New Video Clown to applause
. . - Duck walks - silent
Select the folder containing your video file [Now Piturs] Dt wlks -t e
(click here) and then select the video file S— Ll
‘ New Sound] *Video_birthdaygame.mpg
*Video_chloe.mpg
— *Video_Chloe_paper
Lok in: | £ Videos 33 E- ‘ Edit *Video_chloe05_end
= = *Video_chloe05a
Y () 30w @) swmming.mog —— *Video_chloe2004.mpg
L) & 24700 @) Truth_point_of_view.mog Delete *Video_hurricane.avi
My Bucert. | g bradram Qlvokcano_t.mog reinforcement *Video_incredibles3.mpg

@l car_ind.av

s (@) feel_dont_think.mpg
‘ } @) fish.mpg
Desitop (@) oreenas, wmv

@) voicano_2.2pg

@) volcano_3.mpg

@l why cant a woman be ike a man.mpg
(@) Zetra.rog

*Video_lightning.mpg
*Video_lightning2.wmv

@ Rurricane. avi
(@) Incredbles, mpg
(@) John Lennon.mpg

)] may 30K, wmw
B Docimariis Q,::ucr
S Mionaire.mpg
éa&a;e o
J 2 reatvide.rm
’.ﬁg SGOC*'e Princess.mov
My Computer i
‘) Fia name |
>

l

E

Note: An * in front signifies a reinforcement you have
added. For help with reinforcements (rewards) click
on "Help" on the menu bar.

*Video_museum05_end
*Video_pegging.mpg
*Video_st kilda beach heli.mpg
*Video_Swimming lesson
*Video_swimming.mpg
*Video_tornado.wmv




You will be asked to confirm that this is the right video, asked for a name for the reinforcement
and then what size you want the video to play at. The answer you should give depends on the
size of the original video and the power of your PC. If later the video does not play back smoothly
edit the reinforcement and reduce the size the video plays back at.

You will then be asked if want to specify start and end times for the video. This is where you can

set up different sections of the video to play for each page of the book. Sel ees” “ ¥o get t
fOHOWing screen: Book Title: Let's go to the museum
L [ Length of video = 175.40 secs ]
Thls IS What We had a-fter Current sections: Section no.  Start (secs) End (secs) Book Page
H H lick on Asegtonnumber to prpviey~edi 1 4 0.00 19.75 Titl
choosings ect i ons f o o aie et ' 5 gl o L
go to the museum” N Qo 3 30.50 45.84 2
. 4 42.11 49.56 3
We created a video that was ; S0 e :
. 1. X
nearly 3 minutes long, and then 7 6149 7174 5
H 8 135.83 154.65 7
chose a section for each page 5 ed e .
10 100.60 103.41 9
that illustrated what tha}t page 1 10050 e o
was about. These sections are 12 540 10046 1
. 1 154.84 175. 12
typically between 5 and 20 14 119.25 13471 13

seconds long. For example,
page 11 showed a section of
the video where Kevin rang the
ships bell that children are
allowed to ring in the museum.
Sections do not need to be s
sequential. For example for s Done |
page 8 (section 9) we choose a

section of the video before that for the previous page.

To create a new section either click on “New se
and choose “Duplicat e” verylusefulsas il means you haxetheeéndon i s o
position of the previous section displayed as you begin editing the next section.

Editing section 7

The teXt Of the page iS Click on the start or end times to enter new values or drag the start (green) and

d|Sp|ayed tO aSS|St in end (red) indicators to where you wish on the video timeline

selecting the right section Start of section: secs End of section: secs
of the video for the page. -

The best way to I

determine the start and [
end time for a section is

length of section = 10,25 secs

[ Length of video = 175.52 secs |

as follows:

a) If you duplicated the —_

previous section make a | s Fige b tene

note of the end time. This &g om i et seeton Kevin loves the warrlor. -

may well help you choose
your start time for this
new section later.

b) Select the end time for
the section first. This
allows you to use the
preview window in
determining where the ———— —
section shguld end. To do |etnrreviei] [oozE]
this, drag the red “end” marker well over to th
to find the end point. Whenever you release the green marker the preview window will show

where you are in the movie. When you have found the desired end point, drag the red

marker back to coincide with the green one.

-l

Hint: Edit the end time first, using the green start triangle to locate the end point
(the preview window will then show the end point)




c) Next select the start time by moving the green marker. If you duplicated the previous

section, type the previous end time that you made anoteofi nt o t he *“ Start of s
and then adjust the green marker from that position. You can type in values if you prefer that

to dragging the markers.

d) Finally preview the section to ensure it 1is

Repeat this process with each page of your book and then select the reinforcement you
have created to play for the pages of your book.

