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ELECTRONIC INTERFERENCE INFORMATION

This device complies with Part 15 of the FCC Rules. Operation is subject to two conditions: (1)
this device may not cause harmful interference, and (2) this device must accept any interference
received, including interference that may cause undesired operation.

Warning! Changes or modifications to this product which are not authorized by Prentke
Romich Company could exceed FCC limits and negate your authority to use this product.

This equipment has been tested and found to comply with the limits for a Class B digital device,
pursuant to Part 15 of the FCC Rules. These limits are designed to provide reasonable
protection against harmful interference in a residential installation. This equipment generates,
uses and can radiate radio frequency energy and, if not installed and used in accordance with
the instructions, may cause harmful interference to radio comunications. However, there is no
guarantee that interference will not occur in a particular installation. You can determine
whether this product is causing interference in your radio or television by turning this product
off. If the interference stops, it was probably caused by this product or one of its accessories.
You can attempt to correct the interference by using one or more of the following measures:

+ Turn the television or radio antenna until the interference stops.

+ Move this product to one side or the other of the television or radio.

+ Move this product farther away form the television or radio.

+ Plug this product into an outlet that is on a different circuit from the television or radio; that
is, this product should be controlled by different circuit breakers/fuses from the television or
radio.

+ If necessary, contact a Prentke Romich Company service technician for assistance.

This Class B digital apparatus meets all requirements of the Canadian Interference-
Causing Equipment Regulations.Cet appareil numérique de la classe B respect toutes les
exigences du Reglement sur le matériel brouiller du Canada.

CE ENVIRONMENTAL INFORMATION: Use: 0°- 45° C; Storage: (-20°) - 50° C; 95% maximum
relative humidity @ ambient temperatures less than 40° C.

l& Attention! Consult accompanying documents.

Not intended to be an emergency call device or a sole communication device. When operated in
a medical environment, do not use with any product that is not medically approved.

Prentke Romich Company « 1022 Heyl Rd. » Wooster, Ohio 44691 +(800)-262-1984 .#10590L4.04
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Before You Continue:

Turn the DeltaTalker ON

To conserve the DeltaTalker's batteries,
the entire unit was turned OFF at the factory
before shipping.

To use it, you must turn the DeltaTalker ON.

To Turn the DeltaTalker ON:

. Lift the small lid on the top right corner of the
DeltaTalker to open the Control Panel.

. Press once on the button labeled ON/OFE. You will
hear a rising two-toned beep.

3. The DeltaTalker is now ON.

. Close the lid.

DeltaTalker Manual
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CAUTION

STOP AND READ

444444444

We recommend
that you turn the DeltaTalker OFF
before you plug anything into
or unplug anything from the back panel—
this includes switches, headpointers, and
especially the battery charger.

Do not insert or remove a memory card
until after you have turned the DeltaTalker
OFF.

Following this recommendation helps to prevent static discharge
and to preserve the DeltaTalker's memory by safeguarding its
electronic circuits.

DeltaTalker Manual
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Welcome to the DeltaTalker

Summary:

The DeltaTalker is a communication aid that uses the Minspeak
language system for storage and retrieval of messages. It is
designed to be used by anyone who has difficulty speaking and
could benefit from an AAC system.

The DeltaTalker is an augmentative/alternative communication
(AAC) device which uses the Minspeaimmunication system for

the storage and retrieval of messages. It was developed to be used
by anyone who has difficulty speaking and who wants to use an
AAC system for easy interactive communication.

Among the DeltaTalker's powerful and user-friendly features are
Icon Prediction, Auditory Prompts, Computer Emulation and the
ability to store messages in both digitized (recorded) and
synthesized (text-to-speech) speech. The DeltaTalker was shipped
to you with the Unity 128 vocabulary loaded and the matching
Unity overlay already in place.

The Minspeakanguage system allows people with limited
language abilities to develop language skills at their own pace.
People with well-developed language skills will find that the
Minspeak language system allows them to communicate more
rapidly and completely than with other systems. The DeltaTalker
is designed to aid in and keep pace with the growing
communicating ability of the person using it.

This manual should be used to set up your DeltaTalker. You will
find explanations for all the functions that the DeltaTalker can
perform and instructions about how to use these functions. The
Table of Contents and the Index can help you find the information
you want in the manual. Once you have your DeltaTalker set up
and ready to go, keep this manual handy to use as a reference.

GETTING ACQUAINTED
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What's on the Front of DeltaTalker?

Control Panel—this area is under the small door in the upper right
corner. Here you turn the DeltaTalker on/off, turn the Toolbox
on/off, change volume, etc. The area on the left is the Status Panel.
Lights in the Status Panel indicate when you are using the

functions listed there. You can store, record, erase and edit
messages from the Control Panel.

Display Screen—this shows up to 40 characters in two lines of
text. You can choose to see two lines of text or one line of text and
one line of icon names (when icons are selected).

Microphone—the recording microphone is under the small round
grill near the center of the Control Panel.

Keyboard and LEDs (Light Emitting Diodes)—the DeltaTalker
comes with a 128 location keyboard. Activate the keys by pressing
on them, by using a single or dual switch or by using a headpointer.
When a key is activated its LED lights and you hear a beep.

Keyguard—the keyguard fits over the keyboard and outlines the
keys on the keyboard. It is made of durable plastic. Remove the
keyguard by lifting up on the bottom edge and pulling it toward
you.

Overlay Protector—this is the thin piece of vinyl that fits on top

of the overlay. It helps to protect from spills, crumbs, drooling, etc.
Place the keyguard on top of the overlay proteethvaysuse the
overlay protector underneath your keyguard and on top of the
overlay.

Unity overlay—this overlay is underneath the overlay protector,

on top of the keyboardhis is the overlay you will use most of the
time. You also have some blank overlays that you can use to create
any kind of overlay you may need.

Toolbox—Remove the keyguard, overlay protector and overlay to
see the Toolbox. The Toolbox contains 'tools' that you can use to
increase the DeltaTalker's usefulness. The names of the Toolbox
tools are printed on the keys. You also received 2 paper Toolbox
overlays for easy reference. These have larger printing on them.

GETTING ACQUAINTED
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What's on the Back of DeltaTalker?

Battery Charging Jack and LED—plug the battery charger that
came with the DeltaTalker in here. When it is plugged in, the LED
(Light Emitting Diode) lights. (See pages 21-23 for an explanation
of the battery lights and batteries.) When the batteries get low the
DeltaTalker beeps a specific beep so you will know to plug in the
charger.

Dual (or stereo) Jack—plug a dual switch or a headpointer in
here. If you are using two single switches, plug one single switch
in here and the other one in thieNO jack.

External Microphone Jack—plug an external microphone in
here.

Speaker Grill—the speaker is behind this grill. Keep this area
open so that your voice can be easily heard.

Multi-Switch (DB-9)— plug a Joystick into this connector.

Mono Jack—plug a single switch in here or, if you are using two
single switches, plug one switch in here and the other switch into
the DUAL jack.

External Speaker Jack—plug an external speaker in here.
External Earphone Jack—plug an external earphone in here.

Infrared Window— This window is used with the Infrared
Option. If you purchased this option with your DeltaTalker, see
the CONNECTING TO AND USING OTHER DEVICES chapter in this
manual for a complete description of the IR window. For
information about ordering this option contact the PRC Sales
Department at 1-800-262-1933.

RS-232—plug in any RS-232 (serial) cable here. The cable used
for memory transfer and computer emulation plugs in here.

GETTING ACQUAINTED
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Back of the DeltaTalker

Remove the doors on the back of the DeltaTalker
to see inside the case

| L

Door

Door

Inside the DeltaTalker

Underneath the doors

_a—Battery Packs\%

| _
—=| | ==

Reset Button

_I Memory Card Slot

What's Inside the DeltaTalker?
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What's Inside the DeltaTalker?

There are two doors on the back of the DeltaTalker. Squeeze the
two small hinges on each door and lift the door off.

Under Both Doors:

Battery Pack—inside each door compartment you can see the
plastic-wrapped battery packs. Each pack can be lifted out of the
case Sso you can get to the area beneatbatnot unplug the

battery pack. If you unplug the battery pack, it must be re-
calibrated. This process takes 24 hours.

Under the Right-Hand Door Only:

Reset Button—below the battery pack in thght hand

compartment there is a small button. This is the reset button.
Should you lock up the DeltaTalker so that you cannot press any of
the keys, push this button once. The DeltaTalker should reset
automatically and you can start over.

Memory Card Slot—If you order a memory card, you will place it
in the memory card slot which is partially hidden underneath the
battery pack in theght handcompartment. You remove the
battery pack to insert or remove the memory card. See page 279
for more about memory cards and how to insert and remove them.

Replace the doors by fitting them in place and pressing down until
the hinges click shut.

GETTING ACQUAINTED
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= batteries are low.

BAT
beep beep beep beep

EMPTY FULL
BATT REMAINING CAPACITY E CIEEDEOOEOEE00E0a F
STATUS
TRKL-CHARGE

If the charger is plugged in you will see either
FAST-CHARGE or TRKL CHARGE on the display.

REMAINING CAPACITY E ABBAEOOOOOO000000 F
MEM. PROTECT

If you see this, plug in the charger
Memory Protect = no storing or erasing

THE BATTERY CHARGING LED INDICATES:

QUICK FLASHING fast-charging
SLOW FLASHING trickle-charging

"Trickle Charge" means that the batteries are full
but the charger may remain plugged in.

If the batteries go dead,
the DeltaTalker will not lose its memory

B*T| = Calibrate batteries

BATT REMAINING CAPACITY E 2?2?7727 7?7?--——--- F

STATUS TRKL-CHARGE RECALIBRATE

The calibration cycle must start with a full battery charge .
(Full battery = trickle charge)

Charging the Batteries

GETTING ACQUAINTED
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Charge the Batteries Regularly

Summary:
Charge the DeltaTalker's batteries each night if the device is used
every day.

The DeltaTalker will run for about 10 hours of normal use before
you need to recharge it. You will hear a warning beep when the
batteries are low. You will s&aT in the lower right corner of the
display. You will not be able to store or erase until you plug in the
battery chargerThe DeltaTalker will not lose its memory, even

if the batteries go dead

When the battery charger is plugged in, the battery charging LED
flashes to indicate one of two battery states: when the LED is
flashing rapidly, the batteries are fast-charging; when the LED is
flashing slowly, the batteries are trickle-charging. This means the
batteries are full but they can continue to be charged. If the
batteries go completely dead, charge them until the trickle-charge
light flashes. This way you know you have a full charge. (You can
use the DeltaTalker after about 15 minutes of charging.)

To find out how much capacity the batteries have left activate the
BATT. STATUS tool in the Toolbox. You will see a battery gauge
that goes fronEMPTY to FULL (like a gas gauge). If a charger is
plugged in, you will see eith€AST-CHARGEOr TRKL CHARGE. If

the batteries are low and a chargarasplugged in you will see

MEM. PROTECT This means you cannot store or erase. When you
see this warning, plug in a charger.

You may hear a strange beep ande&eon the display instead of
BAT. If you activateBATT. STATUS,the battery gauge is full of
guestion marks and dashes. This means the DeltaTalker can no
longer accurately gauge the battery capaci-CALIBRATE

appears in the lower right corner of the display. When this
happens, you must put your batteries throufiiil @hargeandfull
dischargecycle. This can take awhile, but you should plan to
calibrate the batteries soon after you get the B*T warning. The
next page explains how to calibrate the batteries.

GETTING ACQUAINTED
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{1}3 ALWAYS BEGIN A CALIBRATION CYCLE

WITH FULL BATTERIES!

beep beep beep beep beep

B*T

When you see B*T on the display, batteries must
be calibrated.

i - | BATT .
Activate: AT You see:

RECALIBRATE

1. Plug in the charger and begin a FULL
CHARGE (charge until LED flashes slowly for
trickle charging).

2. Unplug charger and use DeltaTalker.

3A. Use DeltaTalker until batteries go dead.

Plug charger back in. Batteries are now
calibrated. Charge batteries to a full
trickle charge. You can use DeltaTalker
while charging.

3B. Use DeltaTalker until you go to bed.
Then plug charger in. You will see:

CALIBRATING MAY ADD 4 HOURS TO CHARGING.
PRESS STORE TO CALIBRATE; OFF TO SKIP

Activate STORE in the Control Panel.

Go to sleep. When you wake up the batteries
will be calibrated. Check BATT. STATUS to

see if you have enough charge to use the
DeltaTalker. If not, keep charger plugged in.

o s

Calibrate the Batteries

GETTING ACQUAINTED
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Calibrate the Batteries

When you see B*T on the display, plan to calibrate your batteries.
The calibration cycle takes quite awhile. You can continue to use
the DeltaTalker through most of it, but you might want to plan to
have part of it happen while you are sleeping.

To begin the calibration cycle, yoaust have dull battery charge

If you normally charge your batteries at night, check in the morning
to see if you have a trickle charge. If not, keep the charger plugged
in until the battery charging LED flashsl®wly, indicating that it

is trickle charging. This tells you havduwl charge You can

continue to use the DeltaTalker while it is charging. It will just

take longer to get a full charge. When you see the slow-flashing
LED, unplug the battery charger and use the DeltaTalker just as
you always do.

Two things can happen now. One is that you use the DeltaTalker
until the batteries go dead. This is OK. Just plug the charger back
in and charge the batteries again to a full trickle-charge. After
about fifteen minutes of re-charging, you can even use the
DeltaTalker again. The batteries will be calibrated ssmr

STATUS readings will be accurate.

The other possibility is that the DeltaTalker battewes 't be dead

by the time you want to go to bed. That's OK. Just plug the
charger back in. The DeltaTalker will beep and you will see
"Calibrating may add 4 hours to charging. PsSs3REt0 calibrate

or OFFto skip." When you presstORE all the LEDs will light

and the display will read, "Battery Calibration. Discharging to find
end of battery." The DeltaTalker will finish discharging the
batteries and then it will re-charge them while you sleep. In the
morning, your batteries will be calibrated but checkaher

STATUS menu to see how much charge you have. If the batteries
are not fully charged, you might want to leave the charger plugged
in until trickle charging begins. You can use the DeltaTalker while
it is charging.
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If, at some point, you see the message, "Batteries are not fully
charged. Cannot calibrate without a full charge" you must
continue charging the batteries until they are trickle charging
before calibration can take place.

With regular DeltaTalker use, you will probably be warned to
calibrate the batteries around every 64 days.
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Turning the DeltaTalker Off and Saving
Your Work

Summary:

Use Auto Power Down, POWER OFF or the ON/OFF button in the
Control Panel to turn the DeltaTalker Off. If you turn the device
Off with the ON/OFF button you must turn it back On with this
button.

The DeltaTalker Turns Off 3 Different Ways:

1. Auto Power Down = On: the DeltaTalker powers down
automatically after 7 minutes if no activations are made. (See
the next page for more information on Auto Power Down.)

2. POWER OFHkey O8) in the Toolbox: the device powers down
(see page 39 for information about the Toolbox). You can
copy this key to your Unity overlay (see pages 143-145).

3. Press theN/OFFbutton in the Control Panel: you hear a
descending two-toned beep when the DeltaTalker goes Off and
a rising two-toned beep when it comes @fnyou turn the
DeltaTalker Off with th@N/OFF button, you must turn it back
On with theON/OFF button.

In all of these examples, when the DeltaTalker turns off it will save
any storing and/or programming that you have done up to the turn-
off point. If you are doing a lot of storing or programmimgke

sure the DeltaTalker turns Off periodically so that your work is
saved!

In examples 1 and 2 above, the DeltaTalker powers down or ‘goes
to sleep’. Activate any key or switch to ‘'wake up' the DeltaTalker.
In example 3 above, using tbel/OFF button in theControl Panel
turns the DeltaTalkezompletelyOff. This means you cannot use a
key or switch to wake it up. If you are not going to use the
DeltaTalker for an extended period of time, turn it Off using the
ON/OFFbutton. This will save the batteriel.you turn the
DeltaTalker Off with th@N/OFF button you must turn it back On
with theON/OFF button.
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Auto Power Down default is >ON<
in the FEEDBACK menu

ql am so happy | EI A

.l LJ 1.'. .l

If no selections are made in
seven (7) minutes

E

DeltaTalker powers down
(goes to sleep)

Activate any key or a switch*
to wake the DeltaTalker back up

= 5 U @

D—] *A headpointer will not wake up
the DeltaTalker. You must
activate a key or have a switch
plugged in.

Auto Power Down
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Auto Power Down

Summary:

Auto Power Down >ON«< is the default setting. If seven minutes
pass and you make no activations on the keyboard, the
DeltaTalker automatically powers down (or 'goes to sleep').
Activate a key or switch to wake it back up. Turn this tool On or
Off in the FEEDBACK menu in the Toolbox.

The DeltaTalker is pre-set to turn off automatically after seven (7)
minutes if you don't make any key activations. This is called
powering down. There is a tool in tAEEDBACK menu in the
Toolbox labeled Auto Power Down, which is pre-sebto (See
pages 39-41 for information about the Toolbox and menus.)
Powering down helps to save the DeltaTalker's batteries. When it
is powered down, the DeltaTalker goes into a "sleep” state. All
you have to do to wake it back up is to activate a key or a switch.

When the DeltaTalker powers down it automatically saves any
storing and/or programming you have done.

If you change Auto Power Down to Off, then the DeltaTalker will
never turn Off unless you physically turn it off using OFF
button in the Control Panel or thReWER OFFkey in the Toolbox.

If you forget that you turned Auto Power Down to Off and the
device never goes Off, the batteries will eventually go dead. We
recommend that you leave Auto Power Down set to On.

Use theoN/OFFbutton in the Control Panel to turn the device Off
if you are not going to use it for a long time. (See page 27 for
information about theN/OFFbutton.)

ONote:

If you are using a headpointer and the DeltaTalker 10ffs
you must activate your switch to turn it back on.
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Icon Examples

5 W
| want
M
to halve
1 2
fun!

Minspeak Icon Sequences
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About Minspeak

The Vanguard uses a patented vocabulary-coding method called
Minspeak to help you communicate.

Minspeak is a means of coding vocabulary to a small set of icons
that are rich in meaning. Minspeak's use of icons taps into a
person's natural tendency to associate multiple meanings to
pictures. By coding a large vocabulary of words, phrases and
whole messages using this small set of icons, Minspeak offers
many advantages:

¢
¢

it is logical in how it represents a person's language;

it Is easy to learn because it fits into a person's natural ability to
associate many meanings to one picture;

it promotes language development by providing a rich
vocabulary of words that you can combine into sentences;
because the small set of icons remains the same on a single
overlay, you can, with practice, learn to recall your vocabulary
automatically;

it promotes further language development by offering many
opportunities for language-learning experiences.

These advantages lead to the ultimate benefit of using Minspeak:
it allows for and promotes independent, effective communication.
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Icon Associations

Vocabulary word = WHERE?

2
WORD
QUESTION WORD WANTED= who is

the man in the
WANTED icon?.

Associations for this icon might be:

L

WEATHER
UMBRELLA UNDER

SHELTER RAIN

WHETHER

Icon Associations
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An Example of Icon Associations

Minspeak usegon combinationsto represent a vocabulary. For
example, suppose you want to store the word, "Where." Minspeak
allows you to choose several icons to represent the word. If you
choose a two-icon sequence, you will find that you can speak the
word with only two key activations. This results in a 60% savings
in key activations over spelling out the word.

Minspeak also makes it easy for the user to remember which
locations he/she must activate to speak a message. Here is where
the power of the icons becomes apparent. When storing a message
you pick icons that will remind you of its contents. With the word

"who", you might choose the sequer\’(@,m plus . In this
()

case the icons were chosen becai@®) represents a question

andl== represents a person who you may or may not know.

You will notice that in the future when you want to speak the word
"who" you can simply activate the icons that you chose while
storing the message. Not only will this require fewer activations,
but with practice it will become automatic to recall. If the
association of "where" with the map of an island is not understood
to start with, there is a good teaching activity built into this kind of
Minspeak sequence to help a person understand and to create a
rewarding language experience.

It is important to realize that the Minspeak icons are rich in
meaning. The meanings associated with the icons can be the
meanings you learn from your vocabulary program and they can
also have very individual meanings. For instance, the icon,

. might be used in different sequences to mean ‘'umbrella’,
‘weather', 'under’, 'rain’, '‘whether', or any number of other things

that the icon makes you think of.
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Qs When selecting icons
£2 for your own messages,
= think about:

The "rules" your vocabulary program uses;
Possible associations for each icon;
Potential categories;

Combining icons for a wide range of messages.

Ilcons should be:

easy to LEARN
easy to REMEMBER
~easyto TEACH

= Food

@ @ Qj = Eat
@ Jfﬁ = Hungry

Choosing Your Own Icons
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About Selecting Your Own Minspeak
Icons to Represent a Message

Summary:

When choosing your own icons consider the following: the
"rules" for your vocabulary program; all the associations an icon
may have; the category your message may belong in; how easy
the association between icon and word will be to learn, to
remember and to teach; what icons might be combined to
represent a wide range of messages.

The Unity for AlphaTalker overlay is already on your device. This
is the Unity 2-hit overlay. Each sequence can be retrieved with
two activations. We suggest you use this overlay for practice. The
First Stepswvorkbook you received will refer to this sample

overlay. Itis very important, however, that you learn how to
choose your own icons.

A big consideration in choosing icon sequences is that they are
logical, easy to learn and easy to remember.

If you are using a vocabulary program you will want your own
sequences to work the same way as the sequences work in your
program. To achieve this you will need to understand the "rules"
of your vocabulary program. Spend a little time thinking about
multiple associations for icons. This will help you to understand
how various icons can be combined to represent a word. Also
spend some time thinking about what kind of a 'category’ your
message might fit into. Organizing a vocabulary into categories is
something human beings do naturally so having a vocabulary
program that is stored in the same way can help you learn and
remember your sequences more easily. You may also want to
consider how "teachable" an icon or an icon sequence is.

If you are not using a vocabulary program, you will want to

achieve the same goals, i.e., logical sequences that are easy to learn
and remember. To achieve this you will want to devise a good
system for storing vocabulary. Picking icons is part of this system.
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Key Location Codes
COLUMN S

ABCDEFGHI J KLMNORP
R 1
2
O 3
4 ||
W s
6
S 7
8
Location G- 4
Column G Row 4
ABCcDEEFGHIJ K ILMNQOEP
1
2
3
4
5
6
7
8

Location O-2

mwmmbwml—\

Location B-6

Using Key Coordinates
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About Creating Your Own Overlay;
About Using Key Coordinates to Locate
Keys

There may come a time when you want to create a special
overlay—perhaps a 'scanning only'. When you create a special
overlay, spend some time thinking about the user's daily
communication needs and choose icons the user can associate with
these needs. For example, if talking about family is important to
the user, you might want to use #vmiLY () icon from your
sticker sheet. If music is important to the user, perhaps the
MUSICAL NOTE (2 ) sticker or a picture of a radio or CD would

help recall music oriented messages. When selecting iomosye

the user The more input the user has, the more meaning the icons
will have and the better he/she will be to recall messages.

You may want Toolbox tools on your overlay. There are a number
of ways to move keys from the toolbox to your Unity overlay. We
say a tool is "moved", but it is really ordgpied All original
Toolbox tools always stay in the toolbox; only theopyis

moved to the Unity overlay.

You can develop a special overlay from any of the overlays that are
included with the DeltaTalker. If you ordered an 8 or 32 location
kit your overlays will have 8 or 32 squares instead of 128.

Finding Keys On an Overlay

There are 16 columns of keys going across the overlay and 8 rows
going down the overlay. The columns are labeled from A (far left
column) to P (far right column). The rows are numbered from 1
(the top row) to 8 (the bottom row of keys). Using these guides as
key coordinates you can find any key on the overlay. For example,
key Al is the top key in the far left column. Key P8 is the last key
in the far right column. Key H4 is in the middle of the keyboard.
Key coordinates are used throughout this manual to help you locate
any keys that are mentioned.
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The Control Panel
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About the Control Panel

Summary:

You use the right side of the Control Panel to store, record,
erase and edit messages. The left side is a status panel where
you can check, among other things, to see whether you are in

Minspeak™ or spelling or what overlay you are using.

Lift the small door in the upper right corner of the DeltaTalker.

You se the Control Panel. The left side serves as a "status panel".
There are small lights, called 'Light Emitting Diodes', or LEDs,
next to several different functions. When an LED is lit, you are
using that function. If the LED is unlit, the function is not in use.
For example, if the LED famINSPK is lit, you are in Minspeak

mode. If the light is out, you are in Spelling mode. If the light

next to 32 location is lit you are using a 32 location overlay. If the
32 location light is out and the 8 location light is also out, you are
using the 128 location overlay.

You can turn the Toolbox On and Off from the Control Panel.
Press the button labeledoLsto turn the Toolbox On. The small
LED next toTooLslights. Press the button again to turn it off. The
LED goes out. (The Toolbox itself also containsoaLskey.)

You can turn the speaker volume up or down by pressing on the
right (up) or left (down) side of th&PK VoL button. (The Toolbox

also contains speaker and earphone volume keys.) You can change
the view angle (contrast) on the display also by pressing on the

VIEW ANGLE button. Press on the left side of the button to darken
the display and the right side to lighten it.

When the digitized (recorded) or synthesized memory is full, its
LED light.

The buttons on the right side of the Control Panel allow you to
store, record, edit and erase messages.E3bePEbutton allows
you to exit any storage activity if you have made an error or
changed your mind. (The Toolbox also cont@&SAPE, STORE,
ERASEandEDIT keys.)
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MENUS

RS MENU HELPERTOOLS
0 SAVE SETTINGSMENUS
STORINGTOOLS

ONote

All tools and menus are always available
in the Toolbox.

When you "move" a tool from the Toolbox to your
Custom Overlay the DeltaTalker only copies the
tool and moves the copy to the Custom Overlay.
The original tool remains in the Toolbox.

(See STORING MESSAGES and PERSONALIZE YOUR OVERLAY)

The Toolbox
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About the Toolbox

Summary:

Remove the keyguard and overlay to see the Toolbox. To turn
the Toolbox On, press the TOOLS key in the Control Panel until
the TOOLS LED lights.

Remove the keyguard and overlay. What you see is the Toolbox.
The Toolbox has the tools (keys) that you can use to make the
DeltaTalker more useful to you. Some tools allow you to do
something specific —like erase the display or turn the speech on or
off. Other tools are multi-purpose—like the menu tools that give
you a number of options to choose from.

To use any of the keys in the Toolbgeou must turn the Toolbox
On. Press the&ooLsbutton in the Control Panel. TheoLSLED
lights. (If you move theoOLBOX ON/OFFkey to your overlay you
can activate it to turn the Toolbox On.)

The Toolbox has the names of all of the tools printed on it. You
received 2 paper Toolbox overlays in your DeltaTalker package.
With a paper Toolbox overlay near you to look at, you can turn the
Toolbox on in the Control Panel and activate the correct Toolbox
keys without having to remove your keyguard and overlay.

Look at one of the paper Toolbox overlays. The green keys are
used in storing and retrieving messages. The yellow keys contain
menus. There are three keys above the menu keys that are outlined
in yellow. These three keys are used whenever you are selecting
options in a menu.

Five of the menu keys have a small diamond in the lower right
corner of the key. These five keys are used witlstwe
SETTINGStool which also has a small diamond on it. When you
save any DeltaTalker settings you are saving settings you made in
the menus with the diamond on them. (See pages 93 and 151 for
more information about settings.)
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Use CHANGE >ITEM< for any item enclosed in
> < angle brackets.
Use NEXT MENU ITEM for any item not enclosed
in angle brackets.

Example # 1
Activate SELECT TECH Menu
Activate NEXT MENU ITEM

Selection Technique = >KEYBOARD<
Use NEXT MENU ITEM, CHANGE ITEM or EXIT

Select CHANGE >ITEM< to step through > < options.
Return to >KEYBOARD< .

Select NEXT MENU ITEM to step through main options.
Return to Selection Technique.

Acceptance Time = >.01<

Use NEXT MENU ITEM, CHANGE ITEM, or EXIT

Select ExIT when all items are set the way you want them

Example # 2
(YES to perform task; NO to stop)
TRANSFER MEMORY Menu
LOAD FROM DISK =>NO<

Use NEXT MENU ITEM, CHANGE ITEM, or EXIT

If you want to perform the action inside the angle brackets

>LOAD FROM DISK< press CHANGE >ITEM< to see YES.
If you try this, press ESCAPE to return to first option, then EXIT.

If you want to see another option, seleCt NEXT MENU ITEM
SAVE TO DISK = >NO<
Use NEXT MENU ITEM, CHANGE ITEM, Of EXIT

Using Menus in the Toolbox
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Using the Menus in the Toolbox

All of the keys in Row 2 in the Toolborxcept P2contain menus.
Menus allow you to make a number of changes to the DeltaTalker
at one time.

Look at your paper Toolbox overlay. The menu keys are yellow.
Three keys in Row 1 are also outlined in yellow. These three keys
are used once a menu is opened.