You don’t need to select sections for all the p
than sections, the last section will play for later pages. If you define only one section, this will
play for all the pages of the book.

Note: Videos tend to play a little differently on each PC so if you export the book and import
it onto another computer you may have to edit the beginning and end of each section of the
video by a small amount to ensure the sections play in the same way as on the original PC.

4) We use books to teach sequences of actions

The new changes in StoryMaker 3 have made StoryMaker now an ideal way of teaching the steps
needed to complete a task.

If you are running StoryMaker 3 the following Tutorial book can be installed when you install
StoryMaker. The bookiscalled“ I wa s h nagd we ailhudesit'here as an example of this
new feature in StoryMaker.

This book pages contain the following words:

Title page: | wash my hands
Page 1: Put in the plug!
Page 2: Turn on the water.
Page 3: Turn off the water!
Page 4: | wet my hands.
Page 5: | put on soap.
Page 6: | wet my hands again.
Page 7: Pull out the plug!
Page 8: Goodbye, water!
Page 9: | dry my hands.
Page 10: Look, clean hands!

As you can see the book is the sequence of steps needed to wash your hands. The video
displays the appropriate action sequence for each page. The child can then either just watch the
book (we included atnhe plhook” fiofto&ltwremfoMeniersdo
play when just listening to the book if desired) or else they can work with the book as described
earlier. If you installed the Tutorial book with StoryMaker 3, try editing the reinforcement and look
at how we selected the sections of the video.

NOTE: If you find the videos in the tutorial book do not play smoothly, this will be because your
computer lacks the power to play them at the default size. Edit the video reinforcement and
select a smaller size for the video to display — you do not need to edit the sections of the tutorial
video. If you have a higher powered computer and graphics card you can edit the reinforcement
and select full screen for displaying the videos.

This process can be used to teach many actions — such as crossing the road, making a bed,
brushing teeth, making breakfast ... We intend to make available a CD of books for these sorts of
actions at a later date and to allow others to distribute books of actions that they have created.



5) We began to get him to write his own sentences

The advantage of using “ Bcreate the bo o kvhen working with books is that this steadily
introduces your child to sentence structure. This is what happened with Kevin.

For this we used “Sentence s rather than “Bo o k so that we only had to deal with one page.

Two tools can assist this — S ST Ve O T -

using “sets” of words or using b d
a customised dictionary. We d

letter of the word they want -

though you can choose to BT blrthday <= DUL

display all the words in the " _
dictionary and use the arrows mg bll"l'hdag C“Ck here fo SeleCt the |ettel’

at the top of the screen to of the chil d’
scroll through the dictionary. wish to display
You can also choose to

Léze\:/itnh.e latter option with | . bag bookcase ‘Options
This dictionary can include M banana books abcl
your own added words as i ctionary:
well as words from the main be id boy  Switch
database and you can select | Edit
any picture to use as a —_ beaCh branCh Print
thumbnail if you choose. The . . §
child needs click the abc blg M brldge n
button and select the starting B bike bubbl &

‘ — Next Step

== oat Ll

display a picture (small) that
illustrates what the page will be about as it is created. This will be offered as one of the options for
the page picture when you have completed the page.

Initialywepl aced few words in Kevin’s dictionary
more words to be part of his stories.

Note: The quickest way to add words to the child dictionary is to select the main dictionary
(which has all the words in the database including any you have added) and click the right
mouse button on any word you wish to add to the child dictionary and select the appropriate
option. If you wish to add or change a thumbnail for a word in the child dictionary you will need
to select “Edit dictionary” and right <click
thumbnail.

The options menu gives an option for words to be added to the sentence either just by clicking
or by dragging and dropping them into the sentence. The latter is particularly useful as your
child probably will want to start by choosing a word that appeals to them, so the words they
choose will not be in order. So they will need to drop later words into the right place. In
addition, clicking on the symbol allows words already in the sentence to be rearranged by
dragging them and dropping them.

Once again the most important thing is to capture your child’s interest. This is how our son
developed into writing his own sentences. He would select words where the thumbnails appealed
to him or for his favourite words. At one stage he wanted to write a lot about volcanoes and lava!
We allow him to choose the pictures he wants, then at the end he recreates the story using that
option and then gets to print the book out — always a moment of great pleasure for him.

The advantage of using StoryMaker and it's dictionary capabilities for early writing is that your
child does not need to know how to spell - they just need to have some word recognition.

As soon as a word is selected from a dictionary it will appear with the appropriate spacing in the
story. StoryMaker provides many options for entering text. Experiment with these for your child.