Remove the keyguard and overlay. Turn the DeltaTalker On by
pressing th®N/OFFbutton in the Control Panel or selecting a key.
Press thaooLsbutton in the Control Panel. Make sure the light
next toTooLsS s lit in the status panel. Now, seleEEDBACK

menu (H2. On the display screen you see the menu name:
FEEDBACK MENU. Activate NEXT MENU ITEM to see each menu
item. Activation Signal >BEEP & LIGHT< USENEXT MENU

ITEM to step through all options that arat contained in angle
brackets.

SeleCtCHANGE >ITEM< (G1)to pick or change any option that is
contained inside angle brackets (> <). Angle brackets indicate
that the optiomperforms an actiomr changes the menu item

some way.

In this example>BEEP & LIGHT<perform actions (turning the beep
and light on). To change this option, sel@@ANGE >ITEM<. TO
change "Activation Signal" to something else, se\&tT MENU
ITEM. When you have finished stepping through the menu, select
EXIT (H1). The DeltaTalker will close the menu with your options
in effect.

" Remember
CHANGE >ITEM<is alwaysused with options that are enclosed|in
angle brackets.
NEXT MENU ITEM is alwaysused to step through options that
arenot enclosed in angle brackets.

You can also use the Arrow keys in the Toolbox to move forward
and backward through the options in some of the menus.
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In the CONTROL PANEL

VIEWANGLE* + SPK VOL *

Push on left side of switches
to go down; right side to go up

( LOW —————— - HIGH )
VOLUME

In the TOOLBOX

A B C D
EAR EAR SPKR SPKR
1f VOLUME VOLUME VOLUME VOLUME
DOWN UpP DOWN UpP
RENAME ASGN ASSIGN SWAP

N

ICON MINSPK SPELL KEY

Activate the speaker volume

or ear volume key until the
volume marker () on the display
screen is where you want it.

Activate any other key to continue.

Change Speaker and Earphone Volume
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Change the Speaker and Earphone
Volume and the View Angle

Summary:

Change the speaker volume and view angle in the Control Panel.
Change earphone volume (and also speaker volume) in the
Toolbox. Each activation raises or lowers the setting.

You can change the speaker and earphone volume and the view
angle (contrast) of the display. Speaker volume and view angle can
be changed from the Control Panel. Earphone volume can be
changed in the Toolbox only. (Speaker volume can also be changed
in the Toolbox.)

To Change the Speaker Volume or View Angle from the

Control Panel:

1. Press the right side of tsek voL key to raise the volume.
Each press will raise the volume one step.

2. Press the left side of tis®K VoL key to lower the volume.
Each press will lower the volume one step.

3. Press the right or left side of tiiEEw ANGLE button to change
the contrast on the display screen.

4. When you have set the contrast or volume to where you want
it, press any key to exit.

To Change Speaker Volume and Earphone Volume in the

Toolbox:

1. Remove the keyguard and overlay. Turn on the Toolbox by
pressing thaooLs button in the Control Panel. TheoLs
LED will light in the Control Panel when the Toolbox is On.

2. ActivateSPKR VOLUME DOWN(C1) orsPKR VOLUME UP(D1)
to change the volume. ActivaaR VOLUME DOWN (A1) or
EAR VOLUME UP (B1) to change the earphone volume.

3. Each key activation raises or lowers the volume by one step.

4. When you have finished, press any key to exit and turn the
Toolbox Off.

GETTING ACQUAINTED
43



Da da da DAH
de da

T R
° o
0o

The CALL Sound

(Toolbox location)

ActivatecaLL to Get Someone’s Attention
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How to Use thecaLL Tool in the Toolbox

Summary:

CALL is designed to bring someone to the aid of the person who
is using the DeltaTalker. When it is activated it emits a series of
recognizable beeps that indicate a need for some kind of help.

There will probably be times when the person using the
DeltaTalker will want some assistance. The Toolbox has a
tool [J1] for just this purpose. THmLL tool is also on the sample
overlay that you received with the DeltaTalker.

When you activate theaLL tool, the DeltaTalker emits a series of
beeps which are designed to get someone's attention. The beeps
are not like any other beeps that the DeltaTalker makes when it is
in regular use.

Because theALL tool is designed to attract the attention of
someone who can help the person using the DeltaTalker, it should
be used only when real assistance is needed. Overuse or playful
use of thecALL tool will lessen the importance of the beeps to
those who hear them.
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Setting Up the DeltaTalker

Choose a Keyboard Size and LayQut................cccooovnieeerrnnrrnnne. 49,
Learn About the 128 Location Keyboard...............cooooovvvvvvccce. 51
Learn About the 32 Location Keyboard...........ccccccooooiinirrrriiiiiiinnnenn 53
Learn About the 8 Location Keyboard.............c.ccccoooomrrrrrrrccccoe. 55
Changing a 128 Location Overlay..................m. 57.
Changing a 32 or 8 Location Overlay...........ooovvcccooorrcerernn) 59.
What is a Selection Technique.................viiiiiiisssss 61l..
Choose a Selection Technique from #EECT TECHMenu........63
Keyboard ONY........ccooooececisssssesseesessessssssinond 65.....
HeadpOiNtiNg........cccooooovovoocoeeeeeeeeeeceeeeeeeeeeeeeee e 67....
Single Switch—Scan Mode. 1. 69..
Single Switch—Scan Mode.2...................ccooreveecceieeeeeecceeeee 71.
Single Switch—Scan Mode 1 with 8/32 Locations.............. 73
2-SWitch—Scan Mode L. 75..
2-SWItch—Scan MOde 2. 7.
JOYSHCK ... 79.
Options in theSELECT TECHNIQUEMENU............cccooommirrvvvvoiiieerrrerernd 81
Change the Scanning Speed...........ccorceercccciie . 83
Change the Acceptance TIMe.......ooriieceicissesssss 85..
Change the Activation Delay.............oo....cccoommrmeereecceioeeeeeeeeccceeeeee 87..
[CON PrediCtiON ... 89...
PrediCtive SeleCtiON............ccccoooooooiioieeeeceesesee e 91..
Save Your Set-Up Settings........cccccooovmeccnrciviceciiiissesssnnnn 930
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= Remove keyguard and overlay. Turn the
il Toolbox On. Open the CHOOSE OVERLAY menu.

F
CHOOSE Keyboard Size = >128<
OVERLAY Use NEXT MENU ITEM, CHANGE ITEM or EXIT
Activate G
CHANGE >ITEM<{~ \ncE | | Keyboard Size = >8<
to step through{f 1o\ /<
the options. Use NEXT MENU ITEM, CHANGE ITEM or EXIT
Activate F
NEXT MENU NEXT
ITEM to step MENU >LOAD BLANK OVERLAY<
through the 1| ITEM Use NEXT MENU ITEM, CHANGE ITEM or EXIT
menu items.
Activate =
tCHAtNGtEh>|TE'\r/:<1 C>||-|TAENN(|3<E All 128 location vocab. will be erased
tges(fgftior:gug Select ERASE now or ESCAPE to Exit
P
Activate Pl .
ERASEor 3| ERASE ease wait...
ESCAPE

Keyboard Sizes

TheCHOOSE OVERLAYMenu
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Choose a Keyboard Size and an Overlay
from the CHOOSE OVERLAY Menu

Summary:
Choose a 128, 32 or 8 location keyboard and overlay before you
make your selection technique settings.

The DeltaTalker comes with a 128 location keyboard. This means
there are 128 small keys on the keyboard. Each key represents one
location.

For people who are not able to easily access the smaller keys of the
128 location keyboard, there is an optional 32 location keyboard
and 8 location keyboard. Each of these keyboards has its own
keyguard and overlay. The 32 location keyboard has locations that
are as big as four of the 128 location keys put together in a square.
The 8 Location keyboard has keys that are as big as sixteen 128
location keys put together in a square.

Once you have decided which keyboard and overlay you want to
use, you must select them from tt1@OOSE OVERLAYmMenu. The
DeltaTalker offers the following overlays:

1. QWERTY overlay has letters arranged like a
typewriter/computer keyboard. This is the overlay on your
keyboard. It contains theirst Stepssample vocabulary.

2. Blank overlay (for 128, 32, or 8)

3. Scanningoverlay with characters and tools in a frequency-of-
use layout.

Using theCHOOSE OVERLAY Menu

1. Remove the keyguard and overlay. Open the Toolbox.
Activate theCHOOSE OVERLAYmMenu (F2).

2. ActivateCHANGE >ITEM< until you see the size you want.

3. ActivateNEXT MENU ITEM to see Keyboard Layout. Select the
overlay you want to use.

4. ActivateCHANGE >ITEM<to load the overlay.

5. ActivateExIT.
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The 128 Location Keyboard

Summary:

The default overlay for the DeltaTalker is the 128 Location
keyboard and overlay. This means there are 128 single key
locations to choose from.

Your DeltaTalker comes with a 128 location keyboard, an overlay,
an overlay protector and a keyguard. The 128 location keyboard
has 128 keys arranged in 8 rows and 16 columns. The top row is
Row-1, the second row is Row-2, the bottom row is Row-8. The
columns are labeled with letters of the alphabet, so the far left
column is Column-A, the next column is Column-B and so on.
The column on the far right of the keyboard is Column-P.

You can indicate the position of any key by giving its letter/number
(or number/letter) combination. For instance, the key in the upper
left corner of the keyboard is A-1 (column-A, row-1). The key in
the bottom right corner is P-8 (column-P, row-8). A key near the
middle of the keyboard is I-3.

If you turn Auditory Prompts On (G2), the DeltaTalker speaks the
letter/number designation for each location. Letter/numbers are
also spoken when sequences are being reviewed.

These letter/number combinations are calledation Codes
because they tell you where specific keys are located.

When you are using the 128 location keyboard, you cannot access
any vocabulary you may have stored when you used a 32 or 8
location keyboard. To use 8 or 32 location vocabulary you must
change the keyboard to 8 or 32. You can change the keyboard size
from theCHOOSE OVERLAYmMenu.

You may want to turn the Backlight on in tREEDBACK menul.
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32 Location keyboard
with 128 keyboard underneath

32 Location Keyboard
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The 32 Location Keyboard

Summary:
There is an optional 32 location overlay for the DeltaTalker. This
means there are 32 single key locations to choose from.

You may find that the 128 location keys are too small to be
activated easily or to be seen well. You can have bigger keys for
easier activation and viewing by ordering the 32 Location Kit from
Prentke Romich Company.

Each location on a 32 location keyboard contains 4 single keys
which act as one larger key. For example, the location in the top
left corner contains the keys: A-1, B-1, A-2, B-2. These four

single keys make up Key A-1 on the 32 location overlay. The 32
location keys are arranged in 4 rows and 8 columns. You can press
any key in the block to store or retrieve messages.

If you store messages in 32 location, you must use a 32 location
keyboard to recall the messages. That is, messages stored in 32
locations cannot be recalled if you are using 128 or 8 locations.

If you turn Auditory Prompts On (see pages 165-169), the
DeltaTalker speaks the letter/number designation for each location.
Letter/numbers are also spoken when sequences are being
reviewed.

Tell the DeltaTalker Which Keyboard You Want to Use:

You must tell the DeltaTalker that you are going to use a different
overlay size. You do this by selecting 128, 32 or 8 location from
theCHOOSE OVERLAYmMenu (F2) in the Toolbox.

1. Remove the keyguard and overlay. Turn the Toolbox On.

2. Activate theCHOOSE OVERLAYkey. ActivateCHANGE >ITEM<
until you See&XKEYBOARD =>32<.

3. ActivateexiT.

4. Turn the Toolbox Off. Place the 32 location keyguard on the
DeltaTalker.

You may want to turn the Backlight On in theEDBACK menu.
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8 Location keyboard
with 128 keyboard underneath

8 Location Keyboard

SETTING UP
54




8 Location Keyboard

Summary:
An 8 Location Overlay has 8 blocks consisting of sixteen keys
each. You can order the 8 Location Overlay Kits from PRC.

If the 32 Location keys are too small to be activated easily or to be
seen well, you can order an 8 Location Kit from Prentke Romich
Company.

With 8 locations, the block of sixteen keys in the upper right corner
acts a®one key For example, the key in the top left corner of an 8
Location Overlay is A-1. The key in the top right corner is D-1.
The key in the bottom left corner is A-2. The key in the bottom
right corner is D-2. You can activate any key in the block to store
and retrieve messages.

If you store messages in 8 location, you must be using an 8 location
keyboard layout to recall the messages. That is, messages stored in
8 locations cannot be recalled if you are using 128 or 32 locations.

If you turn Auditory Prompts On (see pages 165-169), the
DeltaTalker speaks the letter/number designation for each location.
Letter/numbers are also spoken when yOURESREW VOCAB

(M2) to review all the sequences you have stored .

Tell the DeltaTalker Which Keyboard You Want to Use:

You must tell the DeltaTalker that you are going to use a different
overlay. You do this by selecting 128, 32 or 8 location from the
CHOOSE OVERLAYMenu (F2) in the Toolbox.

1. Remove the keyguard and overlay. Turn the Toolbox On.

2. ActivateCHOOSE OVERLAY. ActivateCHANGE >ITEM< until
YOU SeE&KEYBOARD = >8<.

3. ActivateExIT.

4. Turn the Toolbox OffPlace the 8 location keyguard and
overlay on the DeltaTalker.

You may want to turn the Backlight On in thEEDBACK menu.
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1. Remove the keyguard.

2. Remove the overlay
protector.

3. Remove the overlay.

3. Place new overlay on
Toolbox keypad

2. Replace the overlay
protector.

1. Replace the keyguard.

Changing a 128 Location Overlay
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Changing a 128 Location Overlay

Summary:

Remove the keyguard, overlay protector and overlay. Place a
new overlay on the keyboard. Replace the overlay protector and
the keyguard.

How to Change an Overlay:

Lift up on the bottom of the keyguard until it pulls loose from the
magnets that hold it to the DeltaTalker. Pull the keyguard toward
you slightly until it comes off the case. Remove the overlay
protector (clear plastic sheet), then remove the overlay. What you
are looking at now is the Toolbox. You see a rubber keypad with
the names of various things printed on the keys.

Place the overlay you want to uUsee upon the DeltaTalker's
Toolbox keypad. Place the overlay protector on top of the overlay.
Slip the two guides at the top of the keyguard into the slots in the
case right above the keyboard. Lower the keyguard until the
magnets connect.
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Remove 128 keyguard
|

@kof80r32 Keyguard o I 0

Keg_ I Iltll
pa OVERLA piece
PRQTECJOR OVERLAY
Back of keyguard Place t-piece on top of overlay
Back of keyguard
overlay protector Use thumbs to slide and snap tab into slot
v ")
Place the overlay you want to use face down Over-
on top of the overlay protector. lay
!
When horizontal piece is in place,
vertical piece will automatically fit into
its slots.
—— i i

Turn the keyguard over and put it
back on the DeltaTalker.

Changing to a 32 or 8 Location Overlay
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Change to a 32 or 8 Location Keyboard
and Overlay

The 32 and 8 Location Kits include a 32 or 8 location rubber
KEYPAD, some blank overlays, a clear VimERLAY
PROTECTOR a black plastikEYGUARD anda thin transparent
piece of plastic in the shape of a "t."

Remove the 128 location keyguard and overlay if they are still on
your DeltaTalker. Lift up on the bottom edge of the keyguard until
it pulls loose from the magnets that hold it to the case. Pull the
keyguard toward you slightly to remove it. Remove the overlay
and overlay protector. What you see now is the Toolbox keypad.
It is gray rubber and has black text written on the kielace the

32 or 8 location keypad face up on top of the Toolbox keypad

< When you insert or remove the "t" piece (as described below),
do itgentlyor you will rip your overlay. We suggest that you
practice a few timewithout the overlay protector and overlag

the keyguard.

On a flat surface, place ti32 or 8 location keyguarthce downin

front of you Place the overlay protector on the keyguard. Place
the32 or 8 location overlajace dowron top of the overlay

protector (see note above). Hold the "t" piece so that its flat side is
down. Take one of the tabs on the horizontal bar and position the
edges of the tab even with the edges of its slot. Tip the tab (and
whole "t" piece) up so that the tab edges are at an angle to the slot.
Place your thumbs on the either side of the tab and place your
fingers so they can grip the case. Slide the tab into the slot. You
will hear and feel a "click" when the tab snaps into the slot. Repeat
this procedure for the other tab on the horizontal bar. When these
two tabs are in place, the tabs on the vertical bar will automatically
fit into their slots.

Turn the keyguard over. Slide the tabs on the top of the keyguard
into their holes on the DeltaTalker and lower the keyguard down
until the magnets snap into place.
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Selection Techniques

Keyboard Only

e

=0 Headpointer

'I: Single Switch
El Dual Switch or
' 2-Switch

@ Joystick

< Before Choosing a Selection
Technique:
Analysis of positioning is required to
prevent repetitive stress injuries
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What are the Selection Techniques?

Summary:

The Selection Techniques are: Keyboard, 1 Switch, 2 Switch,
Joystick, Headpointing. There are also a number of Scanning
Options.

Selection Technique refers to the method you use to control the
DeltaTalker. You can order 8 and 32 location keyboards for all
selections.

Direct Selection Techniques:

Keyboard Only: the keyboard consists of 128 keys on the front of
the DeltaTalker. Press on the keys to activate them. This
technique is always active.

Headpointer: the keys on the DeltaTalker are activated by the
light gathering technique of PRC's Optical Headpointer (OH-DT).
A headpointer plugs into tliJAL connector on the back of the
DeltaTalker. You can order a blank keyguard (a keyguard with no
holes) to use with a headpointéise the overlay protector even
with a blank keyguard.

Scanning Techniques:

1-Switch—Use a single switch to scan to any key on the keyboard.
Choose to scan by rows and columns or by columns and rows. Plug
a single switch into theoNO jack on the back of the DeltaTalker.

You can order a blank keyguard (a keyguard with no holes) to use
with any scanning techniquéJse the overlay protector even with

a blank keyguard.

Dual or 2-Switch—use a dual switch or two single switches to
scan left, right, up and down to any key on the keyboard. Plug a
dual switch into th®UuAL connector on the back of the
DeltaTalker. Plug two single switches into theNO andDUAL
jacks.

Joystick—allows you to scan up, down, right, left and diagonally.
Plug a joystick into th&uLTI connector.
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Remove keyguard and overlay. Turn on
Toolbox in Control Panel.

Toolbox Ke vy DeltaTalker Dis play
Activate
SELECT TECH SELECT || SELECTION TECHNIOUE
menu (12) TECH
¢ [|[Use NEXT MENU ITEM to see each item
Activate - -
NEXT MENU SELECT Selection Tech: >Keyboard Only<
ITEM TECH
¢ [lUse NEXT MENU ITEM, CHANGE ITEM or EXIT

Activate
CHANGE >ITEM< CHANGE || Selection Tech: >1 Switch<
to step through SITEMI<
the options. Use NEXT MENU ITEM, CHANGE ITEM or EXIT

OR
Activate
NEXT MENU ITEM NEXT _
to step through MENU Scanning Speed : >Default = 1 second<
the menu items. ITEM|{Use NEXT MENU ITEM, CHANGE ITEM or EXIT
Activate EXIT Selection Tech: >Headpointing<
when you see
the technique EXIT
you want Use NEXT MENU ITEM, CHANGE ITEM or EXIT

Turn Toolbox Off

Use theseELECT TECHMenu
to Choose a Selection Technique
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How to Choose and Modify a Selection
Technique by Using thesELECTION
TECHNIQUE Menu

Summary:

Remove the keyguard and overlay. Turn the Toolbox on from
the Control Panel. Press the SELECTION TECHNIQUE key. Press the
NEXT MENU ITEM key to start stepping through the menu. Press
the CHANGE >ITEM< key to change the options. Press the EXIT key
when you are finished.

Choose a selection technique in #EECTION TECHNIQUBNENU
(12) in the Toolbox. Tdurn the Toolbox Orremove the keyguard
and overlay. Press th@oLs button in the Control Panel. The
TOOLS LED lights when the Toolbox is on.

All of the DeltaTalker's menus are in the second row of the
Toolbox keyboard. Use thdEXT MENU ITEM, CHANGE >ITEM<
andexIT keys in the top row to access BELECTION TECHNIQUE
menu.

To Choose A Selection Technique

1. If you are going to use a switch, headpointer or joystick, plug it
into the correct jack on the back of the DeltaTalker before you
turn the DeltaTalker On.

2. Remove the keyguard and overlay, then turn on the Toolbox.

3. PressELECT TECH(I2) in the Toolbox.

4. ActivateCHANGE >ITEM<to step through the selection
techniques. When you see the selection technique you want,
pressNEXT MENU ITEM to see if there are any options listed for
the technique you want to use. Press when you are
satisfied with your selection and its options.

ONote:

If you are going to use an 8 or 32 location keyboard, you must
select the correct overlay in tB&l0OOSE OVERLAYmenubefore
setting up your selection techniques. (See page 49)
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Keyboard Only

Press on the keys to make a selection.

Even if you are using another selection
technique, you can always press on the
keyboard to make a selection or to spell.

Keyboard Only
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Keyboard Only

Summary:

If you choose Keyboard Only for your selection technique, you
must be able to press on the keys with your finger or some kind
of "point and press" device. Choose Keyboard Only from the
SELECT TECH menu.

The keyboard and the headpointer are the quickest selection
techniques. With the keyboard you make direct selections by
pressing on the keys you want with your finger (or with the eraser
end of a pencil or some "point and press” device). You can use the
keyboard with the 128, 32, or 8 location overlays. The default
acceptance time is .01 second.

The keyboard is the default selection technique for the DeltaTalker.
This means that when you receive your DeltaTalker you can use it
right away. Just turn it On and then press the keys on the
keyboard.

The only option for th&EYBOARD selection technique is
Acceptance Time. Acceptance time is the amount of time it takes
between the time you select a key and the time the DeltaTalker
accepts that key and activates it. See page 85 for complete
information about Acceptance Time. Change the acceptance time
in the SELECTION TECHNIQUEMenNuU.

ONote:

The selection technique you choose to use with your Unity ovérlay
can also be used in the Toolbox. If you are scanning, you can|scan
in the Toolbox; if you are using a headpointer, you can use it |n
the Toolbox.

Also remember, no matter what selection technique you choose,
the keyboard is always available to use.
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1. Plug Headpointer into DUAL con-
nector on back of DeltaTalker.

2. Remove the keyguard and
Overlay. Turn Toolbox on in the
Control Panel.

3. Activate SELECT TECH menu (1 2)

4. Activate CHANGE >ITEM< (G1) until
you see:

Selection Technique: = >Headpointing<
Use NEXT MENU ITEM, CHANGE ITEM, or EXIT

5. Activate EXIT (H1)

HEADPOINTING

Selection Type = >AUTO< or >MANUAL<
The defaullt is >AUTO<

If you select >SMANUAL< you must have a

switch plugged into the DeltaTalker.
Activate the switch to make a key selection.

Power Save Mode = >ON< or >OFF<

After 3 minutes, if no activations are made,
headpointing powers down and the LEDs
go out. The LEDs will flash every few
seconds so that you can easily point to a
key to re-activate headpointing.

Headpointing
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Optical Headpointing
Summary:
Plug the Headpointer into the DUAL connector on the back of the

DeltaTalker. Select "Headpointer" from the SELECT TECH Menu (I2).
" Power Save Mode" = >OFF< is the default.

Plug the headpointer cable into theaL jack on the back of the
DeltaTalker. You can use the Headpointer with the 128, 32, and 8
location overlays.

You must point the headpointer at the key you want. After the
"acceptance time" passes (1 second default), the key is activated.
You can change the acceptance time inrstieECT TECHMenu

(12). PressNEXT MENU ITEM to step to "Acceptance Time." Press
the CHANGE >ITEM< key until you see the acceptance time you
want to use. PresxIT.

Selection Type =AUTO< or >MANUAL< : allows you to select a
location by activating a switch or you can let the DeltaTalker
automatically select a location you have pointed to. The default is
AUTO.

Power Save Mode =0OFF< or >ON<: The default is Off. If you
turn this On, the DeltaTalker turns Headpointing Off after 3
minutes if no activations are made. The LEDs on the keyboard
will go off to conserve energy. However, the LEDs will flash
every few seconds so that you can easily point to a key to re-
activate Head-pointing.

Using the Stickers That Came With Your
DeltaTalker:

If you are headpointing and want to add bihee andgreenstickers
to your overlay, cut out the area on each sticker that goes ovey the
keyboard LED. Unless this area is cut out, the LED will not shine

through the sticker and the key cannot be activated.
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Plug single switch into MONO jack on back of device.
Remove keyguard and overlay. Turn the Toolbox On.
Open th((gSELECT TECH menu.

Activate : . ;
Selection Technique = >1 Switch<
CHANGE >ITEM<! C;'TAENNiE
to step through Use NEXT MENU ITEM, CHANGE ITEM or EXIT
the options. E
i 1

Activate NEXT Scan Mode = >1<
NEXT MENU ITEM | MENU
to step through ITEM | |Use NEXT MENU ITEM, CHANGE ITEM or EXIT
the menu items. H

, EXIT
Activate EXIT

SINGLE SWITCH—SCAN MOZE 1

|

RRRRR e wslea

1. Activate your switch. 2. Activate your switch.

Scan proceeds Scan proceeds
down the rows. ! across the columns.

’

3. When the scan reaches
the key you want,
activate your switch.

Single Switch—Scan Mode 1
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1 Switch—Scan Mode 1

Summary:

Plug a single switch or a dual switch (use only the SELECT side)
into the jack labeled MONO on the back of the DeltaTalker. The
default scan is 'automatic' and the default scanning rate is '1
second'".

You can scan with a single switch or by using onlydReeCTside

of a dual switch. Plug the switch into the connector labeatedo

on the back of the DeltaTalker. Remove the keyguard and overlay.
Turn the Toolbox On. ActivateELECT. TECH menu. You should

see "Technique = keyboard." ActivateANGE >ITEM<until you

see 'ISWITCH'. ActivateNEXT MENU ITEM to step through the
scanning menus (scanning speed, acceptance time, scan mode, scan
type, scan auto restart, activation delay, row/column scan method,
guarter row/column, number of rescans, scan beep). When you see
items that you would like to change, activateANGE >ITEM< until

you step to the item you want to use. Pages 81-87 describe most
of these options.

Activate your switch to start the scan. If you are using

Row/Column scan, the top row of LEDs on the keyboard lights,

then the second row lights, etc. Each time a row of LEDs lights,

you hear a beep. When the LEDs in the row you want are lit,

activate your switch to select the row. The LEDs in the row you

have selected move from left to right through the columns in the

row. When the LED for the key you want is lit, activate your

switch to select that key. If a message has been stored in the
location you have selected, the DeltaTalker speaks the message and
then returns to scanning down the rows.

If you do not make any switch activations after starting a scan, the
DeltaTalker automatically scans the rows or the columns three
times and then stops scanning altogether. To begin another scan
you must activate your switch. (See page 69 for a discussion of
Single Switch—Scan Mode Lising an 8 location overlay.)
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=== Plug single switch into MONO jack on back of device.

| Remove keyguard and overlay. Turn the Toolbox On.
Open the SELECT TECH menu.

Activate PICK/ G

CHANGE >ITEM< 1 |cHANGE | [ Selection Technique = >1 SWITCH<

tostep through | >ITEM< | ||\ ExT MENU ITEM, CHANGE ITEM or EXIT
the options. - s€ ' or
Activate NEXT
NEXT MENU ITEM MENU Scan Mode = >Mode 1<

tostepto Scan 1 |TEM | |yse NEXT MENU ITEM, CHANGE ITEM or EXIT
Mode. S

Activate
CHANGE >ITEM< 1|CHANGE| | Scan Mode = >Mode 2<

to step to Mode 2. | >ITEM< [1;50 NEXT MENU ITEM, CHANGE ITEM or EXIT

SINGLE SWITCH—SCAN MODE 2

= Y=
TELCEOREECEEEE B

40
40

2 . Activate switch at the
row you want. The first
down the rows. location in the row lights.

—— V=
U'O'I'O'Ib olop o (el(e] CPOP®

.. Activate your switch.
The scan proceeds

4 When the scan reaches
the key you want,
activate your switch.

3. Activate switch again to
scan the row

Single Switch—Scan Mode 2
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1 Switch—Scan Mode 2

Summary:

Scan Mode 2 is a slightly different single switch scanning style
that involves 4 switch activations rather than 3. You can select
this style in the Toolbox. Use this technique with the 128 and
32 location overlays only.

Scan Mode 2 is another single switch scanning technique. This
technique involves four switch activations instead of three as in
Scan Mode 1. SelectswiTCcHand Scan Mode 2 in tr8ELECT
TECH menu.

The first switch activation causes the top row to light. The scan
continues automatically down the rows. When it reaches the row
you want, activate and release your switch. The scan stops at the
row you have chosen and the light at Column A lights. Press the
switch again and the scan proceeds across the row. When the scan
reaches the key you want, press the switch to activate the location.

Scan Mode 2 has the same options as Scan Mode 1, i.e., hold or
auto and column/row instead of row/column, etc.

You cannot use this selection technique with an 8 location overlay.
You must select Single Switch with Circular/Linear Step or
Circular/Linear Scan with an 8 location overlay. See the next page
for more information.

SETTING UP
71



................. Remove keyguard and
e gyerlay. Turn the Toolbox On.
Open CHOOSE OVERLAY menu.