(0]
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As your child becomes more advanced in writing you may wish to dispense with the thumbnails
and use a different font for the dictionary to allow more words to be displayed at a time. In time
the full dictionary can be used and as writing and spelling competency develops the keyboard
can be used to spell out words.

6) We use an overlay board

In the early years we used StoryMaker just with a mouse but a few years ago we purchased an
IntelliTools IntelliKeys® overlay board for Kevin and modified StoryMaker at that time to make
use of the board. With an overlay board you place a sheet of words or pictures on the board and
program the board to send the appropriate text to the computer when the child touches the word
or picture on the board. This process is easily done using the Overlay Maker® software that can
be purchased from IntelliTools.

With Kevin we create overlays with the words for several pages of his book on each overlay. He
then presses these to recreate the book. We use an IntelliKeys keyboard extensively with Kevin
as it helps him interact with the words more immediately since he has to actually touch them and
they are right in front of him. Having more words than would otherwise display on the screen for
just one page also stops him just clicking through the words till he gets the right one — which he
IS prone to do if we use only the mouse!

Note: From StoryMaker 3.04 this last feature can also be achieved without an overlay board,
since an option has been added allowing the addition of words from the next and/or previous
page t o appear on the screen. I n conjunction
after they have been clicked on, this will stop your child from just randomly clicking words till they
get the right one.

The overlay board can also be used to create sentences.

Visit the IntelliTools website http://www.intellitools.com for more information about this board.

General notes:

1) Using digital photos:

Modern digital cameras provide big advantages with developing reading programme. But some
tips here:

a) Edit your photos. The software that came with your camera will probably be sufficient but if
not free editing programs are available on the web, such as IrfanView®. Crop the pictures to
focus attention onto what will most interest your child. Children with special needs often do not
see pictures as sharply as other children, even when they have no obvious eye issues, so
remove unhelpful clutter from your photos and get good lighting wherever possible.

b) Modern cameras take very large pictures. Using these without reducing the size can cause
problems in StoryMaker — it can make pages slow to load and especially is likely to cause
problems with printing books. Make a habit of resizing photos used in StoryMaker (unless you
have the latest version — see note below) and Flashcards (after cropping) to no larger than
1024x768. The actual dimensions will depend on the proportions of the photo but try to keep the
width no greater than 1024 and the height no greater than 768. If you have a fast PC you can go
a little larger than this but really large photos will be a problem no matter how fast your PC.
Note: The most recent versions of StoryMaker 3 offer to resize your pictures for you when you
select them - it is wise to accept the offer!

2) Using videos:

Although making use of your own videos is very helpful you can also make use of video from the
internet. We have done this with topics such as volcanoes and hurricanes for Kevin. These are
often available in a wmv format which allows you to define sections for each page in StoryMaker.

3) Which version of StoryMaker?
StoryMaker 3 is functionally similar to version 2 but has numerous improvements. Some of the
major improvements include:
x  Allowing for the selection of sections for video reinforcements and hence for the ability to use
StoryMaker to teach sequences of actions




x  Allowing a much wider range of video formats to be used

x  Running in 1024x768 screen resolution (StoryMaker 2 is 800x600). If you are using a laptop
computer or an LCD or TFT monitor the higher resolution enables StoryMaker to run at a
larger screen size without the text and images losing their quality.

x  The use of 32 bit image quality rather than 16 bit allowing for much bitter display of digital
camera photos. These still need to be edited to reduce their size and described above but
see the next feature:

x  Provides the option of StoryMaker automatically resizing pictures that are too large. This
al so applies to creating thumbnai | ssdittionarym

x  The use of MP3 sound files for reinforcements

x  The ability to export and import reinforcements along with books for use on other PCs with
StoryMaker 3.

x  Allows the option of dragging and dropping of words from dictionaries into the sentence
being created (as opposed to just clicking on the words).

x  Allows for a picture to be chosen at the start of creating a page

x  Allows the option of rearranging words in a sentence being created by dragging and
dropping the words.

x  Allows more options with recreating a page — including a choice to not dim the word after
the right word is clicked on, displaying the page picture (reduced size) while the page is
being recreated, displaying an arrow to indicate the next word when the &5 icon is
clicked, allowing words from the next and/or previous page to also be displayed along
with the words for a page. This allows you to emulate some of the features of an overlay
board with the screen and mouse.

We anticipate adding more features from time to time, as happened with version 2. You can
upgrade from StoryMaker 2 for a small cost.

See our website http://geddesproductions.com for details regarding upgrading. We aim at
keeping our upgrade prices as low as we can.



http://geddesproductions.com/