F
K ize =>128<
>|cHoosE eyboard Size 8
OVERLAY, Use NEXT MENU ITEM, CHANGE ITEM ,or EXIT

Activate

CHANGE >ITEM<
to step through | se NEXT MENU ITEM, CHANGE ITEM or EXIT
the options.

Keyboard Size = >8<

When you select PLEASE WAIT...
a keyboard you

will see:

Activate VIEW Keyboard Size = >8<

ANGLE and/or Use NEXT MENU ITEM, CHANGE ITEM or EXIT

turn BACKLIGHT
ON to lighten display,
if necessary

32
Location
Overlay

Choose from regular scanning options

>|

¢

8
Location
Overlay

‘ g

Automatic Circular Scan
8 Location Overlay Only

Single Switch—Scan Mode 1
8 and 32 Locations
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1 Switch—Scan Mode 1 with 8 or 32
Location Overlay

Summary:
You must select 8 or 32 location keyboard from the CHOOSE
OVERLAY menu before you can actually use the keyboard.

To use a 32 or 8 location overlay you must operctneoSE
OVERLAY menu and select the keyboard from the menu. If you
have never used an 8 or 32 keyboard before, the display will be
dark. ActivateviEw ANGLE until you can see the display.
Continue to set up the locatiofr.ou may also want to turn
BACKLIGHT ONin theFEEDBACKmMenu

Scan (32) Activate your switch. The DeltaTalker beeps and the
top left block of keys lights. The scan moves atsttenning speed
you selected. When the scan reaches the key you want, activate
your switch. If no key is selected, the DeltaTalker scans three
times, then stops. (You can changentbhmber of rescango a
different number.) Activate your switch to start a new scan.

Scan (8) If you selected Scan Directioncicular, the scan

moves automatically from left to right across the top row and from
right to left across the bottom row. If you selediedar, the scan
moves automatically from left to right on both the top and bottom
rows. If no key is selected, the scan circles the overlay three times,
then stops. (You can change thenber of rescango a different
number.) Activate your switch to start a new scan.

Step (8): Activate your switch each time you want to move to a
new key. The DeltaTalker automatically selects a location when
the activation delay has passed.

Hold: Press and hold your switch until you get to the location you
want. Then release the switch.

Scan Auto Restart: The DeltaTalker automatically begins to scan
the rows or columns after you select a location.

Scan Beep: Turns the scanning beem or OFF.
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Plug a dual switch into the DUAL jack or two single
switches into DUAL and MONO. Remove keyguard and
overlay. Turn the Toolbox On. Open the SELECT TECH

menu.

Activate

CHANGE >ITEMk|cHANGE| | Selection Technique = >2 Switch<
to step through [ >ITEM< || jse NEXT MENU ITEM, CHANGE ITEM or EXIT
the options. 5

Activate NEXT

NEXTMENU | | wENU Scan Mode = >Mode 1 <

ITEM ITEM Use NEXT MENU ITEM, CHANGE ITEM or EXIT
to step through

the menu items —-

Activate EXIT 1| EXIT

2 SWITCH—SCAN MODE 1

]

Press and hold Switch #1. H
The scan starts in middle
column and moves down

Second activation of
Switch #1 reverses
1 scanning so that
b — .
1 itmovesup

2

b —

from left to right

First activation of Switch #2
starts scanning the row

Second activation of

2 from right to left

i

Switch #2 reverses scanning

TAP either switch

to select a location
b —

—1

2 Switch—Scan Mode 1
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2-Switch—Scan Mode 1

Summary:

Use two single switches or one dual switch. Plug one single
switch into the MONO connector and the other one into the DUAL
connector. Plug the dual switch into the DUAL connector. After
each activation, the scan returns to the center of the keyboard.

2-Switch—Scan Mode 1 with 128 and 32 Locations:

With 2-Switch you can use either two single switches or one dual
switch. If you have two single switches, plug one switch into the
connector markesloNO on the back of the DeltaTalker. Plug the
other switch into the connector markedAL. If you have a dual
switch, plug it into the connector markedAL. Select SWITCH

in theSELECT. TECHmenu. Scan Mode 1 is the default.

2 Single Switches (Auto)-"Auto" is the default. Each switch
alternates the direction of the scan between up/down and left/right.
The first activation of switch #1 starts the scan ofrthedle

column Press the switch again and the scan reverses. The first
activation of switch #2 starts the scan across the rows. Push the
switch again and the scan reverses. Presha@ddhe switch to

start scan;tap the switch with a short hit to activate a location that
is lit.

Dual Switch—The principle is the same as above. $HeEECT

side of your switch scans left/right and thie/OFF side scans
up/down.

You can chooseuTO or HOLD with 2-switch scanning.
COLUMN/ROW s not available with 2-Switch Scan Modes1EP is
not available with a 128 location overlay.

2 Switch—Scan Mode 1 with 8 Locations

You can choose "Step" or "Hold" ("Auto” is the default) and you
can choose "Circular" or "Linear" scan. (See page 73 for a
description of Circular and Linear scans.) With 2 switches in 8
locations, one switch scans forward and one switch scans
backward.
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Plug a Dual switch into the DUAL jack or two single
switches into DUAL and MONO. Remove the
keyguard and overlay. Turn the Toolbox On.
Open the SELECT TECH menu.

G
Activate
CHANGE >ITEM<, | CHANGE|| Selection Technique = >2 SWITCH<
to step through 'TEM 1l Use NEXT MENU ITEM, CHANGE ITEM or EXIT
the options.
F
Activate
NEXT
NEXT MENU ITENiL MENU Scan Mode = >Mode 1<
to step through ITEM ||use NEXT MENU ITEM, CHANGE ITEM or EXIT
the menu items. a
Activate EXIT 1| EXIT

2 SWITCH—SCAN MODE 2

First activation of Switch #1
starts scan of rows from ¢

1 top to bottom.

Activate Switch #2 EEE——

2 to select a row.

]

Activate Switch #1 i
to start the column
1 scan.

—

Activate Switch #2 when 4
you reach the location
2 you want.

—

2-Switch—Scan Mode 2
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2-Switch—Scan Mode 2

Summary:
Switch 1 starts scan. Switch 2 selects row or column. Switch 1
scans row or column. Switch 2 selects location.

Plug two single switches into tihv®NO andDUAL jacks. Switch 1
is in theMONO jack. Switch 2 is in theuAL jack. If you have a
dual switch, plug it into theuAL jack. With a PRC dual switch,
theSELECT side of the switch is Switch 1 and thr/OFF side of
the switch is Switch 2.

Use 2-Switch Scan Mode 2 with the 32 or 128 location overlays.
8 Location is not an option with 2-switch, scan modeStlect
SWITCH andMODE 2in theSELECT TECHmMenu.

Press Switch 1 to start the scan. The lights in the top row or first
column light up. To move the scan to the next row or column,

hold Switch 1 down until the row or column you want is lit. You
can also press and release the switch each time you want to move
to a new row or column.

When you reach the row or column you want, press switch 2. Then
press and hold Switch 1 to scan across or down, or press and
release the switch until you reach the key you want.

When you reach the location you want, press switch 2.

With this technique, Switch 1 always moves you somewhere and
Switch 2 always chooses your selections.

You can set scanning speed and activation delay in the Toolbox.

Stepping or pressing and holding the switch are the only scanning
choices with Scan Mode ZAutomatic scan is not a choice.
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Joystick

If you want to select a key
manually you will need a
fifth switch to act as the
"select" switch.

Otherwise, the DeltaTalker
will automatically select the
location after the acceptance
time has passed.

Joystick
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Joystick as a Selection Technique

Summary:

Plug the joystick into the MULTI jack on the back of the
DeltaTalker. A joystick allows you to scan up, down, left, right
and diagonally.

A Joystick is the most versatile scanning device. A Joystick can be
pushed in any direction to scan up, down, left, right or diagonally.
You can also use an Arm Slot Control instead of a Joystick. The
Arm Slot Control allows Joystick-type scanning for people who do
not have enough fine motor skills to use a Joystick.

Plug the Joystick into the "Multi" jack on the back of the
DeltaTalker.

If you choose "Manual" selection type from the menu, you must
plug a separate switch into the "Mono" connector on the back of
the DeltaTalker. You use the joystick to scan to the location you
want. The DeltaTalker will automatically select the location after
the acceptance time has passed or you can activate the separate
switch to select the location.

Hint:

If you would like a custom cable to allow you to use the same
joystick that drives your wheelchair, you can call the PRC Ser
Department at 1-800-262-1990 and ask for the Rehab Engine

ice

(D
—
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Quarter Row/Column Scan

T T T After the first acti-
%ﬁ_ vation, the top left
quarter lights,

then the top right,
then the bottom right,
'L L 1} then bottom left

[ L
B

After the second
activation, the lights

FPFPPEPPP|| scan down the

* rows of the quarter

you have selected.

After the third acti-
vation, the first LED
lights in the row you
selected. The scan
continues across the
row

O O=
i

The fourth switch

s activation selects
the key you want.

D_IA——-

Another Selection Technique:
Quarter Row/Column Scan
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Options in the SELECT TECH Menu

Below are short explanations of some of the options in the
SELECTION TECHNIQUEMenNu.

Scan Mode Select either Mode 1 or Mode 2.

Scan Type Auto or Hold, Step: Auto means the DeltaTalker
automatically scans the keyboard. Hold means you must press and
hold your switch to scan the keyboard. Step (used with an 8
location overlay) means you must press your switch each time you
want to step to a new position.

Selection Type Auto or Manual: Auto means the DeltaTalker

will automatically select a location after the acceptance time has
passed. Manual means that you must activate your switch to select
a location.

Scan Auto Restart If this is Off, once you have selected a
message you must activate your switch to start a new scan. If this
is On, once you have selected a message the DeltaTalker
automatically starts a new scan.

Number of Rescans: This allows you to select the number of

times you want the DeltaTalker to automatically re-scan the
keyboard. You can select a number from 0 through 10. The default
is 3 times.

Scanning BeepThis allows you to turn the scanning beepr<
or >ON<.

Quarter Row/Column or Column/Row Scanning The keyboard

is divided into 4 equal squares (quarters). Activate your switch to
choose the quarter that contains the key you want. The DeltaTalker
scans each row in the quarter you choose. Activate your switch to
select the row you want. Activate your switch again to select the
key you want. If you select column/row, the DeltaTalker will scan
the columns first, then the rows.
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Activate

NEXT MENU

to step through 1| |TEM
the menu items.

Remove keyguard and overlay. Turn the

E

NEXT
MENU

On. Open the SELECT TECH menu.

Scanning Speed = >1.0< sec.
Use NEXT MENU ITEM, CHANGE ITEM or

. G
Activate
CHANGE >ITEM<_ |cHANGE| | Scanning Speed = >1.2< sec.
to step through ~| >iTEM< | Juse NEXT MENU ITEM, CHANGE ITEM or
the options.
. H
Activate EXIT
when you see 1| exit Scanning Speed = >1.5< sec.
the speed you Use NEXT MENU ITEM, CHANGE ITEM or
want.

Scanning Speed is the
of time it takes to scan from

key to the next. Default 1 second

From . to. =1 second

Hint: You can use the Arrow keys on

keyboard to move forward and
through the options in this

MV correspond to CHANGE >ITEM<
€= correspond toNEXT MENU ITEM

Scanning Speed
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Change the Scanning Speed in th&eLECT
TECH Menu

Summary:

Scanning speed is the amount of time it takes the DeltaTalker to
move from one key to the next in a scan. As the DeltaTalker
scans, it beeps and lights the LED at each key.

Scanning Speed refers to the time it takes for the DeltaTalker to
move from one key to the next key in a scan. As each key is
scanned its LED lights up and the DeltaTalker beeps. The default
scanning speed is 1 second. You may want to use a slower
scanning speed to start with, perhaps 5 seconds (5.0) between
beeps. This means it will take five seconds from the time one LED
lights and the DeltaTalker beeps to the time the next LED in the
scan lights and the device beeps again. Or you can choose a very
fast speed such as one tenth (.1) of a second between beeps.

Change the scanning speed by openingEi&CT TECHMenNu in
the Toolbox Lift the keyguard and overlay off the DeltaTalker.
Turn the Toolbox On by activating th®oLs button in the Control
Panel.

Activate theSELECT TECHmMenu. Activate&\EXT MENU ITEM to

step to "Scanning Speed'. Activa@lieANGE >ITEM<to scan

through the different scanning speeds. When you come to the one
you want to use, activagxiT. This sets the scanning speed and
closes the menu. (If you want to see the different Selection
Technique options, press tRKEXT MENU ITEM key after you open

the menu.)
Hint:

The arrow keys in the Toolbox allow you to move backward afpd
forward through the options in this me#&r>» correspond tOIEXT
MENU ITEM. AW Correspond t@HANGE >ITEM<
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Activate

Activate

the options.

Activate EXIT
when you see
the Accept-
ance time you
want.

NEXT MENU ITEM MENU
to step through 1| |TEM
the menu items.

CHANGE >ITEM<|cHANGE
to step through 1 SITEM<

Remove keyguard and overlay. Turn the
On. Open the SELECT TECH menu.
E

NEXT

Acceptance Time = >1.0< sec.
Use NEXT MENU ITEM, CHANGE >ITEM< or EX

G

Acceptance Time = >1.2< sec.
Use NEXT MENU ITEM, CHANGE ITEM or EXIT]

H

1] EXIT

Acceptance Time= >2.0< sec.
Use NEXT MENU ITEM, CHANGE ITEM or EXIT

18

ol

= key

. = same key accepted and
after acceptance time has passed.

Default acceptance time
Scanning = .01 second
Headpointing = 1.0

scanned or pointed

H | nt: You can use the Arrow keys on

keyboard to move forward and
the options in this

AV correspond to CHANGE >ITEM<
€-> correspond to NEXT MENU ITEM

Acceptance Time
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Change Acceptance Time in the
SELECTION TECHNIQUE Menu

Summary:

Scanning: how long you must maintain contact with a switch
before the DeltaTalker accepts a location and makes a key
activation. Headpointing: the amount of time it takes
between the time the LED lights up to the time the DeltaTalker
accepts the location and activates the key.

Acceptance Time is the amount of time it takes for the DeltaTalker
to accept a location and activate the key. If you are scanning, the
acceptance time is the amount of time you rmesintain contact

with your switch before the key you have scanned to is accepted. If
you are using the headpointer, acceptance time is the amount of
time it takes between when the LED for the key you pointed to

lights up and when the DeltaTalker beeps that the location has been
activated. The default acceptance time is .01 second for scanning
and 1.0 second for headpointing.

If the default time is too fast or slow for you, you can change the
delay in the Toolbox.

To Change the Acceptance Time:

1. Remove the keyguard and overlay. Turn the Toolbox On.

2. Activate thesSELECT TECHmenu (12).

3. ActivateNEXT MENU ITEM until you see 'Acceptance Time'.

4. Activate CHANGE >ITEM<to see the different acceptance
times. When you come to the one you want to use, activate
EXIT. This sets the acceptance time and closes the menu. (If
you select a high acceptance time, e.g., 5 secondspysiu
maintain contact with key or switch until the key activates.)

Remember that the arrow keys in the Toolbox allow you to move
backward and forward through the options in this menu.

&->correspond tlEXT MENU ITEM. /N correspond t@HANGE
>ITEM<.
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Remove keyguard and overlay. Turn the Toolbox
On. Open the SELECT TECH menul.

E
Activate NEXT — -
NEXT MENU ITEM| MENU Activation Delay = >OFF<

to step through 1 ITEM Use NEXT MENU ITEM, CHANGE ITEM or EXIT
the menu items.

G

Activate
CHANGE >ITEM CHANGE]|| Activation Delay = >ON<
to step through ~ | >/TEM<

. Use NEXT MENU ITEM, CHANGE ITEM or EXIT
the options.
H
i Activation Delay = >ON<
Activate EXIT 1| ExiT y
Use NEXT MENU ITEM, CHANGE ITEM or EXIT

ACTIVATION DELAY = SCANNING SPEED

. The key activated.

. Activation delay timing starts. You
change your mind, decide you want a
different location.

New location selected before
activation delay runs out.

Activation Delay Lets You
Change Your Mind
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Activation Delay Gives You a Chance to
Change Your Mind Before a Key is
Activated

Summary:

With Activation Delay turned On, you can scan to a key, select it
and then change your mind and begin to scan again before the
key is activated. Activation delay is automatically set to your
scanning speed.

Activation Delay gives you a few seconds to change your mind
when you are scanning and have selected a key. When Activation
Delay is turned On you can scan to a key, select it, and then if you
change your mind, you can hit your switch again to keep the key
from being activated.

The default for Activation Delay is Off. When on, the amount of
delay is automatically set at whatever your scanning speed is. If
your scanning speed is set to 1 second (1.0), then once you select a
key you have 1 second in which to change your mind and "de-
select” the key by hitting your switch again. If you open the

SELECT. TECHmMenu and turn Activation Delay Off, any key you
select will be activated with no delay. The tool can only be turned
On or Off.

To ToggleACTIVATION DELAY From Off to On:

1. Remove the keyguard and overlay. Turn on the Toolbox.

2. ActivateSELECT TECHMenu(12). PressNEXT MENU ITEM
until you SeeACTIVATION DELAY = OFF.

3. ActivateCHANGE >ITEM<key (G1)

4. When you se@CTIVATION DELAY = ON, activateeXIT (H1).
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Icon Prediction
® @

|0

Icons that begin messages are lit.
Select an icon.

Possible icons for next selection
are lit. Select an icon.

Activate the icon that is lit.

DeltaTalker speaks the message.

Icon prediction works the same way
whether there are two or three icons
in a sequence.

Icon Prediction
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More Set-Up Options:

Icon Prediction Shows Where You Have
Messages Stored

Summary:
When Icon Prediction is ON, LEDs light for the first icon in every
sequence you have stored.

If you have stored a message or two, you have probably noticed
that some LEDs on the keyboard remain lit even if you aren't
scanning or pressing them. These lights are telling you that their
particular keys are possible selections for messages. In this way
Icon Prediction helps you to remember where you have messages
stored. Icon PredictioaN is the default.

For example, let's say you have the message, "Leave me alone!"
PNy

W/ \“ﬁ
stored under the icons\?&“ (SENTENCE) v (YOU).
\%/

The LED for the icon™ is lit. If you activate this icon, the
PNy 0

LED for ve lights. Activates and the message is spoken.

Before you select any keys, all the icons that begin icon sequences
where messages are stored are lit. Once you activate a key, only
those icons which are possible selections for the next icon in a
sequence are lit. When you select one of these keys, only the icons
which are possible selections for the third icon in a sequence are lit
(this is usually onlpneicon). Once the last icon in a sequence is
selected, the message is spoken and Icon Prediction lights all the
icons that begin icon sequences where messages are stored.

To turn Icon Prediction Off: Remove the keyguard and overlay.
Turn the Toolbox On in the Control Panel. Activate the
FEEDBACKmenu key (H2). Activat®§EXT MENU ITEM until you

see 'lcon Prediction’. The defaulos. ActivateCHANGE >ITEM<

to toggle toOFF. Activate theeXIT key to exit the menu.

SETTING UP
89



Predictive Selection

If you select this key—
it will not work and nothing will

happen. Only lighted keys
will work.

With Predictive Selection On,
when you select a key that is
not lit, the key will not work.

Predictive Selection helps you
to make correct selections.

Predictive Selection works for
all selection techniques.

Predictive Selection
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Predictive Selection Lets You Scan Only
to Where Messages Are Stored or Lets
You Select Only Where LEDs are Lit

Summary:
When this is turned On, only those keys where messages are
stored are active.

When Predictive Selection is turned On, only keys where messages
are stored are active. This means that if you are scanning and you
activate a key where no message has been stored, the key will not
do anything—it won't even beep or light. Predictive Selection will
not scan locations that are not predicted (lit).

If you turn 'lcon Prediction' On along with 'Predictive Selection’,

the DeltaTalker lights only those icons where messages are stored.
These lighted icons are the only keys on the keyboard that can
produce a response. This means that if you are scanning, the
DeltaTalker scans only the lighted keys. If you are using direct
selection (headpointing or the keyboard) you will only be able to
activate lighted keys. Unlighted keys will not work.

To Turn Predictive Selection On:

1. Remove the keyguard and overlay from the DeltaTalker.

2. Go to the Control Panel and activag ECT. Step torooLs.
Activate theON/OFFside to turn the Toolbox On.

3. ActivatePREDICTIVE SELECTION (D-3)

4. Return to the Control Panel and turn the Toolbox Off (press
SELECT, then theoN/OFFside).

5. Replace the overlay and keyguard.
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H

SAVE

w

Remove keyguard and overlay. Turn the

On. Select the SAVE SETTINGS (H3) loc

CSelect the #1, #2 or #3 SETTINGS key )

SETTINGS
* to save to or select ESCAPE to cancel
|
#1 -
3| SET Select STORE to save settings under
TINGS
P
1| STORE (: :)
H G H | J
AUDIT FEED SELECT
SAVE |__ 2
= 2|PROMPT 2 2| SPEECH
SETTING§ * BAC|‘ TECH‘ *

ation.

2l ouTPUT
.

Any settings you select from the
5 menus above

are saved when you activate
SAVE SETTINGS

Save Settings
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Save Your Set-Up Settings

Summary:

The SAVE SETTINGS key (H3) allows you to set up from 1 to 3
different Selection Techniques and then save the settings for
each under an icon sequence or a single key.

You may want to set up more than one Selection Technique and its
options. Perhaps you use a headpointer in the morning when you
are fresh, but like to use a switch in the afternoon or evening when
you begin to tire. You can save the settings for up to three
different Selection Technique set-ups.

The keys associated with saving settings keys are at locations H3,
13, J3 and K3. TheAVE SETTINGSkey has a small diamond in the
lower right corner of the key. TheJDIT PROMPT, FEEDBACK,

SELECT TECH SPEECH andouTPUTmenus also have small
diamonds in their lower right corner&ny options you choose

from these 5 menus are saved when you activateate SETTINGS
key and then activate one of the 3 settings location keys.

To Save Settings:
1. ActivateSAVE SETTINGS(H3). You see,

"Select the #1, #2 or #3=TTINGSkey

to save or sele@sCAPEto cancel.”
2. Select the settings key you want to use, e.g., #1.
3. You see:

"SelectSTOREtO save settings under #1

or selecescapPEto cancel."
4. SelectsSTORE

You see a blank screen. The settings are saved.

ONote:
If you want to change from one setting to another during the dpy,
you should store both settings on your overlay . See page 151 to
find out how to do this.
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ONote
For Information about Storing

Infrared (IR) Commands,

see the Chapter:

Connecting to and Using Other

Devices
beginning on page 211
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Storing Messages

What is the Difference Between Digitized Speech

and Synthesized SPeech?. ... 97..
About theSPELL/MINSPEAK TOO..........cccccooiiiiiiiniicciicicns 99.
Before You Begin t0 StOre ... 101
Store Messages in Digitized (Recorded) Speech............ 103
Erase the Recorded MESSAgEe. ... 105
Store a Synthesized (Text-to-Speech) Message................... 107
Edit a Synthesized MeSSaAQGE.............ccooniiccreeeciiins 109
Erase a Synthesized MeSSage. ... 111
Some Helpful Storing HiNtS...........cccooooooooiiiiissess 113
When One Sequence Hides Another Sequence............... 115
Storing and Retrieving Messages in 8 and 32 Locations....117
About 1 and 2 1coN TREMES........cccoooorrvvvvveciieieeeeeceeeceeeeeeeeeee s 119
USINGINSERT TOOLO Store TOOIS..........cccccoooiiiiiiiie 121
StoringTHEME Tools With or Without Theme Icons................. 123
Storing the 1coN THEME Tool Under an Icon Sequence......125
Using the ICON THEMETOOL ... 127
EXItING @ TREME ..o 129.
REVIEW YOUr MESSAQES...........ooooovvvvvvveeiiiiiiisssssssseeeeesessssssssesions 131
Erase the Contents of the DeltaTalker..............ccocooviiieen. 133
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Hi, how
are you?

\ J

Digitized Speech = A person speaks
messages into the microphone. The
DeltaTalker records the messages.

A computer chip

inside the
P DeltaTalker
)
& worde o
Wi |
QJ& ( [ © h speech
<
w>
\. J

Synthesized Speech = use the keyboard
to type messages into the DeltaTalker.
The DeltaTalker turns the messages into
speech.

Digitized or Synthesized Speech
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Store Digitized (Recorded) or Synthesized
(Text-to-Speech) Messages

Summary:

Digitized = messages that someone has stored by speaking into
the DeltaTalker's microphone.

Synthesized = messages that are typed into the DeltaTalker
which the DeltaTalker then translates into its own speech.

The DeltaTalker allows you to store messages in two different
kinds of speech—digitized or synthesizddigitized speechis

speech that someone else has recorded into the DeltaTalker, just
like recording something into a tape recordsynthesized speech

is speech that the DeltaTalker itself produces from words that are
typed into it. Each time you store a message you can select which
kind of speech you want to use.

Synthesized speech for a DeltaTalker that has been manufactured
for English-speaking countries offers ten different DECtalk

voices. Synthesized speech for a DeltaTalker that is manufactured
for non-English-speaking countries, offers four different Infévox
voices.

If you record messages, make sure the person doing the recording
is a good representative of the person who is using the DeltaTalker.
If the DeltaTalker user is an 8 year old boy, have an 8 year old boy
(preferably one who is not a close friend or family member) do the
recording. Remember the DeltaTalker is\ib&eof the person

using it.

You will probably store most messagesymthesized speech

This is the best way to become familiar with Minspeak and to
increase language abilities. But it is fun to use recorded speech for
things like clapping, laughter, singing and various human sound
effects that don't sound natural when they are reproduced in
synthesized speech. There is enough digitized memory in the
DeltaTalker to record approximately 2.5 minutes of digitized
messages.
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DIGIT. SYNTH.

MEM.FULLO o QOMEM. FULL
CONTROLO 7, @ MINSPK
-

CAPISHFTO o O1 ICON
32L0cO § O2 ICON
<

gLoCc O QTooLS

|
Y VIEW ANGLE A Y sPkvoL A

When you are in MINSPEAK the MINSPK
LED in the Control Panel is lit. You can
activate icons to recall messages.

2y | live on Hickory Lane.
L
DIGIT. SYNTH.
MEM.FULLO 1 OMEM. FULL
CONTROLO g OMINSPK
-

CAP/SHIFTOQ o O1 ICON
32L0C QO g O2 ICON
gLOC O < QTo0LS
| | )

VVIEWANGLEA SPKVOL R

When you are in SPELLING the MINSPK
LED in the control Panel is out. You
can now spell words on the display. :

near the city park

The sPELL/MINSPEAK Tool
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About the sPELL/MINSPEAK Tool

Summary:
MINSPEAK allows you to retrieve messages by activating icons.
SPELL allows you to type messages into the DeltaTalker.

In the Toolbox there is a key labelsBELL/MINSPK (L1). If you

are using the QWERTY overlagPELL/MNSPKIs also on it. When

you are selecting icons to store messages or to speak the messages
you have stored, you areNMINSPEAK. When you are putting text

on the display, either by typing or scanning, yOUS®ELLING.

In the Control Panel you can see an LED witRSPK printed

beside it. When you are using Minspeak, the LED on the Control
Panel is lit. When you are Spelling, the light on the Control Panel
goesout

Minspeak is the quickest way to communicate—you just activate
the icons you want and the DeltaTalker speaks your messages.
Spelling takes longer, but is sometimes necessary. When you are
in Minspeak and want to start to spell, activatediheLL/MINSPK

key until the LED goes out. Activate it again to return to
Minspeak. The light comes on to remind you that you are in
Minspeak. (When 'Auto Spell' is On the DeltaTalker automatically
switches you from Minspeak to Spelling and then back to
Minspeak. See page 161 for information about "Auto Spell.")
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Before you begin P
to store messages:

PLAN

MESSAGES , ICON SEQUENCES
Plan Select
messages which are icon sequences for
necessary each message which
useful help you to remember
fun the message.
Write them Write them
Examples: Examples:
Help!. MEDICAL VERB
What?. ? WORD ? WORD
Surprise! INTERJ RAINBOW
Select STANDARD or EXTENDED SPEECH

Plan Before You Begin to Store
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Before You Begin to Store, Know What
You Want to Say
You can store words, phrases and sentences into the DeltaTalker's

memory. You can store messages under an icon sequence of up to
8 icons or under a single key.

Before you store, plan out the messagdthe icon sequence or

key you want to use. This helps you to store messages faster and,
if you are recording, keeps you from holding HEECORDbutton

down while you think about what you want to say. The longer you
hold theRECORDbutton down without recording anything, the

more memory space you waste.

When yourecorda message direct your voice toward the
microphone in the Control Panel. When you record you will notice
that some of the LEDs in the Status Panel light up. These lights act
as amaudio levelfor your recording. When you begin recording,
two LEDs at the bottom of the column light. If you are recording
well, LEDs light up in the middle of the column. If you are
speaking too loudly, two LEDs at the top of the column light. If
only the two LEDs at the bottom of the column are visible, you are
speaking too softly. The best recording will have the two bottom
LEDs and some of the middle LEDs lit at the same time. If no
LEDs in the middle of the column light during recording, you may
want to re-record the message.

You can connect an external microphone toMteconnector on

the back of the DeltaTalker. PRC makes a remote microphone that
fits the DeltaTalker's connector. You can also go to an electronic
equipment store and ask for a remote microphone that will fit a 3.5
millimeter mono jack.
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5 Activate STORE
again  oyopc
o

6 Press and hold down
RECORD

1 Activate RECORD
RECORD

A G
2 If you want text to

appear on the display,
type it in now.

@ RECORD
D

7 Speak the message
into the microphone

"I live on
Hickory Lane."

8 Release RECORD
as soon as you have
finished speaking.

RECORD

OC__ )

3 Activate STORE

STORE

o

4 Select icons to
store message
under ‘

ESCAPE
C) (Control Panel) (Toolbox)

ESCAPE can be used
at any time
tostop the storing process.

Store Recorded (Digitized) Speech
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Store Your Message in Digitized
(Recorded) Speech

Summary:

SelectRECORDIN the Control Panel. SelestORE. Activate the
icon sequence to store message under. Satese Press and
hold theRECORDKey while you speak the message. Release the
RECORDkey when you end the message.

To Store a Digitized Message:

1. Open the Control Panel and selectRBEeoRrDkey (the LED
will light).

2. Spell any text you want to show on the display. When you
have finished entering the text, selsTORE If you don't want
any text on the display, jusélectSTOREwWithout typing
anything.

3. Select the icon sequence you want to store the message under.

3a. If the sequence you have chosen is already used, you will see,
"Sequence used! Sel&rASEto replace [the old message
with the new one]sTOREto choose new icons [for the new
message], OESCAPE[to escape from storage so you can start
over].

4. SelectSTOREagain.

5. Press antold downtheRECORDbutton and speak the message
into the microphone. Release ®ECORDbutton as soon as
you have finished speaking.

When recording messages, speak directly into the microphone in
the Control Panel. You may want to bring the DeltaTalker up near
your mouth before you begin to record (hold the DeltaTalker in one
hand and pressEcoRDwith the other). Speak louder than you
would normally. Speak clearly. Watch thebio LEVEL LEDs.
Remember that you want to see some LEDs in the middle of the
column lighting while you are recording. If only the bottom two
LEDs light, you are speaking too softly.

We suggest you practice a few times until you find a comfortable
voice level that sounds clear when it is replayed.
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Control Panel

1 Activate ERASE 4 The display shows:
Erase INTERJ JUMP?
ERASE .
C N — wd
2 Select icon 5 Activate ERASE again
to be erased
= ERASE
@< ol
3 Activate ERASE 6 The message is
ERASE erased.
[

/ESCAPE Control A
[ (Contr ESCAPE | (Toolbox)

ESCAPEcan be used
at any time
to stop the storing process.

Erase Recorded (Digitized) Speech
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Erase Recorded Messages

Summary:
Select ERASE. Select the icon sequence. Select ERASE. Select
ERASE again.

At some point you will want to erase some messages. The
DeltaTalker's memory may become full (the LED in the Control
Panel next toIGIT. MEM. FULL will light) and you will have to

erase some messages before you can record any new ones. Or
perhaps some messages simply become out-of-date and you want
to replace them.

To erase a message, choaeasefrom the Control Panel or the
ERASEkey (P3) from the Toolbox.

To Erase a Message from the DeltaTalker:

1. SelecerRAsEfrom the Control Panel or turn the Toolbox On
and select therRASEkey (P3).

2. Select the icon sequence you want to erase.

3. SelecerASE

4. The icons you chose are displayed. Se&lroSEto erase the
message. If you stored text with the recorded message, it will
also be erased.

4a. If you change your mind and decide not to erase the message,
selecteSCAPEiIn the Control Panel @&sCAPEin the Toolbox
to exit without changing anything.

ONote:
You cannot edit a recorded message.

If you want to change a recorded message,
erase it first and then re-record it.

To learn how to erase the entire contents of the DeltaTalker, see
page 133, "Zorro the DeltaTalker".
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Control Panel

ERASE
o L[]
RECORD

]

EDIT

1

STORE

1

4

Activate STORE Select icon
° STORE ;}g@ (Pg
1 I
2 Type in the S If the sequence is
you want to store already being used,
choose one of the
Gross!

options on the

3 Activate STORE
STORE

oL |

6 Activate STORE again
STORE

O ]

storing process.

The ESCAPE key in the Control Panel or
Toolbox can be used at any time

stop the

A GOOD HABIT

When you type in a message to store, end it with
punctuation mark and two spaces; then

Store a Synthesized Message
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Store a Synthesized Message

Summary:

Select STORE in the Control Panel or the Toolbox. Spell in any
message you want to be spoken. Select STORE. Activate the icon
sequence you want to use to store the message. Select STORE.

A synthesized message is one you type into the DeltaTalker and
store under an icon sequence. When you activate the icons the
DeltaTalker speaks your message in whatever voice you have
chosen to use. The message is also shown on the display screen.

To Store a Synthesized Message:

1. SelecSTORE

2. Type in (spell) the message you want to store.

3. SelecSTORE

4. Select the icons you want to use for the sequence.

4a. If the sequence you choose is already used, the display

shows:

Sequence used! Sel&rASEtO replaceSTOREto choose
new icons, OESCAPE

You can replace the old message with your new one, choose
new icons for the new message by activaimgrE or
activateESCAPEto start over.

5. ActivateSTORE

To speak your message, just activate the icons you chose in step 4.

A Good Habit

When you type in messages to store, get in the habit of endingy each
message with a punctuation mark and then a space (or two spaces
if you follow typing rules). Individual words should also be
followed by a space.

If you want to store a tool with your text, you must IN&ERT
TooL in the Toolbox. See page 121 and 143 for information about
USINgINSERT TOOLand combining tools and text.
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ERASE

o[

RECORD
Control

Panel

1 Activate EDIT
EDIT

® [ |

2 Selecticon

i n

3 Activate STORE
STORE

o[ |

4 Edit message on
the display

5 Activate STORE again
STORE

Edit a Synthesized Message
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Edit a Synthesized Message

Summary:

Activate the EDIT key in the Control Panel or Toolbox. Select the
icon sequence for the message you want to change, then select
STORE. Edit the message, select STORE.

You can edit any message you have stored into the DeltaTalker.

To Edit a Synthesized Message:

1. ActivateeDIT in the Control Panel or the Toolbox.

2. Select the icon sequence that you want to edit.

3. ActivateSTORE

4. Edit the text on the display screen. You can use the arrows,
DELETE WORDandDELETE CHAR.to help you change the
message.

5. When you are finished editing, selsTORE

Also see the explanation for thelARACTER/WORDtoOI on page
199.

O Note:

TheEDIT tool can also be used to erase a message. Adtivate
clear the display and then seleTORE
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ERASE

o[ |

RECORD

O[]

EDIT

1]

STORE

Control Panel

1 Activate ERASE 4 The display shows:
Erase INTERJ JUMP?
ERASE .
2 — e
2 Select icon 5 Activate ERASE again
sequence
to be erased ERASE
S L J
/i,\\\ ( ,
3 Activate ERASE 6 The message is
ERASE erased.
O |

(" Escape (Control )
] &on ESCAPE | (Toolbox)

ESCAPE can be used
at any time
\_ to stop the storing process. 4

Erase a Synthesized Message
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Erase a Synthesized Message

Summary:

Activate ERASE in the Control Panel or on your Toolbox overlay.
Choose the icon sequence you want to erase and select ERASE
again. Select ESCAPE (or ESCAPE) to exit before anything is erased.

At some point you will want to erase some messages. The
DeltaTalker's memory may become full (the LED in the Control
Panel next t@sYNTH. MEM. FULL will light) and you will have to

erase some messages before you can store any new ones. Or
perhaps some messages simply become out-of-date and you want
to replace them.

To erase a message you can presgmasE button in the control
Panel or th&rAsEkey (P3) in the Toolbox.

To Erase a Synthesized Message:

1. SelecerRAsEfrom the Control Panel, or turn the Toolbox On
and seleceRASEfrom the Toolbox.

2. Select the icon sequence you want to erase.

3. SeleckeERrASEagain to tell the DeltaTalker you have finished
selecting icons.

4. The DeltaTalker displays the icon names and asks if you want
to erase that message. To complete erasing, acHRARE
again. If you change your mind, activ&®&CAPEIn the
Control Panel oEsCAPEin the Toolbox.

ONote;

TheEDIT tool can also be used to erase a message. Adtivate
clear the display and then seleTORE

To learn how to erase the entire contents of the DeltaTalker, see
page 133zORRO the DeltaTalker).
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Read the Helpful Hints
on the facing page.

Helpful Hints
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Some Helpful Hints

Fast, EasyRecording

1. Open the Control Panel.

2. PresRECORD

3. PressTORE.

4. Select an icon sequence.

5. PressTORE

6. Press and holRECORDWhile speaking your message.
Releas&RECORDWhen you have finished message.

Storing this way means that there is no text on the display. Also
you are recording, not using one of the DeltaTalker's voices.

When you are storing, editing or erasing you can actB&tarPE
in the Control Panel a&gscAPEin the Toolbox at any time to exit
any procedure.

If you want to keep a location free on your overlay, Es@ for
both editing and erasing messages with synthesized speech.

When you store individual words, always store them with a space
after the word. Always store messages with punctuation and two
spaces at the end of the message.

Using commas in messages adds a pause when the message is
spoken and helps to make the message easy to understand.

When you are storing a message, actisgeAK DISPLAY to hear
how the message sounds. This keeps you from having to make
corrections later.

When you are storing, editing or erasing, the DeltaTalker
automatically switches to the Unity overlay to allow you to activate
the icons you want, then returns to the Toolbox.
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When an icon sequence for one message
is also the beginning of an icon sequence
for another message,
you must tell the DeltaTalker
which message to speak:

ICON SEQUENCES MESSAGES

‘%{ Not!
%{ @ | don't like that!

To hear the FIRST message, press: %ﬁ twice:

WY

When a Message is 'Hidden,’
Tell the DeltaTalker which Message
to Speak
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When a Longer Icon Sequence Hides a
Shorter Sequence, Select the Last Icon in
the Shorter Sequence Twice to Hear the
Message

Summary:

If an icon sequence for one message is also the beginning of a
sequence for another stored message, select the last icon in the
shorter sequence twice.

Once a message is stored into the DeltaTalker, you can speak it at
any time by selecting the icon sequence (or single icon) that it was
stored under. However, if an icon sequence for one stored message
also happens to be theginning of a sequence for a different

stored message, the AlphaTalker Il cannot be sure which message
you want to speak. For example, suppose you have the message

"Not!" stored under the* (KNOT) icon. And suppose you stored
the message, "l don't like that." under (KNOT APPLE). When
you activate” , the AlphaTalker Il does not know whether you
want to speak the message stored urderr or whether you want
to addappPLE and speak the message, "l don't like that.”

In cases like this when you want to speaksihertersequence,
activate the last icotwice—in this case® = . If you use Icon
Prediction (see padt9-91) the” iconis lit. If you activate
once, the light stays lit and the icon lights. You can then select
either message by activatiﬁﬁ again or by activating@ .

Slmportant Note: We recommend that you tnot to mask
messages!
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Remove keyguard and overlay.
Turn the Toolbox On. Open
the CHOOSE OVERLAY menu.

F

CHOOSE Keyboard Size = >128<

OVERLAY  |Use NEXT MENU ITEM, CHANGE ITEM or EXIT

N

Activate

CHANGE >ITEM<
to step through | yse NEXT MENU ITEM, CHANGE ITEM or EXIT
the options.

Keyboard Size = >32<

Activate EXIT when you see the keyboard size you want to use.
The LED in the Control Panel lights next to 32 or 8.

_ B D
el [P [ [
add

32 Location

®
B-1| C-1| D-1

® ®
A-2| B-2| C-2| D-2

8 Location

You can press anywhere on each
key in 8 or 32 location when you
store or recall messages.

Storing and Recalling Messages
In 8 or 32 Locations
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Store and Retrieve Messages in 32 or 8
Locations

Summary:

Turn the Toolbox On. Open the CHOOSE OVERLAY menu (F2).
Activate CHANGE MENU ITEM until the keyboard size you want is
on the display. Activate EXIT.

To store in 8 or 32 locations, you must select the correct keyboard
from theCHOOSE OVERLAYmMenu. When you are in 32 location

you cannot speak messages stored in 8 or 128 locations and vice-
versa. Once you select 8 or 32 locations fronCH@OSE

OVERLAY menu, storing and retrieving messages is the same as in
128 locations. (For more information about the 8 and 32 location
keyboards, see pages 53-55.)

When you are in 8 or 32 locations you can peegsof the keys in
each of the blocks that make up the larger single key. In order to
store or speak in 32 or 8 locations you must be in the 32 or 8
location keyboard layout. -

To Change to Keyborad Layout:
1. Turn on the Toolbox and activatelOOSE OVERLAY(F2).
Activate NEXT MENU ITEM.
2. ActivateCHANGE >ITEM< until you see the keyboard you want
to use on the display.
When you activateHANGE >ITEM< you will see
PLEASE WAIT...
Then you should see the next keyboard size.
3. ActivateExXIT when you see the keyboard size you want.

If you have never used the keyboard you just selected, the display
screen may be dark. Turn the Backlight On inRBEDBACK
menu. (SesAVE SETTINGS, page 93, 151.)

If you ordered the 8 or 32 Location kit, you should put the correct
keypad, overlay and keyguard on the keyboard. When you are in
or 32Loc the LED for that location lights in the Control Panel.
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1 ICON THEME

INTERJ
"Interrjections-short fun
Message Icon Sequence
Hello g
Ouch =99
Surprise % 4/713
INTERJ é\/\\’/
2 ICON THEME
APzLE
"food related words"
Message

Icon Sequence

apple @ @ @
pear @ @
salad @ @ \%J?j

1 and 2 Icon Themes
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About Themes

Summary:

"Theme" tells the DeltaTalker to automatically "hold down" the
same first icon or first two icons for any sequences you enter
into the theme.

With Minspeak you can organize vocabulary (words, phrases and
sentences) by category, topic or situation. This helps you
remember where messages are stored. You are also building strong
language skills because you are learning to categorize, store and
recall vocabulary.

"interjection”. Short, fun words and phrases can be stored using

INTERJ plus one other icons-and®  can represent the word
"Ouch." The graphic on the facing page shows you an

"Interjection” category. To add new words to this category, you
would store them using theNTERJicon for yourfirst icon. This

helps you remember that each message is an interjection word. The
second icon you use can help you remember the specific word or
phrase.

A 11CON THEME makes this kind of storing easy. In the Control
Panel press theiCON side of thel ICON/2ICON key. Activate the
icon on your overlay that you want to use for the theme. In our
example, the theme, @rst icon, iISINTERJ. Once you select
INTERJ as your theme icon, you don't have to select it again. As
long as you remain in your theme, you only have to activate the
secondcon to store or retrieve messages.

A 2 ICON THEME works the same way. Any messages you store in
a2 IcoN THEMEwill all have the same first two icons. You select
the third icon in the sequence.
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Toolbox Custom Overlay
Copy THEME tools to your custom overlay

INSERT ICON

STOREI + 1'rooL| + | 7iEme

Always store tools by activating

INSERT

STORE| + | 7000

and then by activating the tool you want to store.

O Note:

All tools and menus are always available in the Toolbox.

When you "move" a tool from the Toolbox to your Custom
Overlay the DeltaTalker only copies the tool and moves the
copy to the Custom Overlay. The original tool remains in
the Toolbox.

UseINSERT TOOLto Store Tools
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About Using INSERT TooL When You
Store Tools on Your Unity overlay

Summary:
Add 1 ICON THEME, 2 ICON THEME and EXIT THEME to your Unity
overlay. Use STORE and INSERT TOOL to store the tools.

The easiest way to use themes is to move the differ@EME tools

(1 ICON THEME, 2 ICON THEME andeXIT THEME) from the Toolbox

and to store them on your Unity overlay. When you 'move' a tool
from the Toolbox to your Unity overlay you are realbpyingthe

tool and storing it on your Unity overlay. You can add tools to

keys on your Unity overlay or you can store them under icon
sequences. We will discuss storing a tool under an icon sequence.

Tools actually tell the DeltaTalker tito something. If you go to
the Toolbox and activatePEAK DISPLAY, the DeltaTalker will
speak whatever is on the display. If you activateoN THEME,
the DeltaTalker will ask you to select an icon for the theme.

Before you move a tool from the Toolbox to your Unity overlay,
you must tell the DeltaTalker that you don't want illdowvhat the
tool says, you just want toovethe tool. If you activate a tool in
the Toolbox without telling the DeltaTalker that you want to move
the tool to your Unity overlay, the DeltaTalker will assume you
want it to do whatever the tool calls for. To tell the DeltaTalker
that you want tanovethe tool to your Unity overlayou must

first activate STORE, then activateINSERT TOOL (O1) and then
activate the tool you want to moveYou only USENSERT TOOL
when you are storing a tool to a key or an icon sequence. Once a
tool is stored on your Unity overlay it will perform its assignment

just like it does in the Toolbox. (Page 143 also talks about using
INSERT TOOL.)

ONote:
There are a number of ways to move tools from the Toolbox tg
your Unity overlay. Pages 137-151 in thersonalize Your
Overlaychapter describe other ways to move tools
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Toolbox Custom

1 2
EXIT ICON | | ICON
THEME| [rHEME| [THEME

Move THEMEtools to youroverlay
and assign them to a key or store
them under an icon sequence.

You can store aTHEME tool
with a theme icon

For example: STORE

IC%)N +theme icon 1 =y=
=] ICON 75

THEME from overlay THEME| Fia
stored

When you activate ICON THEME
you will automatically be in
your theme

Or you can store THEME tool
without a theme

For example: STORE

1 1
ICON |(alone) = [ icoN
THEME THEME

stored

When you activatel ICON THEME
you select any theme icon you want
to use for a theme.

StoringTHEME Tools With or Without
a Theme Icon
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Storing aTHEME Tool With or Without a
Theme Icon

Summary:

When you store the 1 or 2 ICON THEME tool on your Unity overlay
you can choose to store it with a theme icon or without a theme
icon.

When you move aHEME tool to your Unity overlay you can

choose to store the tool by itself. This means that you do not select
a theme icon to go with the tool. Or you can choose to store the
THEME tool with a theme icon.

If you choose to store thelCON THEME Or 2 ICON THEME toolsby
themselveghen whenever you select them from your overlay, the
DeltaTalker will ask you to select the icon (s) that you want to use
for the Theme. This means that any time you select the 1Ican2
THEME tool you can pick whatever icon you want for your theme.

If you decideto choose a theme icaa store with the ICON

THEME or 2 ICON THEMEtools, then whenever you select them, the
DeltaTalker will automatically put you in the theme that you stored
with theTHEME tool. This means that any time you selectitbe

2 ICON THEME tool you will always be in the theme that you
selected when you stored the tool.

Remember, you can assigm#EME tool (with an icon or without

one) to a key or you can store the tool under an icon sequence. If
you decide to store tieHEME tool under an icon sequence, you

end the storage process by selecting an icon sequence to store the
THEME under.

The next page gives you an example of storing tlk®N THEME
tool with a theme icon and without a theme icon. You will store
the tool under an icon sequence.
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| Remove keyguard and
R Turn Toolbox

STORE | Activate STORE
INSERT .
TooL | Activate INSERT TOOL
|c%) \ Activate THEME tool
HEME (1 or 2ICON or EXIT THEME)
OPTION# 1
=y= Activate any icon you
N want as a theme
sTore| Activate STORE
OPTION # 2
STORE Activate STORE on
your Custom
This allows the user to select a theme icon each time

Select an icon sequence =3 \y
to store the THEME tool
under

STORE

Store therHEME Tool Under an

Activate STORE

lcon Sequence
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Storing the 1 iIcoN THEME Tool Under an
Icon Sequence On Your Overlay

Summary:
An example of storing 1 ICON THEME with a theme icon and
without a theme icon.

Storing 1 ICON THEME Under an Icon Sequence on your
Overlay:

First, think of an icon sequence to stoneoN THEME under.
HAMMER (tools) and30OK (story) might be a good sequence.

1. Remove the keyguard and overlay. Turn the Toolbox On in the
Control Panel. TheooLs light will light.

2. ActivatesTOREeither in the Control Panel or the Toolbox.

3. ActivateINSERT TOOL(O1) in the Toolbox.

4. Activatel ICON THEME

Slmportant: At this point the DeltaTalker switches you from the

Toolbox to youroverlay. If you want to select a theme icon to go

with the1 ICON THEME, you must select it from the Unity overlay

now. If you do not want to use a theme icon, se&cREnow. If

STORES not on your Unity overlay, you must go to the Control

Panel and select th&TOREKey.

5. If you want to select a theme iconstorewith 1 ICON THEME
select the icon that you want to use for the theme from your
overlay (see note above) If you select the i09TERJ, you
see: <I-ICON THEME (INTERJ)>.

5a.If youdo notwant to store a theme icon with the keglect
STORE(See note above.) You S€RICON-THEME>

6. SelectSTORE

7. Select an icon sequence to storeON THEME under.

8. SelecSTORE

1 ICON THEMEIs now stored under a sequence. When you activate
this sequence, you will be in a 1 Icon Theme or you will be
prompted to choose the icon you want to use to set the theme.
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OPTION #1
T ||

When THEME key has been icon | F¥
. /i
stored with a theme THEME | P

- =¥ | Activate sequence you

7

' | stored THEME key under

See on the display:

INTERJ:

The colon (:) after the icon name means

are in your theme.

You can now store messages in the theme or
retrieve messages in the theme if they are
already stored.

OPTION # 2
When THEME key has been| &
stored alone THEME

Activate sequence you
stored THEME key under | =

See on the display:

Select icon for 1-icon

=¥= | Activate the icon you want to
@l | for the theme

INTERJ

The colon (:) after the icon name means

are in your theme.

You can now store messages in the theme or
retrieve messages in the theme if they are
already stored.

Using1 or 2 ICON THEME
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Using the1 iIcCON THEME Tool

Summary:

Activate the sequence you stored the tool under. Either pick an
icon to use for the theme or begin storing/retrieving using the
theme icon you stored with the tool.

If You Did Not Store a Theme Icon with the Tool

Activate the icon sequence you storedth@oN THEME tool

under. The display asks you to pick an icon for your theme. Select
the icon you want to use. On the bottom line of the display you see
the name of the icon you just selected to use as your theme. You
may now begin to store or retrieve messages under this theme.

If You Stored a Theme Icon with theTHEME Tool

Activate the icon sequence you stored the theme under. On the
bottom line of the display you see the name of the theme icon you
stored with the theme tool. You may now begin to store or retrieve
messages under this theme.

Storing and Retrieving Messages in a Theme

When you are in a theme, the DeltaTalker automatically selects the
theme icon as thiérst icon in every sequence you select. You
simply select the second, etc., icons that you want in your
sequence. Once you have messages stored under your theme,
retrieve them by activating theaCON THEME sequence and then
selecting any keys that have LEDs that are lit (Icon Prediction).
These lighted keys are part of the sequences that are stored under
your theme icon. (See pages 89-91 for information about Icon
Prediction and Predictive Selection.)

SWhen you are storing or retrieving messages in a theme, the
LED next to1 or 2 ICON THEMEIN the Control Panel lights to
remind you that you are in a theme.
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1 2
8 Tﬁé'l\;E ICON ICON
THEME || THEME

To temporarily exit a theme
(for one message only) ,
activate EXIT THEME once.

L L
8 EXIT 8 EXIT
THEME THEME

To permanently
exit a theme,
activate EXIT THEME twice.

Exit Theme
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Activate EXIT THEME Onceto Exit a
Theme Temporarily; Activate EXIT
THEME Twiceto Exit a Theme
Permanently

Summary:

Activate EXIT THEME once to leave a theme so that you can
activate a sequence outside your theme and then return to the
theme. Activate EXIT THEME twice to remove yourself completely
from the theme.

Maybe you are in youFAMILY theme, talking to your friends.
Someone asks you where you want to eat lunch. You want to
respond "at the corner deli" but that response isn't part of your
‘family’ theme. Luckily, the DeltaTalker allows you to move
outside your theme forgingle messagand then it automatically
returns you to your theme.

PressEXIT THEME onceto temporarily exit the current theme for
one sequence activation. When the message is completed, the
DeltaTalker automatically returns to the theme you were using.

If you want to go on and have a discussion about restaurants and
not return to th&eAMILY theme at all, you can preBsIT THEME

twice This cancels your theme and you are free to talk about
anything you want to.

% Remember:

To Temporarily Exit a theme for a single message
pressEXIT THEME once
To Permanently Exit a themeressEXIT THEME twice

If you are in a theme, the LEDs in the Status Panel nexiioN
THEME or 2 ICON THEMEWiIll be lit. (Always check here first if
you have trouble storing or retrieving messages. You may haje
forgotten you were in a theme and need to exit it before you cpn
use the DeltaTalker the way you want to.)
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Remove keyguard and overlay.
Turn the Toolbox On.

REVIEW [ Activate REVIEW VOCAB in the Toolbox.
VOCAB

N

chancel | View = >ALL MESSAGES<
>ITEM< Choose specific Icon

NEXT : _
MENU Review t0 = >DISPLAY <

ITEM Use NEXT MENU ITEM , CHANGE ITEM or EXIT

ug&] Review Method = >SAUTOMATIC SCAN<
ITEM Use NEXT MENU ITEM ,CHANGE ITEM or EXIT

NEXT REVIEW MEMORY NOW = >NO<
MENU

ITEM Use NEXT MENU ITEM ,CHANGE ITEM or EXIT

To start review activate CHANGE> ITEM<

cHANGE| | SEQUENCE: APPLE NOUN
>ITEM< | | CONTAINS: fruit

Activate ESCAPE to quit reviewing at any time.

Review Your Messages
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Review Your Messages

Summary:

Select REVIEW VOCABULARY in the Toolbox. Select to review
messages stored under a specific icon or all the messages you
have stored. Choose to see the review on the display screen, to
have it printed out or to see it on the display and hear it through
the speaker at the same time.

You may want to review the messages that you stored in your
DeltaTalker to find out if there are any messages that are no longer
used with any frequency so you can erase them and store new ones.
Or you might like to have a print-out of all the vocabulary in the
DeltaTalker.

To Review the Messages You Have Stored in the DeltaTalker:

1. Remove the keyguard and overlay, turn the Toolbox On and
then presKEVIEW VOCAB (M2)in the Toolbox.

2. ActivateNEXT MENU ITEM. The first option is to view all the
messages you have stored under a specific icon. If you select
this option, you must activate the specific icon whose messages
you want to see.

If you do not want this option, pressiANGE >ITEM<. This
option allows you to view all the messages you have stored.

3. When you have made a selection in step #2 above, you must
choose whether you want the messages to go to the display
screen, the display screen and speaker or to a printer or
computer.

4. When you have made a selection in #3 above, you must choose
whether you want the DeltaTalker to scan the messages
automatically or whether you want to activate your switch or a
key after each message. This allows you to read (or listen) at
your own speed before moving to the next message.

5. Display shows, Review memory nowrO<. To start the
review, presS€HANGE >ITEM<to changeNO< to >YES<.

6. If you need to interrupt the review, selestAPEfrom the
Control Panel at any time or seleotiT.
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To Erase All Vocabulary and
Reset the DeltaTalker's System
(ZORRO)
Remove the keyguard and overlay.
Turn the DeltaTalker On.
Select TOOLS in the control Panel.

Select the MAINTENANCE menu.
2 | MAINT. System Lock = >OFF<

Use NEXT MENU ITEM, CHANGE ITEM or EXIT

NEXT

MENU Sel .

Tou | Select NEXT MENU ITEM twice

NEXT ERASE ALL VOCABULARY AND RESET SYSTEM = >NO<

'\I/'TEENNLIJ Use NEXT MENU ITEM, PICK >ITEM< or EXIT

Select CHANGE >ITEM<

CHANGE
>ITEM< PLEASE ENTER THE ZORRO PATTERN...
Activate in this order
Al P1 A8 P8 P8 A8 P1 Al
This action cannot be un-done.
Select ERASE to CONFIRM this action
ERASE Erasing all memory. Please wait...

"Zorro" the DeltaTalker
(Erase its entire contents)
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Erase the Entire Contents of the
DeltaTalker by "Zorroing" the Device

Summary:
Use the "Zorro' pattern to erase all the DeltaTalker's memory at
one time. Activate A-1, P-1, A8, P-8, P-8, A8, P-1, A-1. Select ERASE.

You have learned how to erase stored messages one by one from
the DeltaTalker (see pages 105 and 111). If you want to erase all
the messages in the device and you don't have a lot of time (or
patience) for erasing them one by one, you can erase everything in
the DeltaTalker's memory at once by "Zorroing" the device.

When you start the procedure to erase all the memory , you are
asked to enter the "ZORROQO" pattern. This is a special key
sequence. The key sequencaridiie exact order as shoyn

A-1, P-1, A-8, P-8, P-8, A-8, P-1, A-1

When you activate these keys in this particular sequence it
resembles a forward and reverse letter 'Z' so we call it the 'Zorro'
pattern.

To Zorro the DeltaTalker:

1. Remove the keyguard and overlay.

2. Open theMAINTENANCE menu (L2).

3. PressEXT MENU ITEM to see >Erase all vocabulary and reset
system<.

4. ActivateCHANGE >ITEM<.

5. Activate the following keys the order shown A-1 P-1 A-8
P-8 P-8- A-8 P-1 A-1.

6. SelecERASEto confirm.

5. The DeltaTalker will erase all its memory and reset its system to
all the defaults.

<A complete system reset erases all the memory in the Delta-
Talker and returns the system to the original defaults and reloads
the demo vocabulary. To remove the Demo vocabulary, use the
CHOOSE OVERLAYmMenu in the Toolbox and load a blank overlay.
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Personalize Your Overlay
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A B C D

2|RENAME| 2| ASSIGN| 5|ASSIGN | | SWAP
ICON MINSPK SPELL KEY
(O]
1 | INSERT
TOOL

Toolbox Tools for
Personalizing
Your Custom Overlay

Use These Tools to Personalize
Your Overlay
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Personalize Your Overlay

Summary:

Use INSERT TOOL, ASSIGN MINSPEAK , ASSIGN SPELL,

to copy keys from your Toolbox to your overlay. Use
SWAP KEY to move keys around on your Unity overlay.

Your Unity overlay is the overlay that you use the most. It might
be the 128 location QWERTY overlay that came with your
DeltaTalker, or it might be a blank overlay that you have created
yourself. The most important thing about your overlay is that it is
set up to help you to communicate easily, rapidly and
independently.

There are many things you can do to customize, or personalize,
your overlay. If there are icons on your overlay that have no
meaning for you, you can change them or rename them to
something more familiar. If you are using a pre-programmed
overlay (like the QWERTY overlay) you can delete tools or

spelling characters that you never use and add tools and spelling
characters from the Toolbox that are more useful to you. You can
even swap the position of one key with another. You can also
assign tools, spelling characters and instructions for their use under
icon sequences or to specific keys.

O Note:

Before you begin to personalize your overlay,
make sure you have chosen the keyboard size and the overlay
you want from th&HOOSE OVERLAYmMenu

The next few pages explain how to personalize your overlay.
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SPELL MODE
To Assign Spelling Characters

ASSIGN ;
SPELL + spelling character(s)

To Assign Tools

ASSIGN INSERT
SPELL + TOOL + TOOL

To Assign Tools and Text

ASSIGN| 4 |INSERT| 4 spellin
SPELL TOOL oo | + 5P

any text

MINSPEAK MODE
To Assign Spelling Characters

ASSIGN [ 4 .
MINSPK spelling character(s)

To Assign Tools

ASSIGN [ 4 |INSERT | 4

MINSPK TOOL TOOL

To Assign Tools and Text

ASSIGN
MINSPK +

INSERT i
NSER +| 1o0L + spellin

any text

ICON SEQUENCES

sTore| + |INSERT| 4

e et
RENAME ICONS SWAP KEYS
RENAME SWAP
ICON

KEY

Different Ways to Personalize Each Key
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Different Ways to Personalize Keys

If you want to assign something to a key that you can access
while you are inSPELL mode:

To assigrspelling charactersto a key insSPELL mode
UseASSIGN SPELLplus the spelling character(s) that you want to
assign to the key.

To assigrtoolsto a key inSPELL mode:
UseASSIGN SPELLPIUSINSERT TOOLplus the tool you want to
assign to the key.

To assigrtools and text to a key inSPELL mode:
UseASSIGN SPELLplus any spelling characters or instructions
and remember to us®SERT TOOLbefore any tool. You can
assign text and tools in any order.

If you want to assign something to a key that you can access
while you are inMINSPEAK mode:

To assigrspelling charactersto a key inMINSPEAK mode:
UseASSIGN MINSPEAK plus the spelling character(s).

To assigrtoolsto a key inMINSPEAK mode:
UseASSIGN MINSPEAK plUSINSERT TOOL plus the tool you want
to assign.

To assigrtools and textto a key inMINSPEAK mode:
UseASSIGN MINSPEAKplus the text (spelling character and or
instructions) and remember to USSERT TOOLbefore any tool.
You can assign text and tools in any order.

If you want to assign spelling characters, tools or tools and text
to an icon sequence:
UseSTOREplus the spelling characters/instructions and
remember to USRISERT TOOLbefore any tool. You can assign
text and tools in any order.

To change the name an icon that is assigned to a key:
USeRENAME ICON.

To move a key from one location to another location:
USeSWAP KEY.
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Activate:

2

Remove keyguard and
overlay. Turn the Toolbox On.
Activate ASSIGN SPELL

B C

ASSIGN | or ASSIGN
MINSPK 2| sPELL

This example uses ASSIGN SPELL

Select key to view or modify
Spell mode assignment

A
KEY
3| TO
MODIFY

[A3] = <EMPTY>
Use NEXT MENU ITEM, CHANGE ITEM or EXIT

CHANGE
>|ITEM<

Enter [A3] Spell assignment, then STORE

th

[A3] =th
Use NEXT MENU ITEM, CHANGE ITEM or EXIT

Use ESCAPE at any time to stop procedure

Assign Spelling Characters §®eLL Mode

or MINSPEAK Mode
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Assign Spelling Characters to Keys

Summary:

Activate ASSIGN SPELL or ASSIGN MINSPEAK. Activate the key you
want to assign a spelling character to. Activate the spelling
character in the Toolbox.. Activate STORE.

You can assign spelling characters (e.g., a, b, th, ch, etc.) in either
SPELL Or MINSPEAK, or both. If you want to assign characters in
SPELL, activateASSIGN SPELLIn the Toolbox. If you want to

assign characters MINSPEAK, activateASSIGN MINSPKin the
Toolbox.

Decide what spelling characters you want to assign. Decide what

keysyou are going to assign the characterdftark each key on

your overlay with the spelling character that you are assigning to

it.

To Assign a Spelling Character to a Key:

1. Remove the keyguard and overlay. Turn the Toolbox On in
the Control Panel.

2. ActivateASSIGN SPELL(C2) orASSIGN MINSPK(B2).

3. Activate the key you want to assign a spelling character to.

4. The DeltaTalker displays the key. If a spelling character or
icon is already assigned to the key, it is named on the display.
Activate CHANGE >ITEM< to continue, OEXIT to quit.

5. If you activateCHANGE >ITEM, activate the spelling character
in the Toolbox that you want to assign to the key.

6. ActivateSTORE

6a. If you change your mind and decide not to make an
assignment, activalEeSCAPE STORAGHN the Toolboxbefore
you activateSTORE

7. The new spelling character is assigned to the key. It replaces
any other spelling character or icon that might have been
assigned to the key.

To erase a spelling characteractivateAsSIGN SPELL activate the
key you want and then activad€LETE CHARACTEROI DELETE
WORD to erase the character.
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ASSIGN | or | ASSIGN
MINSPK SPELL

+

Key to
assign
tool to

+

INSERT
TOOL

+

Tool you

assign

wantto | e

Tool is
assigned

Always activate INSERT TOOL before
you activate the tool that you
assign to a key or an icon

UseINSERT TooLWhen You Assign a Tool
from the Toolbox to Your Unity overlay

UNote:

All tools and menus are always available in the Toolbox.

When you "move" a tool from the Toolbox to your
Overlay the DeltaTalker copies the tool and moves

copy to the Custom Overlay. The original tool
the Toolbox.
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UseINSERT TOOL to Assign a Tool to a
Key

Summary:

You must activate INSERT TOOL before you activate the tool in the
Toolbox that you want to move to your Unity overlay. See also
page 121 for more information about INSERT TOOL.

You can assign tools from the Toolbox to your overlay. You can
even assign a combination of tools and text to the same key or you
can store tools or tools and text under an icon sequence. To assign
a tool to a key or to store it in a sequence you must usesBRT

TOOL key in the Toolbox.

INSERT TOOL (01)is a helper tool that yooustuse any time you
want to move a tool from the Toolbox. When you n&ERT
TooL you are telling the DeltaTalker tmpya tool in the Toolbox
and assign the copy to the key you have chosen on your Unity
overlay.

Tools tell the DeltaTalker tdo something—IlikeDELETE a
CHARACTER Or turn theSPEAKER VOLUME UP.Even the menu

tools tell the DeltaTalker to do something each time you select an
option. When you activate a tool, something happe®siore you

can move a tool from the Toolbox to your overlay, you must tell
the DeltaTalker that you don't want it to do what the tool says, you
just want it to assign the tool to a key or a sequUeEMNEERT TOOL

tells the DeltaTalker that you want it to assign a specific tool
somewhere, not perform the tool's function.

When you assign a tool from the Toolbox to your overlay, you can
assign it USiN@\SSIGN SPELL ASSIGN MINSPEAKOr you can store it
under an icon sequence. You must always actiMgERT TOOL
beforeyou activatehe tool you want to move.

See page 121-127 for information abmngERT TOOLand
THEMES.
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Remove keyguard and

overlay. Turn the Toolbox On.
Activate ASSIGN SPELL or ASSIGN MINSPEAK.

C c
. _ or
Activate: s|ASSIGN 2| ASSIGN
SPELL MINSPK

The example below uses
ASSIGN MINSPEAK

Select key to view or modify
Minspeak mode assignment

E
KEY
11 710
MODIFY

[E1] = ICON E1
Use NEXT MENU ITEM, CHANGE ITEM or EXIT

CHANGE
>|ITEM<

Enter [E1] Minspeak assignment, then STORE

INSERT + T'BOX
TOOL ON/OFF

<TOOLBOX ON/OFF> (ICON E1 hidden)
Use NEXT MENU ITEM, CHANGE ITEM or EXIT

Use ESCAPE at any time to stop procedure

Assign a Tool iMINSPEAK or SPELLMode
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Assign Tools insPeELL Mode and/or
MINSPEAK Mode

Summary:

Activate ASSIGN MINSPEAK or ASSIGN SPELL. Activate the key you
want to assign the tool to. Activate INSERT TOOL. Activate the
tool in the Toolbox that you want to assign to the key. Activate
STORE. A tool always replaces the icon or spelling character that
was assigned to that key.

When you assign a tool to a key, the tool in the Toolbox is
duplicatedon your Unity overlay, not removed from the Toolbox.
All of the tools are always available in your Toolbox.

To Assign a Tool to a Key:

Remove the keyguard and overlay. Turn the Tootinax
ActivateASSIGN MINSPEAKOr ASSIGN SPELL.

Activate the key where you want to add the tool.

You see the key's current assignment if there is one.
ActivateCHANGE >ITEM<. ActivateINSERT TOOL Activate

the tool from the Toolbox that you want to assign to the key.
ActivateSTORE The key you selected now contains the tool
you assigned to it. This means that whenever you are in the
correct mode, and you activate this key, it will perform the
duties of the tool assigned to it.

7. ActivateEXIT

arwnNPE

o

2SIf you assign a tool to a key MINSPEAK, it replaces the icon for
that key. The explanation below tells you how to restore the icon if
you want to.

To Erase a Tool and Restore the Icon:

1. ActivateASSIGN MINSPEAKIN the Toolbox.

2. Activate the key whose icon you want to restore.

3. ActivateCHANGE >ITEM<. ActivateERASEto remove the tool
and restore the icon.

4. ActivateexIT.
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Remove keyboard and overlay.
Turn Toolbox On. Activate

B
2| ASSIGN Select key to view or modify
MINSPK Minspeak mode assignment
C
4 KEY | |[C4]=.LE<
to

MODIEY Use NEXT MENU ITEM, CHANGE ITEM or EXIT

G
1|cHANGE
ITEM . .
Enter [C4] Minspeak assignment, then STORE
. INSERT
Activate ToOL CALL

Type: CHARGE!
Add a space after "Charge!

INSERT SPEAK

Activate ToOL WORD

[C4] =<CALL> CHARGE! <SPEAK WORD>

Activate STORE

Activate ESCAPE STORE at any time to quit.

Assign Both Tools and Text to a Key
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Assign Tools and Text to the Same Key

You can assign tools and text to a kegRELL mode and/or
MINSPEAK mode.

You might like to assign some instructions to a key or an icon
sequence. For example, you can assigicie tool to a key on
your overlay and tell the DeltaTalker to s®+HARGE" any time
you activate the key.

To Assign Directions (tools and text) to a Key:

Remove the keyguard and overlay. Turn the Toolbox On.
ActivateASSIGN MINSPEAK.

Activate the key you want to assign the directions to.
ActivateCHANGE >ITEMK<.

ActivateINSERT TOOL ActivateCALL.

Spell: CHARGE!

ActivateINSERT TOOL. Activate SPEAK WORD.
ActivateSTORE.

ActivateEXIT.

©ooN>TA~WNE

Now, whenever you activate this keymiNSPEAK mode, it will
make thecALL key you will hear theALL signal and the
DeltaTalker will speak "CHARGE!"
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Remove keyboard and overlay.
Turn Toolbox On. Activate

STORE

Spell message then select STORE

. INSERT
Activate TOOL CALL

Type: CHARGE!
Add a space after "Charge!"

Activate INSERT SPEAK

TOOL WORD

[C4]=<CALL> CHARGE! <SPEAK WORD>

Activate STORE

Select icon sequence, then select STORE
>

Select icons sequence

Activate STORE

You can activate ESCAPE at any time to stop storing

Assign Tools and Text to an Icon Sequence
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Assign Tools and Text to an Icon
Sequence

You may not have any keys that are free to assign tools and text to,
but you still have some instructions that you want to be able to use
on your overlay. You can assign these instructions to an icon
sequence. Then, instead of activating a key to tell the DeltaTalker
to perform your instructions, you just activate the icon sequence
you stored them under instead.

To Assign Tools and Text to an lcon Sequence:

Remove the keyguard and overlay. Turn the Toolbox On.
ActivateSTORE

ActivateINSERT TOOL ActivateCALL.

Spell CHARGE!

Activate a space.

ActivateINSERT TOOL Activate SPEAK WORD
ActivateSTORE

Select an icon sequence to store the directions under

CoNoOMWNPE

ActivateSTORE
@ WARNING :

When you store tools under an icon sequeingesach icon
sequence after you have finished storingMake sure the tool is
doing what you want it to do. Make sure the person using the
DeltaTalker is not left in the toolbox by mistake.
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Remove the keyguard and overlay.
Turn the toolbox On.

STORE| Activate STORE

Spell message then select STORE

Type in text first: e. g.: Taylor's afternoon settings.

#1

. INSERT| | SAVE

THEN activate: ToOoL SET-
TINGS

Now activate STORE |STORE

Select icon sequence, then select STORE
Select the sequence you want and activate STORE.

ANY ANY
ICON ICON STORE

Turn theToolbox Off. Go to your Custom overlay.
Make sure you are in Minspeak. Activate the icon
sequence you stored the SETTINGS key under.

You see: Select STORE to replace current settings.
Any other key to cancel

Activate: STORE

DeltaTalker speaks
and displays:

Taylor's afternoon settings
Using #1 settings

Copy thesAVE SETTINGSKeys to Your
Unity overlay
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Copy the "Settings" Keys to Your Unity
overlay

Summary:

When you move any SAVE SETTINGS keys from the Toolbox to
your overlay, any text must be entered before you use
INSERT TOOL.

When you select the #1, 2 oSBVE SETTINGSkey, the
DeltaTalker asks you to confirm your selection by activating
STORE Because of this, you cannot copy it to your overlay by
activatingINSERT TOOLfirst. You must type in any texiefore

you activataNSERT TOOL This allows the DeltaTalker to prompt
you to activatesTOREto confirm your use of the new settings.

Before you move a settings key to your overlay, save the settings
you want to use to that key using the procedure that is described on
page 93. Assign your settings to a specific key on your overlay or
to an icon sequence.

Save the #1, 2 or 3AVE SETTINGS Key to Your Overlay and

Store it Under an Icon Sequence:

1. Remove the keyguard and overlay. Turn the Toolbox On.

2. ActivateSTORE

3. Type in any text you want to use to describe the settings, e.g
"afternoon settings." When you activate your sequence you will
see this text on the display.

4. ActivateINSERT TOOL

5. Select the correct #1, 2 o0SBVE SETTINGSkey from the

Toolbox.

ActivateSTORE

Activate the icon sequence you want to use. ActsatRE

Activate the icon sequence you selected. You should see:

"SelectSTOREt0 replace current settings. Any other key to

cancel." If you want to use the settings, actigterRE The

#1, 2 or 3 settings will take the place of any settingswene

using. If you don't want to use the new settings, just activate

any key (excepsTORE to cancel the operation.

© N
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Remove keyguard and overlay.
Turn the Toolbox On.

5| swap Activate SWAP KEY in
KEY the Toolbox.

SELECT ONE OF THE KEYS TO SWAP...

Select a key from your custom overlay that you
want to swap.

2[ cALL

SELECT THE KEY TO SWAP WITH [B2]

Select a key from your custom overlay that you
want to swap with A1. For example:
A

SPEECH
ON/OFF

KEYS [B2] and [A8] HAVE BEEN SWAPPED

Use NEXT MENU ITEM or EXIT

To Exit from SWAP KEY

Select ESCAPE from the Control Panel
or
select the same key on the keyboard
twice in a row.

UseswaApP KEYin the Toolbox
to Move Keys on your Unity overlay
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Swap Key

Summary:

Activate SWAP KEY. Activate one of the keys you want to swap.
Activate the key you want to swap with the first key. Select
ESCAPE in the Control Panel to exit.

After using your overlay for awhile, you may find that the position
of some keys is awkward for you. By using #ivear KEY tool you
can swap the positions of any two keys at a time.

To Swap Keys:

1.
2.
3.

Remove the keyguard and overlay. Turn the Toolbox On.
ActivatesSwAP KEY (D2) in the Toolbox.

The DeltaTalker asks you to select one of the keys you want to
swap. Select one of the keys on your ovettiay you want to
swap. (The DeltaTalker automatically switches you from the
Toolbox to your overlay.)

The DeltaTalker asks you to select the key you want to swap
with the key you just selected. Select the key on your overlay
that you want to swap with the first key.

The DeltaTalker display tells you the names of the keys you
have swapped. ActivaiEXT MENU ITEM to continue

swapping keys or activagxIT to quit.

< You can select any kdwice in a rowmto exit fromswAP KEY;

or you can sele®@scAPEin theControl Panel

< When you swap keys, you swap everything associated with each
key—this includes the spelling assignment, the Minspeak
assignment (icon or tool), and any messages that may be stored
under the key.
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Turn the Toolbox On.
Remove keyguard and
A overlay. Activate RENAME ICON

2| RENAME

ICON Select icon to rename

H Activate the icon on your custom overlay

<O
N that you want to rename

Spell new name for HOUSE then select STORE

Spell new name

HOME
Spell new name for HOUSE then select STORE

Activate STORE in the Toolbox
STORE or in the Control Panel

HOUSE has been renamed HOME
Select icon to rename or EXIT

UseRENAME ICONto Give an Icon a
Different Name
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Rename Icon

Summary:
If you don't like the name of an icon you can give it a different
name by using the RENAME ICON menu.

The icons on your overlay were assigned names at Prentke Romich
Company. Some icons have names like HOUSE and SUN. Some

have names that are location codes like B1 or K7. You can change
B1 to an easier-to-remember icon name or you can change an icon
name like HOUSE to another name that might be more descriptive

for you, such as HOME or LARGE or BUILDING.

To Rename an Icon:
1. Remove the keyguard and overlay. Turn the toolbox on.

2. ActivateRENAME ICON (A2) in the Toolbox.

3. Activate the icon on youdnity overlaythat you want to
rename.

4. The DeltaTalker asks you to spell the new name you want to
use for the icon. Spell the new name.

5. SelecSTORE

6. The DeltaTalker tells you that the old icon has been renamed
to the new name you have chosen.

7. You can select another icon to be renamed or you can select
theEXIT key to quit renaming icons.

ONote;

In step #3, if you accidentally activate an icon you don't whant
to change, just activagTOREinstead of spelling a new narmje

If you spell in a new name and then decide you don't wan it,
use the arrows armELETE keys to erase the new name. Then
activatesSTORE The original name will be kept.
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Remove keyguard and overlay. Turn the
Toolbox On. Activate DISABLE KEY (05).
You have two choices:

If you decide to EXIT now and not do anything:
activate EXIT (H1).
If you decide to disable some keys:

Activate DISABLE KEY again: All keys that are currently
useable (enabled) light up.

1. Activate any key you want to disable.

2. The LED goes out and the key is disabled.

2a. Activate the key again. The LED goes on
and the key is enabled.

All the keys that have lighted LEDs may be used.

Once you have begun the ESCAPE  ERASE

Disable process, E O |

the only way to exit ORECORD
is to:

onorF Q [

Go to the CONTROL PANEL and |
activate ESCAPE,

Disable Key
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Disable Key

Summary:
Activate this key and then activate the key you want to disable.

TheDISABLE KEY tool disables a key so that it won't work at all. It
is rather like turning the key off. Press it and nothing happens.
This is handy if you want to learn just a few keys and sequences at
atime.

To Disable Keys:

1. Remove the keyguard and overlay. Turn the Toolbox On.

2. ActivateDISABLE KEY (O5). At this point, the display tells
you: This function disables or enables keys.

Re-selecDISABLE KEY to proceed, OEXIT.
If you seleciDISABLE KEY again, all the keys that are currently
enabled (useable) light up.2From now on, you must activate
ESCAPEIn the Control Panel to exit the "Disable" process

3. Activate the first key you want to disable. Its LED goes out.
This indicates that the key is now disabled.

4. If you change your mind, just activate the key again. When the
LED comes back on, the key is ready to use.

5. Continue to activate all of the keys you want to be disabled—
that is, turnout their LED's.

6. Tostopdisabling keys, got to théontrol Paneland activate
theESCAPE button. This is the only way you can exit from
disabling keys once you have begun the "disable" process.

7. Turn the Toolbox Off and replace the keyguard and overlay.

To Re-enable a Key:

Go to the Toolbox and activabeSABLE KEY twice. Activate any
key that does not have a lighted LED. When the LED lights, the
key is enabled. Follow step #6 above to exit from
disabling/enabling keys in the Toolbox.
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Remove keyguard and
overlay. Turn the
Toolbox On.

2| gack | Activate FEEDBACK menu.

FEEDBACK

Menu Items

Activation Signal
lcon Prediction
Predictive Selection
Auto Repeat
Auto Spell
View Selected Icons
Auto Power Down

Backlighting
Backlight Shut-Off
Icon Tutor

Select >ON< or >OFF< for each choice

FEEDBACK Menu
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Feedback Menu

TheFEEDBACK menu (H2) contains options that give you
information about what the DeltaTalker is doifgpn Prediction
andPredictive Selectionare feedback choices.

Activation Signal = >BEEP<Or >LIGHT<

Auto Power Down=>0N< or >OFF< When this is On, the
DeltaTalker powers down after 7 minutes if no key or switch
activations are made. When it is Off, you must turn the
DeltaTalker Off in the Control Panel. See page 27 for more
information.

Feedback is also what you see on the display screen. If you select
View Selected Icons= >ON<, you will see icon names on the

second line of display screen when you activate icons. If it is
>0FF<,you won't see icon names and you may use the second line
for text.

Auto Repeat Rateallows you to choose how fast a key will repeat
itself when you continue to hold it (or your switch) down.

If you select "1.0" for example, a key that you hold down will
repeat itself once every second.

Backlighting = >OFF< or >ON< When this is On the display
screen is backlit so that you can see it better. The default is Off.

Backlight Shut-Off = >0FF< or>ON< When this i©N, the
backlight turns off automatically after 3 minutes if no activations
are made. Activate a key or switch to turn the backlight back
The default is Off.

TheFEEDBACK menu also contains two very special feedback
choices: Auto Spell andlcon Tutor. Please read the next two
pages to learn about these options.
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Remove the keyguard and overlay.
Turn the Toolbox On. Activate the
FEEDBACK MENU (H2)

NEXT Auto Spell = >Off<
MENU
ITEM Use NEXT MENU ITEM, CHANGE ITEM or
=>0n<
CHANGE Auto Spell =>0n
>ITEM<

On Your Unity Overlay
Select MINSPEAK

<O
Activate the beginning icon in a sequence

HOUSE

Activate an icon that is not part of the sequence,
but represents a letter you need

@ ha @
System is now in Spell

Continue to spell the word.
Activate a period or space at the end of the word.

halloween

System is now in MINSPEAK mode

Auto Spell Changes Icons
to Spelling Characters
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Auto Spell

Summary:

Auto Spell >On< allows you to go automatically from Minspeak
to Spelling, spell one word, and then automatically return to
Minspeak. The default is Off.

When Auto Spell is On:

If you select an empty sequence (a sequence that has not been used
to store a message) while you are in Minspeak, the DeltaTalker
usually display$eMPTY] after the icon name(s). If you have

turned Auto Spell >On< and you select an empty sequence, the
DeltaTalker checks to see if the keys you activated contain any
spelling characters. If they do, the DeltaTalker automatically
transfers you from Minspeak to Spelling and displays the spelling
characters associated with your icons on the screen. Now you can
spell a word using the characters on the display. When you finish
the word, activate a space. The DeltaTalker automatically switches
you back to Minspeak.

Predictive Selection with Auto Spell On:

If you are using Predictive Selection in Minspeak, activate
SPELL/MINSPKoONce. This switches you from Minspeak to
Spelling. Spell the word you want, then activate a space. The
DeltaTalker returns you automatically to Minspeak.

Spelling more than one Word:

If you decide you need to spell more than one word, you can
activatesPELL/MINSPKtwice This allows you to spell all the
words you want. When you are ready to return to Minspeak, just
activateSPELL/MINSPK again.
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——=—1 Remove keyguard and

Turn the Toolbox On. Activate
FEEDBACK MENU (H2) . Select
NEXT MENU ITEM and step to
Tutor". Select CHANGE >ITEM< to
turn lcon Tutor>ON<. Select EXIT.

On Your Custom
Select SPELL
Spell "Please".

Please B

Activate the "space”

Please B

If "please" is stored in your vocabulary,
Icon Tutor shows you where.

Please
Stored at: INTERJ WANTED

On the display you see the names of the icons

f HINT:

Icon Tutor can only find individual
that have been stored with space
at the end of the

- J

Icon Tutor Helps You Remember
Where Vocabulary is Stored
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Icon Tutor

Summary:
The Icon Tutor helps you to learn the sequences where you have
stored specific words.

The Icon Tutor is another aid that you can use to help you learn
where words are stored.

Turn the Icon Tutor On:
1. Remove the keyguard and overlay. Turn the Toolbox On.
2. Open th&EEDBACK menu. ActivateNEXT MENU ITEM until

you see Icon Tutor = >0ff<.
3. ActivateCHANGE >ITEM<once. You see, Icon Tutor = >0On<.
4. Turn the Toolbox Off and replace the overlay and keyguard.

Now make sure you are 8PELLING. (Look at the status panel. If
theMINSPK LED is not lit, you are isPELLING. If itis lit, you are
in MINSPEAK, SO activataMINSPK/SPELLONce to switch to
SPELLING)

Perhaps you want to say, "Please" and you can't remember if it is in
your vocabulary or not.

Spell "please"” on your keyboard and activate the space key after
you have spelled the word. If "please" is stored in your vocabulary,
as soon as you activate the "space” key, the icon (or icon sequence)
that "please” is stored under will be displayed on the screen.

ONote:
When you store individual words, add a space at the end of the
word. Icon tutor can only find individual words, not words in al
message.

When Icon Tutor is turned On, you can find out if any word is in
your vocabulary and where it is stored by simply spelling the word
and then activating a space. If the word is in your vocabulary, the
DeltaTalker beeps and displays the icon name or sequence on the
display screen.
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KEY PROMPTS (default)

Al, A2, SUN
HOUSE

EMPTY, NOUN
HAPPY, BIG

=

The DeltaTalker speaks You can store
the key's original location ~ YOur own prompt
code or its icon name for each key.

CATEGORY PROMPTS

ROW 1, FAMILY
ROW 2, SCHOO

You store prompts which give general
information about messages in a row
or column.

—

CONTENT PROMPT
When the last icon in a sequence is
activated, the DeltaTalker speaks any

message that was stored. If no message
is stored, the key prompt is spoken.

L5, Let's all go
together

Use the AUDITORY PROMPTS menu in the Toolbox

to store prompts, to select which prompts to hear
and to turn the prompts On.

Auditory Prompts
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Auditory Prompts

Summary:
Assign a spoken prompt to any key by using the AUD PROMPT
menu. Auditory prompts can be used with an earphone.

Assign spoken prompts to individual keys or to a row or column of
keys. Spoken prompts help you to learn locations on the keyboard.
You can hear prompts through a regular speaker or you can plug an
earphone into the jack labeledr on the back of the DeltaTalker.

Key prompts might be icon names or the name of an alphabet letter
or perhaps the name of a col@ategoryprompts should help

identify what a kind of messages a specific row or column of keys
contains, such as “school” or “family.”

The AUDITORY PROMPT Menu:

Prompts = >Off< or >On<: to hear any promptjrn PROMPTS
=>ON<.

Prompt by = >Key<: Key prompt is the default. The DeltaTalker
speaks the pre-assigned location code or icon name of each key (A-
1, P-4,suN). Change pre-assigned names if you wish by storing
new key prompts. Once a prompt is spoken, activate thadaag

to tell the DeltaTalker to select it.

Prompt by = >Content< the DeltaTalker speaks the stored
message when the last icon of a sequence is activétaddo not
store content promptsThe prompt is the already stored message.
If no message is stored, the pre-assigtesdprompis spoken.

>Store a Key Prompt< Use this to store your own prompt for a
key.

>Store a Category Prompt< (scanning) use this to store a
category name for a row or column of keys where most messages
are about something similar (e.gQw-1, SCHOOI)

>Erase a Key/Category Prompt< use this to erase prompts.

All prompts must be stored in synthesized speechYou might
want to choose a voice that is different from your main voice to
speak the prompts. You can select a prompt voice from the
SPEECHmMenNu.
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Activate

three times

Remove keyguard and overlay.
Turn the Toolbox On. Activate the
AUD PROMPT menu.

NEXT
MENU
ITEM

STORE A KEY PROMPT = >NO<

Use NEXT MENU ITEM, CHANGE ITEM or EXIT

(CHANGH
>ITEM<

J5

J5

Select key where prompt is to be stored

WORK
Spell prompt for [J5], then select STORE

STORE

>STORE A KEY PROMPT<

Use NEXT MENU ITEM, CHANGE ITEM or EXIT

NEXT
MENU
ITEM

STORE A CATEGORY PROMPT = >NO<
Use NEXT MENU ITEM, CHANGE ITEM or EXIT

CHANGE]
>ITEM<

J5

Select key where prompt is to be stored

A5

ROW 5 WORK
Spell prompt for [A5], then select STORE

STORE

STORE A CATEGORY PROMPT =>NO<

Use NEXT MENU ITEM, CHANGE ITEM or EXIT

Continue storing prompts or activate EXIT

Storing Prompts

PERSONALIZE YOUR OVERLAY
166




Store Key and Category Prompts

To Store a Key Prompt:

1. Remove Keyguard and overlay. Turn Toolbox On.

2. Open thesUD PROMPTmMenNu. ActivateNEXT MENU ITEM
until you see:STORE A KEY PROMPT = >NO<

3. ActivateCHANGE >ITEM<. You see: "Select key where
prompt is to be stored.”

4. Select the key on your Unity overlay where you want to store
the prompt: e.g. J5

5. Spell the prompt you want to use: evgoRrRK

6. ActivateSTORE YoOu see:STORE A KEY PROMPT = >NO<

To Store a Category Prompt (scanning only):

< Store category prompts only in Column A (for column/row

scan) or Row 1 (for row/column scan).

1. Same as Step #1 above.

2. Same as Step #2 above.

3. ActivateCHANGE >ITEM<t0 see:STORE A CATEGORY
PROMPT = >NO<

4. ActivateCHANGE >ITEM<. Select the key on your overlay
where you want to store the prom@.This key represents a
row or a column: e.g., A5

5. Spell the prompt: e.g., ROWEORK.

6. ActivateSTORE.

To Use Prompts:

In theAUD PROMPTmenu select "Prompts On" and "Key" or
"Content". "Category" prompts are heard automatically when you
are scanning as long as prompts are tuoned

If you are using the keyboargress and holda key (or wait until

the activation delay has passed) until you hear the prompt. Press or
point to the keyagainto select it and hear the message (if any) for
that key.

For scanning, scan to the key you want. The prompt is spoken
automatically. Then press your switch to select the key.
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ERASE PROMPTS

Remove keyguard and overlay.
Turn the Toolbox On.
Activate the AUD PROMPTS menu (G2).

NEXT| | ERASE A KEY PROMPT = >NO<
'\I"TEE’\I‘\AU Use NEXT MENU ITEM, CHANGE ITEM or EXIT
CHANGE
>ITEM< | [ Select key where prompt is to be erased
J5

Select ERASE to erase prompt at [J5]

ERASE

ERASE A KEY PROMPT = >NO<

Use NEXT MENU ITEM, CHANGE ITEM or EXIT

Erase Auditory Prompts
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Erase Auditory Prompts

To Erase Prompts:
1. Turn the Toolbox On and open theDIT PROMPTMeENU.

2. ActivateNEXT MENU ITEM until you see
ERASE A KEY PROMPT = >NO<

(If you do not want >key<, activaMEXT MENU ITEM to see
ERASE CATEGORY PROMPT = >NO<
3. ActivateCHANGE >ITEM<tO see
Select prompt to be erased.
4. Select key
J5
5. You see on the display
SelectERASEtO erase prompt at [J5]

6. You see
ERASE A KEY PROMPT = >NO<

USEeNEXT MENU ITEM, CHANGE >ITEM<Or EXIT

% Remember:

To hear your prompts,
turn themoN in theAUD PROMPTMenu.
The default iOFF.
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More Tools for Communication

Choosing a Voice

About the Speech MENU..........cccccooiriiriiciices e 173
SEIECE A VOICE........cooooooeeeeeeeeeeeeeees e 175..
Select a Speech RaAte...........cccccooooiiioi 177.
Select an Average PitCh..............ccccccciiiins 179
Select @ PItCh RANGE..........cccooooooooicess e 181.
Changing Voices in @ MeSSage.............cccooninnenrceeeeeeeieeieeeneen 183
Speaking Tools

SPEAK WOK.............oooooeeeccoeoeeeeeeeeeeeeeeee e 185..
Speak Last SeleCtion..........coooooovvcoooooooeeeeeecceeeeeeeeeecceeeeeeeeeee 185.
SPEAK AllL.....ooeoeoeeeeeeeeeeeeeeeeeeeeee e 185....
SPEAK SENLENCE.............oooooeoeeeeeeceeeeeeeeeeeeceeeeeeeeeeee e 185..
SPEAK DISPIAY.........cooooooeeeeeoccoeeeeeeeceeeeeeeeeeeeeeee e 185..
SPEECh ON/OA ... 185..
WAt ANY KEY ...t 187..
Dictionary

Dictionary—Add @ WOrd...........ccccccooiiimiiiecicssssssssse 189
Dictionary—Delete a WOrd..............ccoooiiiciiins 191
Dictionary—RevIieW WOrS................oecieeinns 193
EditiNg TOOIS ........ooooooe e 195.
Shift/CaPS LOCK..........oooooooooeoeeeeecceeeeeeeece e 197.
CharacCter/WOrIQ...........cccoooooooiiioeieeeeceeeeeeeceeceeees s 199..
PIUFAIS ... e 201
Text Marker/Speech Marker/Text & Speech Marker.......... 203
Clear DISPIAY.........ooooowcoveccooeeeeeeeeeeeccc oo 205...
Delete CharaCter.................oocvvvvvcciieiiiieeeeeeeseeeeeeeeeeeeeeeeesses s 207..
Delete WOId.........cccooooiiieoeeeeeeieesssse s 207...
Delete Last SEleCtiQn.................c..oovvveviciiicisieessseeseeeeeeeeeeeesns 207.
DeIELE ICON..........ooocoeeee s 207....
ATTOW KBYS ... 207...
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SPEECH MENU

Remove keyguard and overlay.
Turn Toolbox On.

SPEECH .
MENU Activate the SPEECH MENU

L4

SPEECH MENU Options

Main Voice
Auditory Prompt Voice

10 DECTalk Speech Voice
to choose from

Average Pitch = 0-9
Pitch Range = 0-9

Speech Rate = 0-9

Speech Menu
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About the Speech Menu

Summary:

The SPEECH MENU is available for synthesized speech. From it you
can choose the voice that you want the DeltaTalker to use to
speak your messages. The DeltaTalker uses DECtalk™ speech for
English speaking countries.

Remember that synthesized speech is speech that the DeltaTalker
produces from text that you have typed into the device.
DeltaTalker's that are produced for English speaking countries use
DECtalk speech. DECtalk speech offers you ten different voices to
choose from. You can select a voice Rerfect Pauladult
male),Beautiful Betty(female) oKit the Kid (small child). There

are also variations on these three voices that include a deep voiced
male Huge Harry), a whispery female voic&\(hispering Wendy

and a whispery male voicérail Frank). Rough RitaDoctor
DennisandUppity Ursulaare other male and female voices.
Variable Valis a voice you can change to suit yourself.

DECtalk speech allows you to change some of the parameters of
the voice you choose. You can change the pitch, pitch range and
speech rate of the voice. Each of these parameters is explained in
the next few pages.

You can choose one voice to speak all the messages that you store
and anything you put on the display. You can choose another voice
to speak any auditory prompts you might use. (See pages 165-167
for more about Auditory Prompts.)

To select a voice and/or change voice parameters, you must open
the SPEECH MENU (J2)n the Toolbox.
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SELECT A VOICE

Remove keyguard and overlay.
Turn Toolbox On.
Activate the SPEECH MENU

SPEECH Voice Selection =>Main Voice<
MENU
N Use NEXT MENU ITEM, CHANGE ITEM or EXIT
NEXT Voice Selection = >Perfect Paul<
MENU
ITEM Use NEXT MENU ITEM, CHANGE ITEM or EXIT
ciance | Use CHANGE >ITEM< to find
>ITEM< the voice you want to use.

EXIT Use NEXT MENU ITEM or EXIT

Select a Voice (DECtalk speech)
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Selecting a Voice

Summary:
Select your main voice from ten DECtalk speech voices.

Select a Speech Voice:
1. Remove the keyguard and overlay from the DeltaTalker. Turn
the Toolbox On.
2. Activate thesPEECH MENU(J2). ActivateNEXT MENU ITEM
to see the first menu item. You see:
Voice to Modify = >Main Voice<.
3. ActivateNEXT MENU ITEM. YOuU see:
Voice = >Perfect Paul<
Activate CHANGE >ITEM< until you see the voice you want to
use. Then activateeEXT MENU ITEM to move on to the next
menu item (Speech Rate) or activateT to close thesSPEECH
MENU. The voice you selected will now speak all your
messages.

Select an Auditory Prompt Voice:
When you see

Voice to Modify = >Main Voice<
activateCHANGE >ITEM<. You see:

Voice to Modify = >Auditory Prompt Voice<

Select the voice you want to use for the prompts.

(For more about Auditory Prompts and how to use them see pages
165-167).

Helpful Hint:

While you are still in a menu, you can activafEAK ALL, SPEAK
LAST SELECTION SPEAK SENTENCEOr SPEAK DISPLAYto hear a
sample of the voice.
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SELECT A SPEECH RATE

Remove keyguard and overlay.
Turn Toolbox On.

Activate the SPEECH MENU

SPEECH Voice to Modify = >Main Voice<
MENU
N Use NEXT MENU ITEM, CHANGE ITEM or EXIT
NEXT Voice Selection = >Perfect Paul<
MENU
ITEM Use NEXT MENU ITEM, CHANGE ITEM or EXIT
NEXT Speech Rate =>2<
MENU
ITEM Use NEXT MENU ITEM, CHANGE ITEM or EXIT
CHANGE Speech Rate =>3<
>ITEM<
Use NEXT MENU ITEM, CHANGE ITEM or EXIT

EXIT Use NEXT MENU ITEM or EXIT

Selecting a Speech Rate
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Selecting a Speech Rate

Summary:
Speech rate is how fast or slowly words are spoken.

Sometimes synthesized speech is difficult at first for listeners to
understand. Slowing down the speech rate so that words are
spoken more slowly often helps until listeners become used to your
voice. On the other hand, you may find that people who listen to
you talk all the time understand you easily and want you to speak
faster. Raising the speech rate would be helpful here.

The speech rate is from 0-9. 0 is very slow and 9 is very fast.

To Change the Speech Rate for DECtalk and Infovox:

1. Remove the keyguard and overlay. Turn the Toolbox On.

2. ActivateSPEECH MENU(J2).

3. ActivateNEXT MENU ITEM to see the first menu item. Select a
voice.

4. ActivateNEXT MENU ITEM to see the voices. Select a voice.

5. ActivateNEXT MENU ITEM until you see:

Speech Rate = >6<.

6. ActivateCHANGE >ITEM< (or the arrow keys) until you see the
speech rate number that you want displayed on the screen.

7. You can activate any of the 'speak’ tools to hear how the
speech sounds before you select a setting.

8. Either activat&xIT if you are finished or activatéeXT MENU
ITEM to continue viewing speech menu options.

Helpful Hint

When you are giving a speech or talking on the telephone, peqple

will understand your speech better if you set the speech rate tq one
of thelowerlevels. Ask someone to listen to you on the phone
while you try out some of the lower speech rates to see which pne
is easiest to understand.
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SELECT AN AVERAGE PITCH

Remove keyguard and overlay.
Turn Toolbox On.

Activate the SPEECH MENU

SPEECH Voice to Modify = >Main Voice<
MENU
* Use NEXT MENU ITEM, CHANGE ITEM or EXIT
NEXT Voice Selection = >Perfect Paul<
MENU
ITEM Use NEXT MENU ITEM, CHANGE ITEM or EXIT
NEXT Average Pitch =>2<
MENU
ITEM Use NEXT MENU ITEM, CHANGE ITEM or EXIT
CHANGE Average Pitch =>3<
>ITEM<
Use NEXT MENU ITEM, CHANGE ITEM or EXIT

- You can use the Arrow keys to move
forwards and backwards through Pitch rates

EXIT Use NEXT MENU ITEM or EXIT

Selecting an Average Pitch
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Selecting Average Pitch

Summary:
Pitch is how high or low a voice sounds.

All speech has variations in pitch within a sentence. The beginning
of a sentence might be pitched higher or lower than the end of a
sentence. The overall pitch of a voice, though, refers to whether
the voice sounds high or low to someone who is listening to it. If
you change the pitch of the voice you have chosen, you can make it
sound higher over-all or lower over-all.

Each voice defaults to different pitch level. The range is 0-9. The
nearer to nine, the higher the pitch; the nearer to zero, the lower
the voice.

To Change the Pitch of the Voice You Selected:

1. Remove the keyguard and overlay. Turn the Toolbox On.

2. ActivateSPEECH MENU(J2). ActivateNEXT MENU ITEM to
select a Main or Auditory Prompt voice and then activate
NEXT MENU ITEM again to select the voice you want to use.

3. SelecNEXT MENU ITEM until you see:

Pitch = >2<.

4. ActivateCHANGE >ITEM< until you see the pitch number that
you want displayed on the screen.

5. You can test the pitch by selecti®BEAK DISPLAY or any of
the 'speak’ tools.

6. Either activat&XIT if you are finished or activatéEXT MENU
ITEM to continue.
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SELECT A PITCH RANGE

Remove keyguard and overlay.
Turn Toolbox On.
Activate the SPEECH MENU

SPEECH Voice to Modify = >Main Voice<
MENU
N Use NEXT MENU ITEM, CHANGE ITEM or EXIT
NEXT Voice Selection = >Perfect Paul<
MENU
ITEM Use NEXT MENU ITEM, CHANGE ITEM or EXIT
NEXT Average Pitch =>4<
MENU
ITEM Use NEXT MENU ITEM, CHANGE ITEM or EXIT
CHANGE Average Pitch =>5<
>ITEMK<
Use NEXT MENU ITEM, CHANGE ITEM or EXIT

DOWN = towards monotone
UP = towards too much inflection

EXIT Use NEXT MENU ITEM or EXIT

< You can use the Arrow keys to go forwards and
backwards through the numbers.

Selecting a Pitch Range
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Selecting a Pitch Range

Summary:

Pitch Range is the amount of variation (or inflection) there is in
the voice's pitch during speech. A pitch range of 0 produces a
monotone; a pitch of 9 produces wildly inflected speech.

A voice can have an over-all high or low sound. We say that
someone has a high-pitched voice, or a low-pitched voice. But
what is actually being said by a person can also have a degree of
pitch itself. When someone speaks in a monotone, every word
sounds the same and it is boring to listen to. On the other hand, if
someone is really excited, or very afraid, they may pitch their
words so wildly that they can barely be understood. A good pitch
range is one where words can be easily understood but are also
interesting to listen to.

The pitch range is from 0-9. 0 is a monotone and 9 is extremely
inflected. The default is different for each voice.

To Change the Pitch Range:

1. Remove the keyguard and overlay. Turn the Toolbox On.

2. ActivateSPEECH MENU(J2). ActivateNEXT MENU ITEM to
see the first menu item.. Activat€XT MENU ITEM again and
then select a voice.

3. ActivateNEXT MENU ITEM until you see:

Pitch Range = >6<.

4. ActivateCHANGE >ITEM< (or the arrow keys) until you see the
pitch number that you want displayed on the screen.

5. You can activate any of the 'speak’ tools to listen to the speech
before you select the range you want.

6. Either activat&xIT if you are finished or activatéEXT MENU
ITEM to continue viewing menu options.
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Change Voices within a Message

STORE
() :] Activate STORE in the Control Panel

(or Toolbox.)

Type your message:

[:np]Papa Bear said, [:nh] Who's been
sitting in my chair?

When you have finished the message
activate STORE.

Select and icon sequence to stiore
the message under.

Activate STORE again.

Change Voices Within a Message
(Synthesized speech only)
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Changing Voices Within a Message
(DECtalk speech)

Summary:
DECtalk speech allows you to store messages that contain two
or more voices. Use the synthesized speech storing method.

You might want to store a message that uses more than one voice.
Perhaps you are asked to read something to a group, or you want to
tell a joke that has different characters speaking in it.

To use two or more voices you must type in a special code for each
voice that you use. The voice code must be entered right before
the words that are to be spoken in that particular voice. For
example, you could store the following message using a number of
different voices:

[:np] Papa Bear said [:nh] Who's been sitting in my chair?
[:np] Mama Bear said [:nb] Who's been sitting in my chair?
[:np] Baby Bear said [:nk] Who's been sitting in my chair?

You can see that it is quite easy to change voices in a message.
Just remember that you must copy the code for each voice exactly
as you see it here—use small letters, the square brackets and no
spaces:

[:np] Perfect Paul

[:nb] Beautiful Betty
[:nh] Huge Harry

[:nf] Frail Frank

[:nk] Kit the Kid

[:nr]  Rough Rita

[:nu] Uppity Ursula

[:nd] Doctor Dennis
[:nw] Whispering Wendy
[:nv] Variable Val

Use the synthesized speech storing process that you learned on
page 107.
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SPEAK
WORD

SPEAK
ALL

SPEAK
LAST
SELECT

SPEAK
SENT.

SPEAK
DISPLAY

SPEECH
ON/OFF

Speaks the last word you typed
in Spell mode or brought up on
the display in Minspeak mode.

Speaks whatever is on the
display as well as everything in
the buffer.

Speaks the last selection you
made.

Speaks the message that
contains the cursor.

Speaks everything that is
visible on the display.

When this is On, all sequences
or letters that you select are
spoken. When this is Off, nothing
you select is spoken unless you
activate one of the tools above.

The sPEAKING Tools
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Speaking Tools

Summary:
These tools help you to communicate easily and promptly. All of
these tools work whether you have the speech On or Off.

SPEAK WORD: the DeltaTalker speaks the last word you typed in
Spell mode, or the last word you brought up in Minspeak mode. If
you are typing in Spell mode, you can turn speseh(so you

don't have to listen to the DeltaTalker speak each letter) and type
the word. Then you can activate this key and the word you typed
will be spoken.

SPEAK LAST SELECTION : the DeltaTalker speaks the last stored
message you activated or the last spelling characters you put on the
display. This is helpful if you have to repeat yourself so that
someone listening can understand you better, or to get someone's
attention.

SPEAK ALL : the DeltaTalker speaks all of the text on the display
and in the buffer. (When you type, letters and words that move off
the screen in order to make room for new letters and words go into
the "buffer.” You can't see them, but they are there. You can use
the arrow keys to bring them back onto the display screen.) Use
CLEAR DISPLAY tool or turn the DeltaTalkedFF toclear the buffer.

SPEAK SENTENCE: the DeltaTalker speaks the message that

contains the cursor. This is helpful if you want to hear how
something you are working on sounds before you store it. It is also
useful if you are going to give a speech or presentation. People
seem to understand synthesized speech better when they hear it one
sentence at a time until they get used to listening to it.

SPEAK DISPLAY : the DeltaTalker speaks everything that is visible
on the display screen.

SPEECH ON/OFF. the default i®N. Anything you select or type is
spoken. When this is turned Off, nothing is spoken unless you
activate one of the tools listed above.
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STORE

Spell message to store, then select STORE.

Spell Why is 6 afraid of 7?
WAIT
; INSERT
Activate ToOL ﬁl;:((
Spell Because 7 ate 9.
Activate STORE

Select Icon sequence, then select STORE
>

Select Icons YOUR YOUR
for sequence |CHOICE| [CHOICE

Activate STORE

To Hear Joke

Activate U000 [your
icon CHOICE| |cHOICE
sequence ICON ICON

Why is 6 afraid of seven?

Activate YOUR _
any key  |CHOICE | Or switch
or switch KEY

Because 7 ate 9!

Wait Any Key
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Wait Any Key

Summary:
This tool tells the DeltaTalker to wait until you press any key
before it begins to speak.

When you addvAIT ANY KEY to a synthesized message, you can
pausewithin the message, wait for any amount of time, then
activate any key or switch to continue speaking. For example,
suppose you were going to store a joke under an icon sequence.
The joke is:  Why is 6 afraid of 7?

(audience response)

Because 7 8 9!

You might store "Why is 6 afraid of 7?" under one sequence and
"Because 7 8 9!" under another sequence. To tell the joke you
would have to activate the first sequence, wait for a response and
then activate the second sequence to tell the rest of the joke. If
you store the whole joke and us@IT ANY KEY , you only have to
activate one sequence plus one extra key or switch activation.

To Use thewAIT ANY KEY Tool:

1. ActivateSTORE

2. Spellin the message. Remember toINSERT TOOLand
thenwAIT ANY KEY to allow for any pauses you want in the
message. For example, in the example above you would type
in "Why is 6 afraid of 7?" Then activaiteSERT TOOL Then
activatewAIT ANY KEY . Then type "Because 7 8 9!"

3. ActivateSTORE

4. Select an icon sequence.

5. ActivateSTORE

Now when you activate the icon sequence to retrieve this message,
the DeltaTalker speaks, "Why is 6 afraid of 7?" and pauses. The
audience can ask, "I don't know—why is 6 afraid of 7?" And then
you can activate any key on your keyboard or a switch and finish
the joke. WAIT ANY KEY allows you to participate easily and
naturally in conversations.
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Remove keyguard and overlay.
Turn the Toolbox On.
Activate DICTIONARY menu (E2) .

E

pict | |[ADDAWORD = sno<
IONARY| | Use NEXT MENU ITEM CHANGE ITEM or EXIT

N

CHANGE
>ITEM<| |Enter proper spelling, then select STORE

Juanita @
Enter proper spelling, then select STORE

Wahnee tuh B
STORE

Enter pronunciation, then select STORE
STORE ADDAWORD - sNo<

Use NEXT MENU ITEM CHANGE ITEM or EXIT

Adding Words to the Dictionary
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Adding Words to the Dictionary

Summary:
Add words to the Dictionary to teach the DeltaTalker how to
pronounce things correctly.

The DeltaTalker correctly pronounces most words that you use, but
it has trouble with proper nouns like the names of cities and
people's names. When you put words in the dictionary you are
teaching the DeltaTalker to pronounce them correctly. Dictionary
options are in theICTIONARY menu (E2).

When you add words to the dictionary, first you spell them
correctly, then you spell them the way you want the DeltaTalker to
say them. For example, the name, "Juanita” is usually
mispronounced so it's a good practice word.

When you open thBICTIONARY menu, the display asks you to

spell the word you want to add. So you correctly spell in “Juanita”
and then activateTORE Now spell it the way it sounds. Select
SPEAK DISPLAY Or SPEAK SENTENCEWhile you are trying out
different spellings until the DeltaTalker pronounces your word
correctly. You will probably end up with a word that looks
something like, "Wahnee tuh". Activa8#OREwWhen you are

ready.

To Add a Word to the Dictionary:
1. Remove the keyguard and overlay. Turn the Toolbox On.
2. Activate theDICTIONARY menu (E2). Activat®lEXT MENU
ITEM to see the first menu item, which is

Dictionary Options =ADD A WORD = >NO<
ActivateCHANGE>ITEM<to add a word.
Enter the correct spelling for the word you want to add.
ActivateSTORE
Now type in the pronunciation (that is, spell the word the way
you want it to be pronounced) and activet®©RE
You can either continue to add words or actigxte to close
the menu.

o gk w

~
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Remove keyguard and overlay.
Turn the Toolbox On.
Activate DICTIONARY menu (E2) .

E

pict | |ADDAWORD =>NO<
IONARY| | Use NEXT MENU ITEM CHANGE ITEM or EXIT

N

CHANGE
>ITEM<| |Enter proper spelling, then select STORE

Juanitaid
Enter proper spelling, then select STORE

Wahnee tuh B
STORE
Enter pronunciation, then select STORE
= >N
STORE ADD A WORD
Use NEXT MENU ITEM CHANGE ITEM or EXIT

Deleting Words from the Dictionary
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Delete Words from the Dictionary

Summary:
Delete words from the Dictionary that you no longer need.

To Delete a Word from the Dictionary:

1.
2.

o gk w

Remove the keyguard and overlay. Turn the Toolbox On.
Activate theDICTIONARY menu. ActivateNEXT MENU ITEM
to see the first menu item. Actival€XT MENU ITEM until
you see

Dictionary Item =DELETE A WORD = >NO<
ActivateCHANGE >ITEM<to delete a word.
Spell the word you want to delete.
ActivateSTORE
The display automatically deletes the word, or it gives you an
error beep. If you get an error beep, try spelling the word
differently (perhaps you misspelled it).
Continue to spell words to be deleted or actigzatg to close
the menu.

MORE TOOLS FOR COMMUNICATION
191



Remove keyguard and overlay.
Turn the Toolbox On. Activate
DICTIONARY (E2).

Review the Words in the Dictionary

NEXT
MENU | Activate NEXT MENU ITEM until you see:
ITEM

Review to = >DISPLAY<
Use NEXT MENU ITEM , CHANGE ITEM or EXIT
CHANGE Review to = >DISPLAY & SPEAKER<
>ITEM<
Use NEXT MENU ITEM , CHANGE ITEM or EXIT
Review to = >COMPUTER or PRINTER<
Use NEXT MENU ITEM , CHANGE ITEM or EXIT
NEXT Review Method = >AUTO<
MENU
ITEM Use NEXT MENU ITEM ,CHANGE ITEM or EXIT
Review Method = >STEP<
Use NEXT MENU ITEM ,CHANGE ITEM or EXIT
ugm REVIEW DICTIONARY WORDS = >NO<
ITEM Use NEXT MENU ITEM ,CHANGE ITEM or EXIT
To start review activate CHANGE> ITEM<
CHANGE| | Akron
>ITEM<

Activate ESCAPE to quit reviewing at any time.
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Review Words in the Dictionary

Summary:

You can review all the words in your dictionary. You can see
them on the DeltaTalker display, or see them and hear them
spoken, or send them to a printer to be printed out.

If you use your dictionary a lot, you may want to review the entries
every now and then. You can find out what words you use and
want to keep, or you can note which words you don't use any more
and then delete them.

To Review the Words in Your Dictionary:

1. Remove the keyguard and overlay. Turn the Toolbox On.
Activate DICTIONARY (E2).

2. ActivateNEXT MENU ITEM to step to

"Review to =>DISPLAY<
You can USE&€HANGE >ITEM<to review to>DISPLAY &
SPEAKER< or >PRINTER OR COMPUTER<.

3. Select whether you want the DeltaTalker to review the
messages automatically or whether you want to activate a key
to step through them at your own pace.

4. When you have finished making selections in the above steps,

you will see:

WORDS = >NO<.
Activate CHANGE >ITEM< to begin the review or activarxIT
to close the menu.

You can activatESCAPEat any time to stop the review.
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©

[ D E F
TEXT
TExT | |SPEECH| | speechl| [ SERIAL
MARKER| |MARKER| |\aRKER] [MARKER
4
B c D
CAPS
SHIFT | | EOER CTRL

CHAR/
WORD

DELETE
ICON

DEL
LAST
SELECT

DELETE
WORD

DELETE
CHAR

CLEAR

DISPLAY

The Editing Tools
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About the Editing Tools in the Toolbox

Summary:
Editing tools can help your conversation sound better when you
are using synthesized speech.

When you store messages to be spoken in synthesized speech, you
want the messages to be as clear and easy to understand as
possible. Your messages will also be displayed on the
DeltaTalker's display screen as well as spoken, so you want them
to be easy to read, too.

You can correct any mistakes you make when you are storing
messages by using the editing tools in the Toolbox. The next few
pages describe the various editing tools and how to use them.

ONotes:

If you are editing at the end of the display screen, the DeltaTalker
does not show partial words. The text jumps to the end of thej next
word, instead.

Use theup andDOWN arrows to go line by line through the buffe
See page 207 for more about the arrows.

=
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SHIFT

Capitalizes the next letter you select.
SHIFT lasts for only one selection at

atime: a lsuierl Abcd

CONTROL O

CAP/SHIFT @
32L0Cc O

When SHIFT is activated, the LED
— in the Control Panel next to CAP/SHIFT
flashes until you select a letter.

CAPS
LOCK

CONTROL O

CAP/SHIFT @
32L0Cc O

B

4

After you activate this tool, all the letters
that you select will be capital letters.
Activate this tool again to turn it off.

a|CAPSL ABCD
LOCK

When CAPS LOCK is On, the LED in the
Control Panel next to CAP/SHIFT remains
lit until you toggle this to Off.

Arrow keys allow you to move
the cursor left, right, up or
down through the text on

the display.

SHIFT, CAPS/LOCK and Arrows
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SHIFT, CAPS LOCcK and Arrow Keys

Summary:
These Tools also help make communicating easier for the person
using the DeltaTalker and for the person listening.

SHIFT: When you activate this tool, the next letter that you select
will be a capital letter. When you activaelFT, theCAP/SHIFT
LED in the Control Pandlashesuntil you select the next letter.

CAPS LOCK: When you activate this tool, all the letters that you
select afterwards will be capital letters. TrS/SHIFTLED in

the Control Panedtays lituntil you release theaps LocKtool by
activating it again.

UP, DOWN, LEFT and RIGHT ARROWS (N3, 04, N5, M When you
activate an arrow key, you move the cursor through text on the
display screen. The cursor moves in the same direction as the
arrow you are using. You can move the arrow keys through text
letter-by-letter or word by word by activating thaeAR/WORD tool.
You can also use the arrow keys to move backward and forward
through the options in some of the menus in the Toolbox.
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CHAR/ Default =
WORD | CHARACTER ON

Tacos are my favorite foof.[

Activate [<@—] once

Tacos are my favorite fooffl

Activate DELETE CHAR.

Tacos are my favorite fooll

Activate "d"
Tacos are my favorite food [l

CHAR/ | Activate once for
WORD | WORD ON

Tacos are my gavorite food.

Activate [<—] once

Tacos are my gavorite Bfood.

Activate DELETE WORD.

Tacos are my [ food.

Spell "favorite”

Activate to return to the end

of the sentence

Tacos are my favorite food. [

Character/Word
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Character/Word

Summary:

Activate the left or right arrows to move the cursor through a
word character by character. Switch to WORD and move the
cursor through a message word by word.

When you have typed something on the display screen and you see
that you have made a mistake, you can edit the message by using
your arrow keys and theHAR/WORD key (N4).

The default for this tool iISHARACTER This means that each time
you activate the left or right arrow, the cursor will move through a
word character by character, to the left or to the right. Press the
DELETE CHARKey (P7) to delete the characteithe left of the
cursor.

If your cursor is at the end of a long sentence or paragraph and you
want to correct a mistake at the beginning, you can activate the
CHAR/WORD tool to switch fromCHARACTER to WORD. Now

when you activate the left or right arrows the cursor moves from
word to word instead of letter to letter. Actually, the cursor moves
from space to spaceYou can activateELETE WORDto delete the
wordto the left of the cursor. Or you can activateAR/WORD

again to switch back toHARACTER so you can move through the
word letter by letter and change whatever letters you want to.

WORD allows you to move the cursor more quickly with less
activations thalHARACTER does.

ﬂ%} Remember

The DeltaTalker always deletes the letter, word or space
to the left of the cursor.
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Remove keyguard and overlay.
Turn Toolbox On.

HOUSE [

Spell

PLURAL

a word on the display

(or retrieve a stored message)

Make sure the word you want to make plural
is to the left of the cursor.

Activate the PLURAL key

HOUSES [

Making Words Plural with the

PLURAL Tool
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Plurals

Summary:
Activate this key if you want to make the word to the left of the
cursor plural.

The DeltaTalker has a tool in the Toolbox that will allow you to
make many words plural without having to spell. You can move it
to your Unity overlay if you find that you like to use it.

ThePLURAL tool will add the plural for the wortb the left of the
cursoron the display. This is true whether you have spelled a
word onto the display or whether you have placed the cursor next
to a word in a message that you have retrieved from storage.

To pluralize a word, position the cursor so that the word you want
to make plural is to the left of the cursor. Then activate the
PLURAL key. If the word "house" is to the left of the cursor and
you activatePLURAL, "house" will become "houses". If the verb
"go" is to the left of the cursor and you activat&RAL, "go" will
become "goes".

ThePLURAL tool does not do too well with words like "woman" or
"foot"—that is, words which are exceptions to the standard
pluralization rules. "Woman" becomes "womans" and "foot"
becomes "footses". However, for plurals that follow regular
spelling rules, you will have no trouble.
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Remove the keyguard and overlay.
Turn the Toolbox On.

Activate STORE

Activate INSERT TOOL
Activate TEXT MARKER

Type the words you want to see on the display.
"The Pledge of Allegiance"

Activate INSERT TOOL
Activate SPEECH MARKER

Type the words you want to speak:
"l pledge allegiance to the flag.... "

When you reach the end of text that you want to speak:

Activate INSERT TOOL
Activate TEXT & SPEECH MARKER

Your display should look like this:

<TEXT MARKER>The Pledge of Allegiance<SPEECH MARKER>
| pledge allegiance...with liberty and justice for all. <TEXT &
SPEECH MARKER>

Activate [STORE

Select an icon sequence e Mﬁ\
to store the message under. @[ I

Activate STORE again.

Using Text Marker, Speech Marker,
Text & Speech Marker
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Text Marker, Speech Marker, Text &
Speech Marker

Summary:

These tools mark text that is to be seen on the display but is not
to be spoken or that is to be spoken but not seen. The Text &
Speech Marker tool closes the operation.

The TEXT MARKER tool allows text from a stored message to be
seen on the display, but not spokelxT MARKER goes in front of
the text that is to be shown.

The SPEECH MARKERtool allows text from a stored message to be
spoken but not to be seen on the dispBBEECH MARKERgOES in
front of the text that is to be spoken.

Use theTEXT & SPEECH MARKERtool to complete the operation
where individual speech and text markers are used in a message.

Using Text and Speech Markers:

When you retrieve a message, it is automatically spoken and
displayed, but messages don't really need to be displayed. You
might want to store the "Pledge of Allegiance” but you don't
necessarily want to see it every time you have to say it.

ActivateSTORE

ActivateINSERT TOOL

ActivateTEXT MARKER.

Type "The Pledge Of Allegiance”
ActivateINSERT TOOL

ActivateSPEECH MARKER

Type in the complete Pledge of Allegiance.
ActivateINSERT TOOLat the end of the pledge.
. ActivateTEXT AND SPEECH MARKER

10. Finish the regular storing process.

©CoNoOA~WNPE

When you activate the icons for the Pledge, you will see only the
title on your display while the DeltaTalker speaks the pledge.

MORE TOOLS FOR COMMUNICATION
203



The BUFFER (the area contained in
dotted lines) contains everything that has
scrolled off the display.

I How much was the phone bill? I
When do we leave for the mall?

| Clean up your room right now. |

I Someone answer the door. I

[] []

When do we eat? ]

APPLE QUESTION

) CLEAR

Activate DISPLAY

— — BUFFER_ _ _ _
r 1
| |
| |
| |
i

The buffer and the display screen are
erased.

Clear Display
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Clear Display

Summary:
This tool removes all text and prompts from the display screen
and the buffer.

When you activate this tool, it clears all the text and icon names or
prompts that are on the display screen. It also clears any text that
has scrolled off screen into the buffer.

& When you type, letters and words eventually move off the
display screen in order to make room for new letters and words.
When they move off the display they go into the "buffer." The
DeltaTalker holds them in the buffer until you print the message or
use the arrow keys to bring them back onto the display screen. The
buffer will hold 2K or about 2,048 characters.
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DEL
LAST
SELECT

DELETE
WORD

DELETE
CHAR

DELETE
ICON

Deletes any text on the screen
from the last activation you
made.

Deletes the word or group of
letters to the /eft of the cursor.
If a space is to the left of the
cursor, DELETE WORD removes
the space.

Deletes the character to the
left of the cursor.

Deletes the last icon that you
activated.

Arrow keys allow you to move

4_1 —pp the cursor left, right, up or

¢

down through the text on
the display.

TheDELETE Tools
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Delete Character, Delete Word, Delete
Last Selection, Arrow Keys

Summary:
The DELETE tools are all used to erase text and or icons on the
display screen.

DELETE CHAR (P7): DELETE CHARACTERremoves the character to
theleft of the cursor.

DELETE WORD (P6):. This tool removes the word or group of
letters to theeft of the cursor up to the next space or punctuation
mark. If the character to the left of the cursor is a SjEERETE
WORD removes the space.

DEL LAST SELECT (P5): DELETE LAST SELECTIONremoves any
text that you brought up on the display when you activated your
last (previous) selection. If the previous selection was a tool,
DELETE LAST SELECTIONdoes nothing.

DELETE ICON (P4): This tool deletes the last icon that you
selected. You can select a new icon or re-select the deleted one if
you want to.

UP, DOWN, LEFT and RIGHT ARROWS (N3, 04, N5, My When you
activate an arrow key, you move the cursor through text on the
display screen. The cursor moves in the same direction as the
arrow you are using. You can move the arrow keys through text
letter-by-letter or word by word by activating tbeAR/WORD tool.

You can also use the arrow keys to move backward and forward
through the options in some of the menus in the Toolbox. When
you have positioned the cursor where you want it, you can activate
other editing keys to edit your word or sentence.
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Connecting to and Using
Other Devices

Connect to Other Devices by Using Infrared or

Dby Using @ Cable.........cccoooooiiiinnn 211.
Use theouTPUT Menu to Make Your Computer or Printer

and DeltaTalker Compatible..........ccooooooiiciiiiiins 213
Using SERIAL MARKER, SPEECH MARKEROr IRR ON

andiRR OFFWhen You Store Commands............ccooooovvvvvvvvven. 215
Use the DeltaTalker with IR to Remotely Control

Your EZ Phone and X-10 Modules...............cccoommvvvvvcciiienn. 217
About Storing Infrared Commands for EZ Phone, X-10

and Remote Control DeVICES.................cccccoommmmmmrninnneeeeeeeeeeeieee 219
StoreDIAL and a Phone NUMDBEL..........cccoooooicriiiecins 221
Store the EZ Phone FUNCLions..........coooooooooooovvvvvvcvceccccccccccccseses. 223
Storing X-10 COMMANGS........cccoooiiiiimieececicssssssse 225
About Adding Remote Control Devices and Functions

t0 theIR SET-UPMENU..........ooiiooooovevvevovecccccsssesseseee s 221
Before You Begin Adding a Device and its Functions to the

IR SET-UPMENUL.........ooooooooooovovooooccccesseeeeeeeseeese e 229.

Add a Device and One of its Functions to IRSET-UPMenu..231
When a Signal is Not Learned, Re-teach it Using the

RECORDBuUtton in the Control Panel.........cco. 233
Add Other FUNCHONS. ... 235.
Store the Devices and Functions Under Icon Sequences..237
Re-Learn a Signal that You Have Already Stared................... 239
ReName @ DEVICE..........cooocvveeccoieeeeeeeeeeecceeeeeeeeeeeeeeeesee e 241.
Delete @ DEVICE. ... 243.
Computer Emulation With and Without Infrared................... 245
Using an Infrared Receiver (IRR)..........iiiisesss. 247
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Setting Up the DeltaTalker to Work With an IRR.............. 249

Storing theRR ON andIRR OFFCommands...............ccooerveevvvncenn. 251
Storing More IRR CommMaNds..........ccccoooooooeninnicccccereiecececicins 252
Read These Notes Before You Begin Computer Emulatior?54
Getting Ready to Set Up Your Overlay.............s 255
Computer Keys and Mouse Commands............ccccccooommnn. 257
First Organize Your OVerlay.................m. 259
ASSIgNBACKSPACE/DELETE RETURN and theARROWS

to DeltaTalker KEYS..........o.....oooooooeeeeecceeeeeeeeeeecee e 261
Storing Only a Few Computer Keys Under Icon Sequence263
Organizing Your TREME...........cccooeeeeocceeeeeeeeeeeeceeeeeeeeeeeee e, 265
Selectingl ICON THEME and Storing it On Your Overlay.........267
Store Computer Keys and Mouse Commands Under a

LICON THEME ... 269.

Infrared Troubleshooting:

When Multiple Devices are in Use in the Same Roam.......... 271
THeIR ADDRESSMENU........cooiiiiiiiiiiiiiiiiiiciciieeresnneeneneeeneeeeeeeeee s 2173
About the Protocol OPLioNS...................mnecececinen 274
When You Get an Error Message on your DeltaTalker

while you are Using the IRR............cccoooooovooocoooooccc e, 275
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Connect to Other Devices by Using the
DeltaTalker Infrared Option (IR) or by
Using a Cable

With infrared (IR) the DeltaTalker can operate remote controlled
appliances such as the PRC EZ Phone (see note below), a TV,
VCR, etc.

The DeltaTalker with the IR can learn infrared signals for any
appliance you own that has a remote control. You teach the remote
control signals to the DeltaTalker and then store the commands for
the signals under icon sequences. The DeltaTalker already knows
the signals for the EZ Phone and X-10 modules. All you have to

do is store the commands for these signals.

With a PRCInfrared Receiver (IRR), you can also use the
DeltaTalker IR as a wireless link to a device that does not have
built-in IR receiving capabilities, such as a computer or printer.

All infrared signals are sent from the IR window on the back of the
DeltaTalker. When you want to send IR signals, this window must
be pointing in the general direction of the appliance that you are
sending the signal to. If you are using an IRR, the IR window on
the DeltaTalker must be facing in the general direction of the IRR
window.

If you do not want to use the IR option, you can also use computer
emulation or printer with your DeltaTalker. You must be
connected (wired) to the printer or to a computer with the
appropriate cable.

S Note: EZ Phone is a speaker phone designed to work with
telephone systems in the United States or compatible analog
systems.
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Options in the ouTPUT Menu

Serial Output =>OFF< or >ON<

Serial Output Mode = >IMMEDIATE< or
>DELAYED<

( Use DELAYED with a printer;

IMMEDIATE with a computer)

Send Output From =>RS232 port< or
>R Window<

Character Pacing =>OFF< or >ON<
Baud Rate =>1200< or >2400, 4800,
19200, 38400, 57600, 110, 300<

<& The baud rate of the DeltaTalker and
the device you are sending signals to
must match!

< Note:

Change the baud rate for MEMORY
TRANSFER in the TRANSFER MEMORY
menu, not the OUTPUT menu.

TheouTtpPuT Menu
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Use theouTPuT Menu to Make
Your Computer or Printer and
DeltaTalker Compatible

Summary:
Select a baud rate and send output to a computer or printer .

Whether you are connected by a cable or using the IR window, the
DeltaTalker and a computer or printer send information to each
other through their serial ports or the IR Window. You set up how
you want the information to be sent in theTPUT menu(k2). The
OUTPUTmMenNu options are explained below.

Serial Output = >0OFF< or >ON<: In order to send any information
from the DeltaTalker to a computer or printer you must turn this
option>0ON<. When this issOFF<no information can be sent.

Serial Output Mode =>IMMEDIATE< Of >DELAYED<

>IMMEDIATE< sends information to the computer as soon as you
enter it into the DeltaTalker-DELAYED< information is not sent
until it scrolls off the DeltaTalker's display into the bufférse
>DELAYED< only with a printey not a computer.

Send Output From =>RS 232 PORT<0r >IR WINDOWX< : If you
are connected to a computer or printer with a cable, setect32
PORT<. If you are using the IR option, selet® WINDOW-<.

Character Pacing =>OFF< or >ON<: If you turn this>ON< the

rate at which each individual character is sent from the DeltaTalker
to the computeemulatoris slowed down. You may need to turn

this on if you are using the T-TAM and sending large groups of
text to the computer.

Baud Rate =>1200< or >2400, 4800, 9600, 19200, 38400, 57600, 300,
110<: How fast information travels from one serial port or IR
Window to another is called the baud rate. It can be slow (110) or
very fast (57600)The baud rate for your computer emulator or
printer and the baud rate for the DeltaTalker must be the

same The recommended default for IR is 1200. It is 300 or 1200
if you are connected by cable.
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When You Store Infrared Commands
Use One of the Following Options:

SERIAL MARKER

You can use a <SERIAL MARKER >before
and after the command. The DeltaTalker
sends the command out the seral port
without speaking or displaying it.

SPEECH MARKER

You can use a <SPEECH MARKER> before
you type in a prompt that the DeltaTalker
will speak but not display. The prompt can
tell you what the command is supposed to
do, e.g., "CHANNEL UP".

IRR ON and IRR OFF

You can store the commands <IRRON >
and <IRR OFF> under icon sequences on
your overay.

Using <SERIAL MARKER>, <SPEECH MARKER>
Or <IRR ON>and<IRR OFF>
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USINgSERIAL MARKER , SPEECH MARKER Of
IRR ON and IRR OFF When You Store
Infrared Commands

Summary:

Use SERIAL MARKER to mark the part of the text that you want to
send out the serial port but do not want to have spoken or
displayed; use SPEECH MARKER to mark the prompt that you want
to have spoken. With an IRR, you can store IRR ON and IRR OFF
under icon sequences.

SERIAL MARKER is used when you want the DeltaTalker to send
information out the serial port without having it speak or display

the information in the comman&PEECH MARKERIS used when

you want to hear prompt that tells you what the command is that
you are sending but not have the prompt displayed. Use these tools
when you store commands for computer emulation and ECU use.

If you useINSERT TOOLandSERIAL MARKER before you begin
entering a command, and another one at the end of the command,
the command will be sent to the computer without being spoken.

If you want the DeltaTalker to indicate that you sent the correct
command, store a prompt, e.CHANNEL UP", that the
DeltaTalker speaks. Every time you activate<b@ANNEL UP>
sequence the DeltaTalker will spea&iANNEL UP" and the
command will be sent to the computer. US®PBECH MARKERIN
front of the prompt to make this happen.

Another option for controlling where text is sent when you are
using a computer and ECU commands at the same time is to store
the commandsIiRR ON>and<IR OFF>under sequences on your
overlay. These two commands turn the infrared receiver (IRR) for
the computeoFFwhen you send ECU commands and then to turn
it backoN when you return to using the computer. See page 251
for more information about therRR ON>and<IRR OFF>

commands.
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Using the DeltaTalker
with the IR Option

WINDOW

tﬂ oo [’m[[’[’[’ﬂﬂ COOOO | Lk E
NERARED

c—
o]
=y o
)/
& |
REMOTE
CONTROL

Using the DeltaTalker with Infrared
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Use the DeltaTalker with IR to Remotely
Control Your EZ Phone and X-10
Modules

With the DeltaTalker's infrared, you can store all the EZ Phone and
X-10 functions that you want to use in your DeltaTalker under icon
sequences. Then when the phone rings, for example, all you have
to do is to activate the sequence where you stored the function,
ANSWER/HANGUP. Or, if you want to turn on a light, just activate

the sequence where you stored the X-10 control unit command that
controls your light.

The infrared window on the DeltaTalker and the infrared area of

the EZ Phone or Command Center must be able to "see" each other
when you send signals. If something blocks their line-of-sight the
signals cannot get through and the command cannot be performed.

The following pages explain how to store EZ Phone and X-10
commands into your DeltaTalker.
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DeltaTalker Toolbox

INSERT STORE

ENTER |ESCAPE TOO0!

REVIEW | TRANSF
VOCAB | MEMORY

WAIT
ANY N
KEY
CHAR/ > DELETE
WORD ICON
DEL.
\1, DISABLE [ | "AgT
SELECT

IR Use this key to add new
SET-up | devices and functions,
rename devices, re-learn
IR signals.

IR Use this key to store
COM- | transmit commands
MAND | ynder icon sequences.

Make an Icon Sequence
for the devices and functions
that you want to

ICON DEVICE FUNCTION
= Q‘M EZ PHONE ANSWER/HANGUP
e\

= EZ PHONE REDIAL
Lo
X-10 UC-1 OFF

27

About Infrared Commands
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About Storing Infrared Commands for
EZ Phone, X-10 and Remote Control
Devices

In the Toolbox there are two keys that are used specifically with IR
commands: th&R SET-UPMenu[02] and theéR COMMAND [03]
tool.

You use ther SET-UP Menu to select pre-stored devices and
functions, add new devices and functions, re-name devices, delete
devices and re-teach stored signals.

You use therR COMMAND tool tostore thetransmit commands for
the devices and functions that are intheET-UPMenu. You
store the commands under icon sequences on your overlay.

About Selecting Icon Sequences:

Before you begin to store any IR commands, take some time to
think of the icon sequences you want to use. The first icon in the
sequence could represent tevice—perhaps you might choose
thePHONEIcon for the first icon of all the phone commands. The
second icon could represent the functiSWER/HANGUP, DIAL

or REDIAL, for example. You may need a third icon for some
commands—this icon might represemtor DOWN or some

specific part of a command that you want to remember.

You might want to make a list of the devices that you want to
control. Then add the functions for each device. Finally, add the
sequence you want to use for each entry to your list. This may help
you to see the relationship between the icons you choose for the
devices and the icons you choose for the functions.
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Store DIAL and a Number

IR
STORE| | coM- | = EZ PHONE | STORE| = DIAL|STORE
MAND

Type in the number you want to dial.

555-1234 STORE

Select the icons to store the number under:

for example: EZ Phone plus an icon to
represent the number: work, home, pizza,

etc.
=4
X~ (work)

\

Activate STORE

StorebpiAL and a Phone Number
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StorebiAL and a Phone Number

Store theDIAL function and a specific phone number under an icon
sequence.

Store theDlAL Function and a Number Together:
ActivateSTORE

ActivatelR COMMAND (O3).

You see&z PHONEON the display. ActivateTORE
You seeIAL on the display. ActivateTORE
Type in the number you want to dial.
ActivateSTORE

Select the icons to store the number under.
Activate Store.

NGO~ WNE

When you select the icon sequence where you storedahe
command with a phone number, EZ Phone will automatically take
the phone off the hook and dial the number.
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|Store an EZ Phone Function

Remove keyguard and over

ay.

Tium the Tonlhox On
STe=ET
ctivate STORE
" | |Activate IR COMMAND ]
COM- ctivate
AAND
a . Activate the arrow keys until you
3 =8= kee the device you want to
Stare
isTORE]| |Activate STORE
a . ctivate the arrow keys until you
3 §H= see the function you want to

Store

ISTORFI

ctivate STORE

[fype a prompt [activate SPEECH MARKER,

[Activate INSERT TOOL,

ell

STorE] iv TORE
[Select an icon sequence |

EIorel|l |Activate STORE |

Store an EZ Phone Function
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Store the EZ Phone Functions

To Store EZ Phone Functions Under Icon Sequences:

1. Remove the keyguard and overlay. Turn the Toolbox On.

2. ActivateSTORE

4. ActivatelR COMMAND (03).

5. Activate the arrow keys until you see theviceyou want to

store, EZ PHONE<

ActivateSTORE

Activate the arrow keys until you see thactionyou want to

store, e.g., ANSWER/HANGUP<

8. ActivateSTORE

9. Type in any text that you want to appear as a prompt on your
display (e.g.ANSWER). It will also be spoken.

9a. If you are going to use the DTIR with a computer, printer and
an Infrared Receiver, or as an ECU, store text for a prompt with
a SPEECH MARKERsO that the DeltaTalker speaks the prompt
but does not display it on a monitor or send it out the serial
port.

To Store a Prompt with a Speech Marker:
Activate SPEECHMARKER [D3]. Type in the prompt you want
to hear (e.g ANSWER/HANGUP.
10. ActivateSTORE
11.Select an (idcon sequence to sEX®HONE ANSWERunder, e.g.,
IS AT

]

12. ActivateSTORE

N o

ONote

If you are using the DeltaTalker as an ECU alsd with a
computer, you can store the commanrask ON>and<IRR OFF>
under icon sequences instead of usisSgEBECH MARKERIN front
of a prompt in the EZ Phone commands. See page 215.
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Store an X -10 IR Command

Remove keyguard and overlay.
Turn the Toolbox On.

STORE | Activate STORE

COM- | Activate IR COMMAND

™ Activate arrow keys until you
¢ see the device you want to store,
e.g., >X-10<

STORE | Activate STORE

™ Activate arrow keys until you
J see the function you want to store,
e.g., >UC-1 OFF<

STORE | Activate STORE

Type in any text that you want the DeltaTalker to
speak and display: e.g., LAMP OFF

STORE | Activate STORE

Select an icon se auence for X-10 UC-1 OFF

For example: ;{@

STORE | Activate STORE

Store an X-10 Command
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Storing X-10 Commands

First, read about setting up X-10 modules in your EZ Phone
manual. When you have set up your modules and are ready to
store the commands, follow the steps below.

1. Remove the keyguard and overlay from the DeltaTalker. Turn

the Toolbox On.

ActivateSTORE

ActivatelR COMMAND (03)

Activate the arrow keys until you see-10<.

ActivateSTORE

Activate the arrow keysntil you see the command you want to

store, e.g>UC-1 OFF<.

ActivateSTORE

Type in any text that you want to see on the display and hear

spoken (e.gLAMP OFF).

8a. If you are going to use the DTIR with a computer, printer and
an Infrared Receiver, or as an ECU, store text for a prompt with
a SPEECH MARKERSO that the DeltaTalker speaks the prompt
but does not display it on a monitor or send it out the serial
port.
To Store a Prompt with a Speech Marker:
Activate INSERT TOOL ActivateSPEECH MARKER [D3] Type
in the prompt you want to hear (e.gAMP OFF).

9. ActivateSTORE

10. Select an icon sequence to stot® UC-1 OFRunder,

0g 2

11. ActivateSTORE

ok wn

o~

ONote:

If you are using the DeltaTalker as an ECU alstwith a
computer, you can store the commanrasR ON>and<IRR OFF>
under icon sequences instead of usisSgEBECH MARKERIN front
of a prompt in the EZ Phone commands. See page 215.
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Add Remote Control Devices
to the IR Menu
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About Adding Remote Control Devices
and Functions to thelrR SET-upP Menu

If you have a remote control for your TV, VCR, CD, Tape Deck,
etc., you can teach the DeltaTalker the remote control signals for
functions such asN, VOLUME UP, FAST FORWARD etc., for each
device. In order to do this, you add thevice(TV, VCR, etc.) you
want to send signals to and then add each dutieionsthat you
want to use for the device. You add devices and functions tR the
SET-UPMenu in the DeltaTalker Toolbox.

When you add a new device to tReSET-UPMenu, you add the
name of the device (e.gy), a function for the device (e.g.,

POWER and then you teach the DeltaTalker the signal for that
function. You must add at least one function for each device and
you must teach the signal for that function to the DeltaTalker. You
teach the signal at the same time that you add the function. This
means that when you are ready to store commands and teach
signals, you must be near the appliance you want to control and
have its remote control handy. You use the remote control to teach
the DeltaTalker the correct remote control signals. In order to test
the signal to see if the DeltaTalker learned it, you must have the
appliance where the DeltaTalker can "see" it.

Once you have added the new devices and functions e H&F-

UP MENU, you will store each new device and its functions under
icon sequences. The DeltaTalker automatically places the device
and function names in the COMMAND tool.
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TEACH the Signal DeltaTalker TESTS
to the DeltaTalker the Signal

| —

ﬁ

LI
1. Make sure DeltaTalker is 4. The DeltaTalker counts
facing device to be controlled. | 4own 5 seconds and tests
2. Point the REMOTE CONTROL the signal.

at the IR WINDOW.

3. TAP the correct REMOTE
CONTROL button.

Teach and Test the Remote Control Signal
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Before You Begin Adding A Device and
its Functions to the IRSET-UP MENU

The example on the next page explains how to add the d&vice,
and the functionPOWER to thelR SET-UP MENU At a certain

point in the directions, the display tells you to point the TV remote
control at the DeltaTalker's IR window and tap the remote control
button for the signal you want to teach. For every signal you want
to teach the DeltaTalkeypu must point the remote control at the
IR window and tap the proper remote control button.

When you tap the remote control button the display shows,
"DeltaTalker will now test the signal. Watch the remote controlled
device". You will also see numbers count down from 5 to 1 in the
lower right corner of the display. This means that you Bave
seconds to make sure the DeltaTalker is pointing at the device you
want it to control (e.g., the TV).

For example, if you are teaching the POWERSignal, once you
have tapped the remote contradwERDbutton, you have 5 seconds
to make sure the DeltaTalker's IR window is facing the TV. Then
the DeltaTalker sends tim®wERSsignal to the TV. If the
DeltaTalker learned the signal, the TV will go On (or Off). If
nothing happens, press tRecorDbutton in the DeltaTalker's
Control Panel and try to teach the signal again.

The next page explains how to add a device and function and teach
the function's IR signal to the DeltaTalker.

CONNECTING TO AND USING OTHER DEVICES
229



Remove keyguard and overlay.
Turn Toolbox On.

IR l’\\lﬂiﬁL = ADDNEWDEVICE — |cHANGE
- - ~ [ITEM
SET-UP || | Tem
Spell device name: - |STORE
Spell name for new function: — | STORE

To teach signal: aim remote control
at IR window, then select STORE.

INTITITI
I

I []l — | STORE

Remote
TV Control DelltaTalker

Tap remote control button for Tv POWER

N L«
— TAP Remote
POWER Button elltaTalker

Within 5 Seconds:

N

—
DelltaTalker
DeltaTalker is testing signal.

Activate:

STORE | O |RECORD| or |ESCAPE|

Add a Device and Function
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Add A Device and One of its Functions to
the IR SET-UP MENU

ONote
All device and function names must be limited to 13 charactgrs.
If you use abbreviations, use ones that you can easily remember.

Remember that the DeltaTalker should be facing the device you
want to control.

1. Remove the keyguard and overlay from the DeltaTalker. Turn
the Toolbox On.
2. ActivateirR SET-UP MENU(O2).

3. ActivateNEXT MENU ITEM until you see:ADD A NEW DEVICE.

4. ActivateCHANGE >ITEM<. The display shows: Spell Device
name, then selestrorE

5. Spell the name of the device, in this case,

6. ActivateSTORE

7. The display shows: Spell function name, then sefBoRE

8. Spell the function name, in this caBe@WER

9. ActivateSTORE

10. The display shows: To teach signal: aim remote control at IR

window, then sele3TORE

11. Aim the infrared area of the remote control for the TV at the IR
window on the DeltaTalker. Activat&rorEin the
DeltaTalker.

12. The display shows: Tap the remote control buttomyor
POWER

13. Tap theeOWER (or On/Off) button on your remote control.

14. Now make sure DeltaTalker is facing device you want it to
control. The display shows: 5,4,3,2,1 Diditlearn it
correctly?

15. If the TV went On (or Off), selestrOREto save the signabr
If nothing happened on the TV, sel@&CORDto re-learn the
signal, OR
SelectESCAPELO exit.
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Follow the storing steps on the previous page,
then continue with the steps below:

RECORD

i

Remote
Control

DeltaTalker

store | Tap remote control button for
TV POWER

[ 4>

m

TAP Remote
Control Button
You see: 5,4,3,2,1: ~
« ESSS22S
% « jjimznz=s

DelltaTalker
DeltaTalker is testing signal.

/ If the TV goes
on the signal STORE

\ was learned

Re-teach the Signal USimECORD

(““W
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When a Signal is not Learned, Re-teach it
Using theRECORD Button

If the DeltaTalker did not learn the signal you sent it, you will be
able to tell. The DeltaTalker tests the new signal by sending it out
right after it has been learned. If the device you want to control
does not work, you know that the DeltaTalker did not learn the
signal. If this happens you can re-teach the signal using the
RECORDbutton.

To Re-teach a Signal:

1. Store a device and function following the steps on the previous
page.

2. When you see "Did it learn it correctly?" on the display, select
RECORD

3. Aim the remote control at the IR window and sea@REoON
the DeltaTalker.

4. Tap the remote control button for the function you want (in this
example you would press tRewWERbutton).

5. Now the DeltaTalker should be facing the device you want to
control (e.g., the TV). You see "5,4,3,2,1" on the display

6. If the TV goes on (or Off), the signal was learned. Select
STOREt0 save the signal.

To learn how to add more functions, turn the page.
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Remove keyguard and overlay.
Turn Toolbox On.

IR NEXT | v CHANGE
SET-up (| MENU | = ITEM
ITEM
. |cHANGE
You see: Add a Function|,tgm

Spell function name:CHANNEL UP | STORE

To teach signal: aim remote control
at IRwindow, then select STORE,

% ” STORE
Remote L
v Control DelltaTalker

Tap remote control button for CHANNEL UP

Within 5 Seconds:

DeltaTalker is testing signal.

If channel goes up, If nothing happened,
signal was learned. re-teach signal
STORE R RECORD

Add Other Functions to a Device
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Add Other Functions for the Device You
Want the DeltaTalker to Control

When you want to add a device (such as a TV or VCR) to your
DeltaTalker, you have to add at least one function at the same time
you add the device. However, there are probably more functions
for that device that you will want to add, too. It's easy to do this
once you have the device and first function added.

To Add More Functions to thelR SET-UP MENU:

1.

2.
3.
4.

o

B oo~

12.

Remove the keyguard and overlay from the DeltaTalker. Turn
the Toolbox On.

Activate thar SET-UP MENU

ActivateNEXT MENU ITEM until you seeV.

ActivateCHANGE >ITEM<. The device name will be visible on
the right side of the display, e.g., >TV<.

See >Add a Function< on the display. Setet{NGE >ITEM<
again.

Spell the name of the function you want to add, elaNNEL
UP.

ActivateSTORE.

Aim the remote control at the IR window on the DeltaTalker.
ActivateSTORE

. Tap the remote control button (e.g., tap the button for

CHANNEL UP).

. Now make sure the DeltaTalker's IR window is facing the

device you want to control (e.g., the TV). You see the
countdown from 5 to 1 and then, "Did it learn it correctly?" If
the device does what you want (e.g., the channel changes to the
next higher one), the signal is working. ActivateRE

If nothing happens, activaReECORD Re-teach the signal to

the DeltaTalker. (See the previous page for information about
re-teaching a signal.)
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IR
STORE || COM- &= >TV< STORE
MAND

)

é\l?: >POWER< | STORE

Type in any text you want on the display: TV ON

STORE

Activate icons on your overlay where you want
to store TV POWER:

7 .

STORE Activate the icons to test the
signal

4
il
=

Store the Device and Function
Under an Icon Sequence
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Store Devices and Functions Under Icon
Sequences on Your Overlay

When you have added all the devices and functions that you want
to thelR SET-UP MENU store them under icon sequences. Use the
IR COMMAND tool.

To Store a Device and Function You Have Added to the
DeltaTalker:

1. Remove the keyguard and overlay. Turn the toolbox On.
2. ActivateSTORE

3. ActivatelR COMMAND.

4. Activate arrow keyso step to the device you want (e.g.,
>TV<).

ActivateSTORE

Activate arrow keys to step to the function you want (eTy, >
POWERL).

ActivateSTORE

Spell any text that you want to appear on the display f&.g.,

ON). 2If you are using your DeltaTalker as an ECU or with a computer
or printer, use 8PEECH MARKERbefore you type in a prompt. See the note

on page 215
8. ActivateSTORE
9. Activate an icon sequence for POWER(e.g.,TV VOLT).
10. ActivateSTORE

ok

No

Test the Signals:

Turn the Toolbox Off and replace the overlay and keyguard. Point
the DeltaTalker's IR window toward the device that you want to
control. Make sure you are in Minspeak mode.

Activate the sequences for the device you want to control. For
example, activate all your TV commands. If the TV goes On, the
channels change, the volume goes up or down, you know that the
DeltaTalker is working correctly. Test all the sequences for each
device in this manner. If you find a sequence where nothing
happens, you may have to re-teach the signal to the DeltaTalker.
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Remove keyguard and overlay.
Turn Toolbox On.

IR NEXT CHANGE

SET-UP| |MENU | = TV =
ITEM 'TEM

You see: ADD FUNCTION
NeXT CHANGE]
'\I"TEE'\,‘\AU =RE-LEARN SIGNAL = | rem
NEXT .
MENU | = Name of function you |CHANGH
ITEM want to re-learn ITEM

To teach signal: aim remote control at IR

window. Tap button for function you have
selected.
TAP Remote

Control Button

Within 5 Seconds:

i

| =~

DeltaTalker is testing signal.

If the command works, activate | store

If the command does not work, RECORD
activate RECORD and start over.

Re-learn a Signal that is Already Stored
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Re-learn a Signal that you Have Already
Stored

If you trade in an old TV for a new TV, you can teach the new TV's
signals by using the old TV and its functions in RSET-UP
Menu.

To Re-Learn an Already Stored Signal:

10.

Remove the keyguard and overlay. Turn the Toolbox On.
Activate therR SET-UP MENU

ActivateNEXT MENU ITEM until you see the device you want
(e.g., TV).

When you see the device you want, actizeNGE >ITEM<

The display showsABD A FUNCTION<.

ActivateNEXT MENU ITEM until you see RE-LEARN A

SIGNAL<, then activat€HANGE >ITEM<.

ActivateNEXT MENU ITEM until you see the function that you
want the DeltaTalker to re-learn then activateNGE

>ITEM<.

Point the remote control at the IR window and tap the remote
control button for the function you have selected.

Make sure DeltaTalker's IR window is aimed at the device you
want to control. You see the countdown on the display and
then, "Did it learn it correctly?"

If the command works, activag@ORE If not, activate
RECORDand start over.

ONote:

When a signal that has already been stored under an icon sequence
is re-learned, it does not have to re-stored under the icon seqlience.
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Remove keyguard and
Turn Toolbox On.

IR NEXT

SET-uP| | MENU
ITEM

= >TV<

CHANGH|
>|ITEM<

NEXT
MENU | = >RENAME DEVICE<
ITEM

CHANGH|
ITEM

Spell the new name, e.g. FAMILY TV
(you can use up to 13 characters).

STORE

The new name has replaced the old name.

EXIT

< Note:

To change the name of more than one device,

activate NEXT MENU ITEM instead of EXIT
and then rename each device.

Rename a Device
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Rename a Device

Let's say you have a TV in the family room and you stored its
signals using the label, TV. Now let's say you buy a TV for your
bedroom. You store those TV signals using the name, BEDROOM
TV. You don't want to confuse the family room TV with the
bedroom TV. You can change the TV label to FAMILY TV.

To Rename a Device:

1.
2.
3.

Noos

© ®

Remove the keyguard and overlay. Turn the Toolbox On.
Open theR SET-UP MENU

ActivateNEXT MENU ITEM until you see the name you want
(e.g., >TV<).

ActivateCHANGE >ITEM<

ActivateNEXT MENU ITEM until you see: RENAME DEVICE<.
ActivateCHANGE >ITEM<.

Spell the new name (e.g., FAMILY TV [you can use up to 13
characters for the name]).

ActivateSTORE

The display will tell you that the new name has replaced the
old name. ActivatexiT.

If you want to change the name of more than one device, you must
activateNEXT MENU ITEM and then re-name each device

When you re-name a device that has already been stored uncﬁr an
icon sequence, the name is automatically changed in the com
that is stored under the sequence.

ONote:

and
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Remove keyguard and overlay.
Turn Toolbox On.

IR NEXT
SET.UP| | MENU | = >TV<
ITEM

CHANGH|
>|ITEM<

NEXT
MENU | = >DELETE DEVICE<

ITEM

CHANGH|
ITEM

The Display shows: DELETE TV?

To delete: | erase

EXIT

If you change your mind and decide not to erase,
activate EXIT instead of ERASE.

O Note:

When you delete a device, the function commands
for that device are still stored under icon sequences.
Use the reaular DeltaTalker erasina procedure to
erase the function commands.

Delete a Device
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Delete a Device

There may be a time when you no longer use a device that you
have stored in your DeltaTalker. You can delete the device from

the DeltaTalker.

To Delete a Device:

1. Remove the keyguard and overlay. Turn the Toolbox On.

2. Open ther SET-UP MENU

3. ActivateNEXT MENU ITEM until you see the name of the
device that you want to delete.

4. ActivateCHANGE >ITEM<.

5. ActivateNEXT MENU ITEM until you see BELETE DEVICE<

The name of the device you want to delete should be visible

on the right hand side of the display, e.g., >TV<.
6. ActivateCHANGE >ITEM<.
7. The display shows: DELETE TV?<
8. If you want to delete that device, activaFASEIn the
Control Panel. (If you change your mind, activexer here.)
9. The display will show:TVv HAS BEEN DELETED
10. ActivateNEXT MENU ITEM Or EXIT.

ONote:

When you have deleted a device, the function commands that you

stored under icon sequences for that dewidlestill be there
However, if you activate them, the display will shoinyvALID
COMMAND. IR DEVICE HAS BEEN DELETED

If you want to erase the function commands to free up those i(
sequences, use the regular DeltaTalker erasing procedure (s€
Erase Synthesized Speedh the DeltaTalker manual)
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Infrared Computer Emulation

IRR | T-TAM @

—————— |

Regular Computer Emulation

Different Computer Emulation Methods
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About Computer Emulation with
Infrared and Without Infrared

To use the DeltaTalker with a computer you must have a computer
emulation device like the T-TAM, or computer emulation software
like Access DOS or Access Windows. If you are not using infrared
to access your computer, you will connect your T-TAM directly to
your DeltaTalker and your computer. If you are using infrared, you
will connect the T-TAM to your computer and the Infrared

Receiver (IRR). The IRR will receive the infrared signals from the
DeltaTalker and send them to the T-TAM.

If You Are Not Using Infrared:

You can go to page 254-269 to learn how to store your computer
commands. Remember to set therPUT menu when you are
ready to send commands.

If You Are Using Infrared:

If you are using atRR, the computer commands are not stored the
same way you stored remote control commands. dboootuse

thelR SET-UPMenu or tharR COMMAND tool. You simply store all
the computer commands under icon sequences.

Remember to set tt@uTPUT menu when you are ready to send
commands.

Read the next few pages before you begin storing.
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Using an IRR

IRR

T-TAM

[eXeXeX=X=]
ocoocoo

Using the DeltaTalker with an

Infrared Receiver

CONNECTING TO AND USING OTHER DEVICES

246




Using an Infrared Receiver (IRR)

To send infrared commands from the DeltaTalker to a device that
does not have a built in infrared receiver, such as a computer or
printer, you must connect an Infrared Receiver (IRR) to the device
that is going to be receiving the signals.

The IRR is an infrared accessory that accepts infrared signals from
the DeltaTalker. The IRR plugs into whatever device you are using
it with. For example, to use an IRR with a printer, plug the IRR
into the serial or parallel port on the printer. To use the IRR with a
T-TAM and computer, plug the IRR into the front of the T-TAM.

If you are using a computer software such as Access DOS or
Access Windows, plug the IRR into the serial port on your
computer. In all cases, the IRR replaces the cable you might have
used to connect your communication device to a printer or
computer.

The infrared window on the IRR must be able to see the infrared
window on the DeltaTalker, otherwise the IRR will not receive the
signals the DeltaTalker sends. If the IRR and DeltaTalker
windows arecloserthan 18 inches and directly facing each other,
the infrared signal from the DeltaTalker could be too strong for the
IRR to read. Either move the devices farther apart, or place the
DeltaTalker so that its IR window is at an angle to the IRR
window.

O Important Notes:

When you are using an IRR, always have the IRR battery chafger
plugged in!

Read thdnfrared Receiver Instructiorthat came with your IRR
for IRR cable and settings information. There is also a list of [RR
commands that can be stored in your DeltaTalker.
The recommended baud rate for the DeltaTalker with an IRR is
1200. If you use a T-TAM that operates at 300 baud, contact fhe
PRC Service Department to have the T-TAM upgraded to support
1200 baud.
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Set the ouTtPuT Menu for IRR Use

75| Remove keyguard and overlay. Turn
28 The Toolbox On.

OUTPUT[  Activate OUTPUT [K2]

neny | Activate NEXT MENU ITEMto step through

ITEM the menu

CT?E‘SE Activate CHANGE ITEM to set the option.

Set the following options:

SERIAL OUTPUT =>0ON<
SERIAL OUTPUT MODE = >IMMEDIATE<
SEND OUTPUT FROM = >IR WINDOW<

CHARACTER PACING = >0OFF<
If you are doing computer emulation with a T-TAM, set this to ON

BAUD RATE =>1200 <

If you are using a T-TAM that does not allow 1200 baud, you
must uparade to 1200 or use the 300 Pipeline (see paae 286.)

Exit the OUTPUT menu.

Set theouTPuT MENU fOr IRR Use
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Setting Up the DeltaTalker to Work with
the IRR

When you have connected your IRR to a computer or printer, you
need to make the correct button settings on the IRR. See the
instruction sheet that came with your IRR for instructions on
setting the buttons.

You must also set theuTPUT MENU options in the DeltaTalker.

arwnNpE

Remove the keyguard and overlay from the DeltaTalker.
Turn the Toolbox On.

Open theoUTPUT MENU [K2].

ActivateNEXT MENU ITEM.

Set the Following Options:

Serial Output =>0N<

Serial Output Mode = >IMMEDIATE<
If you are using the IRR with a printer, you can set this to
>DELAYEDx if you prefer.

Send Output From =>IR WINDOW<

Character Pacing=>ON< Or >OFF<

If you are using a T-TAM this setting shouldde. If itisn't,

you could lose characters from longer strings of text on their
way to the computer. If you are using a computer emulator and
you are losing characters, turn this optamn Otherwise, leave

it OFF. See theéRR Instruction Shedor more information on
Character Pacing.

Baud Rate= >1200<

Remember that the baud rate for the DeltaTalker, the IRR and
any emulator you are usimgust be the same.

If you are using a T-TAM that doe®t have a 300/1200 baud
switch on it, you must upgrade the T-Tam or use the 300
Pipeline protocol. Sedk Troubleshooting: About Protocol
Options(pg. 288) for more information.

SNote: Make sure the IRR Battery Charger is plugged in!
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Store IRR ON and IRR OFF
Under Icon Sequences

Remove the keyguard and overlay.

. Turn the Toolbox On.

STORE| Activate STORE.

SHIFT | |<escy IRR,ON.

Activate the SHIFT key, the "esc" key, type IRR,ON.

Do not forget the comma or the period.
Do not add spaces

STORE| Activate STORE.

6. Select the icon sequence you want to

store the command under.

STORE| Activate STORE.

Repeat these steps for IRR OFF.
In step #4 type: IRR,OFF.

Store tharr oN andorFrF Commands
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Storing IRR ON and IRR OFF

When you use the Deltatalker for both ECU commatb

computer emulation, any ECU prompts that are statdtbut

speech markers will be displayed on your computer monitor as
well as sent out the DeltaTalker serial port. There are a couple of
ways to handle this.

Without an IRR

If you are not using the IRR for computer emulation, you can store
the ECU prompts with aPEECH MARKER(See page 215). If you

do not use 8PEECH MARKER you can go to theuTPUT MENU

and turn Serial OutputrFF beforeyou activate the sequence where
you stored an ECU command.

With an IRR

If you are using an IRR for computer emulation, you can store the
ECU prompts with &PEECH MARKER(see page 215). If you do not
want to use 8PEECH MARKER You can storeIRR ON>and<IRR
OFF>under separate icon sequences on your overlay. When you
want to send an ECU command (e.g., "answer the phone") activate
the sequence where you stored OFF, send the ECU command

and talk on the phone. Activa®r ONwhen you are ready to go
back to computer emulation.

To Store thelRR ON and IRR OFF Commands

1. Remove the keyguard and overlay from the DeltaTalker.

2. Turn the ToolboxoN.

3. ActivateSTORE

4. Activate<SHIFT><ESC>IRR,ON
In case you have forgotten, this means you activate the
SHIFT key[B8], theEsckey|[B5], SpellIRR, activate the comma
key[K7], spellON and activate the period kay].

5. ActivateSTORE

6. Select the icon sequence you want to use.

7. ActivateSTORE

Repeat these steps to st®r OFF In step #4 activate

<SHIFT><ESC>IRR,OFFinstead ofRR,ON.
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Storing More IRR Commands

On the previous page you learned about staRRgON andIRR OFF
to keep ECU commands from being displayed on your monitor.

Using the same model, you can store other IRR Relay commands
under icon sequences. All the IRR commands that can be stored in
the DeltaTalker are listed on the instruction sheet that came with
your IRR.

Below are a few other tools that are helpful to have when using
IRR with a computer. If you are using a T-TAM you may have
Character Pacing turned On in theTPUT menu. When Character
Pacing is On, the IRR commands won't work. To send these
commands you need to turn Character Pacing Off.

SNote: <INSERT TOOL>must be used in the Character Pacing
macro shown below.

Character Pacing Toggle (On/Off):

<INSERT TOOL><SPEECH MARKER>TOGGLE CHARACTER
PACING<INSERT TOOL><OUTPUT><INSERT TOOL><NEXT MENU
ITEM><INSERT TOOL><NEXT MENU ITEM><INSERT TOOL><NEXT
MENU ITEM><INSERT TOOL><NEXT MENU ITEM><INSERT
TOOL><CHANGE ITEM><INSERT TOOL><EXIT>.

Relay Toggle (On/Off)

If your IRR has the switch option, you can steREeAY commands

to turn a switch on momentarily then turn off automatically, or turn
on (latch) until you activate another key to turn it off.
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SNote: It is not necessary to USBNSERT TOOL>in the macros
shown below.

RELAY ON/OFF: 1 Second Relay Pulse

<SPEECH MARKER>ACTIVATE RELAY 1 <SERIAL
MARKER><SHIFT><€SCIRR,RELAY1,0N.<SERIAL MARKER><SERIAL
MARKER><SHIFT> <€SCIRR,RELAY1,0FF.

RELAY ON/OFF usingWAIT ANY KEY : Relay On until another key
is selected.

<SPEECH MARKER>ACTIVATE RELAY 1<SERIAL MARKER><SHIFT>
<€SCIRR,RELAY1,0ON.<WAIT ANY KEY><SERIAL MARKER>
<SHIFT><€SCIRR,RELAY1,0FF.
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Read These Notes Before Beginning
Computer Emulation

OImportant Note:

To use the DeltaTalker with a computer you must have a com
emulation device like the T-TAM, or computer emulation softw
like Access DOS or Access Windows. The manual that came
your emulation device or software will have a list of code nam
for the different computer keys, functions and mouse comman
When you are ready to store computer commands into your

DeltaTalker, you will need to use the names from these lists.

buter
are
with
bS
ds.

Oimportant Note:

When you are using the DeltaTalker with a computer all of the
letters, numbers and punctuation marks that are already store
your device irsPELL mode, and any synthesized messages yol
have stored imMINSPEAK will work with the computer. Open a
word processing file on your computer. TSERIAL OUTPUT
>0On< and begin activating letters or sequences on your
DeltaTalker. Words and messages will appear on your compt
Digitized messages will not appear on the computer screen.

d in

ter.

OImportant Note:

In order for your DeltaTalker and your computer to work together,

you must SeSERIAL OUTPUTtO >ON< in theOUuTPUT menu. Make
sure the baud rates for the computer and the DeltaTalker are

same. This manual has information about settin@tieuT
MENU

for use with infrared and without infrared. Also look in your
emulator manual for serial output information.

he
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Getting Ready to Set Up Your Overlay

If you are using the DeltaTalker with IR you may be storing a lot
commands under icon sequences on your overlay. You might have
EZ Phone commands, IRR commands and computer commands to
be stored. Even if you aren't using IR, your computer and mouse
commands will all have to be stored under icon sequences.

Plan your overlay before you begin storing so that finding and
activating the various sequences will be natural and easy. You
might want to use a different theme to store each set of commands.
No matter how you decide to set up your overlay, you should take
the time to write out the segeunce you are going to use for each
command. This will help you to select consistent sequences for
each set of commands.

The next few pages explain about setting up your overlay for
computer emulation and how to store the computer commands. |If
you are going to store a lot of IR commands, you might want to go
through this section to get a feel for setting up your overlay before
you begin to store.
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Keyboard Keys

Function Keys: F1-F12
Modifier Keys:  SHIFT, CTRL

Keyboard Keys:  alphabet, punctuation, numbers

Basic Word Processing Keys
Arrow Keys
€IV

Delete or Backspace Key
<

Return Key

Q

Mouse Commands

Mouse Cursor Movements
move right
move up
move down

Mouse Button Actions
click
double click

click right

Computer Keys and Mouse Command
Categories
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Computer Keys and Mouse Command
Categories

There are 3 computer key and mouse command categories that can
be stored in your DeltaTalker for computer use. Almost all
computer keyboards and mice have the following keys/commands.
You may want to store some, or all, of them:

1. Regular Computer Keyboard Keys:
Function Keys  The F1 - F12 keys

Modifying Keys CTRL, SHIFT, OPTION, ALT

Keyboard Keys These include the letter keys (a,b,c), number
keys (1,2,3), punctuation keys (!, . ENTER, ESC, etc.

2. The 6 Basic Word Processing Keys:
The 4ARROW Keys > M

DELETE or backspace erases characters.

RETURN This keydoes notneed to be stored if you are using
the DeltaTalker with ¢acintosh computer. It works as both

a DeltaTalkeRETURN key and a MacinstoSRETURN key just

as itis. If you are using an IBM computer, you must store the
RETURN key as a computer key

3. Mouse Movements
Mouse Cursor Movements: move right, move up, move down

Mouse Button Actions: click, double-click, click right, etc.
Mouse Reset: calibrates the mouse to the screen

GOTO Commands: moves the mouse to specific locations
Move Mouse Commands: moves mouse in increments (+5, -5,
etc.)
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Keyboard Keys
Modifier Keys: SHIFT, ALT, CTRL

| ICON THEME @

Arrow Keys M >

Delete or Backspace key

(DO NOT STORE ARROW KEYS
OR DELETE KEY IN A THEME)

Mouse Commands

CLICK
DOUBLE CLICK
CLICK LEFT
CLICK RIGHT

move +5
move +20
move -10

| ICON THEME Iﬂ%

Mark the computer keys
and the mouse commands
on your overlay

On Your Overlay

consider color-coding mouse movements:

yellow =

red

green

small movements

large meovements

medium movements

Organize Your Overlay
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First Organize Your Overlay

Before you use a computer with your DeltaTalker, answer these
guestions for yourself: What applications are you going to use?
What keys do you need to operate these applications? Will you be
using a mouse? The answers will help you organize your Unity
overlay and select the keys you will really need.

The following DeltaTalker Toolbox tools will be helpful to have
on your Unity overlay:SPEECH OFF/ONOUTPUT menu (or the
setting to turn the Serial Port On and Off), @xdr THEME. You
can assign these tools to keys on your overlay.

If you are only going to use the 6 basic word processing keys,
follow the steps on page 107 to store them. Remember, the Arrow
keys andELETE CHARACTERKey can be assigned to the
DeltaTalker Arrow keys andELETE CHARACTERKey (page 207).
TheRETURN key can be assigned to an available key on your
DeltaTalker inSPELL Or in an icon sequence MINSPEAK.

If you want a lot of computer keys you can store them under
individual icon sequences (following the directions on page 107),
but you will probably find them easier to access if you store them
under al Ilcon Theme Mouse movements should be stored under
a separate 1 Icon Theme. Pages 119-127 describe how to create
and store a theme.

Before you begin to store, write down each computer key and
mouse command/movement that you want to store. Then, go to
your emulatormanual and find the lists with tlkemputer code
namefor each key and mouse movement. Copyettect code
namefor each key you are going to store, including any commas or
periods.

S Note: Regular computer keyboard keys (alphabet, numbers and
punctuation) do not have special computer code names. See the
note on page 256.
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STORE DELETE KEY

Remove keyguard and overlay.
Turn Toolbox On.

. ASGN
Activate [yunspk

Activate |o5ETE| on your Custom Overlay

Activate [[/ANCE

Activate |store

<DELETE CHARACTER>H
Spell message, then select STORE

Activate [iNserT| [SERAL
TOOL MARKER

. <esc>
Activate [SHIFT =

Type backspace.
(Use the exact code name from your emulation manual)

. INSERT| | SERIAL
Activate [0 | [Marker

<DELETE CHARACTER><SERIAL MARKER>[] backspace. <SERIAL MARKER>

Spell message, then select STORE

Activate |[sTore

Assign theDELETE Key
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ASSIgQNBACKSPACE/DELETE, RETURN and
the ARROWS to DeltaTalker Keys

Assign theBACKSPACE/DELETE RETURN and the ARROW keys to
DeltaTalker keys usingSSIGN MINSPEAK and/OrASSIGN SPELL.
Thenyou can use the keys as regular DeltaTalker keys or as
computer keys. If you are using tQe/ERTY overlay you can
assign the keys where tbhELETE CHARACTER ARROW and
RETURNkeys are.

To Assign theBACKSPACE/DELETE Computer Key:

1. Remove the keyguard and overlay. Turn the Toodnax

2. ActivateASSIGN MINSPEAK (You can also assign each of the
above keys tesPELLmMode if you want to.)

3. ActivateDELETE CHARACTERON your Unity overlay.

4. ActivateCHANGE >ITEM<.

5. ActivateSTORE

6 You should seesDELETE CHARACTER: on the display.
Make sure the cursor is flashing at the end of the wb@not
erase<DELETE CHARACTER>.

7. ActivateINSERT TOOL

8. ActivateSERIAL MARKER.

9. ActivateSHIFT.

10. Activate<esc>(above the = sign.)

11. Type in the code name for your computeesETE key exactly

as it is writtenin your emulation manual. Make sure you end it
with a period.

12. ActivateINSERT TOOL.

13 Activate SERIAL MARKER.

14. Activate STORE.

TheBACKSPACHDELETE key is now assigned MINSPEAK on

your DeltaTalker. When you use a computer and activate this key
it will delete a character on your computer screen and your
DeltaTalker. You can assign the arrows aEadURN in exactly the
same way by activatingEXT MENU ITEM Or you CarexIT.
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STORE Using Icon Sequences

Remove keyguard and overlay.
Turn Toolbox On.

Activate |sTore

Activate | sHIFT

, <ESC>
Activate -

The exact code name for the
Type computer key or mouse

command that you are storing.

Always add the period.

(Use the exact code name from your emulation manual)

Activate |sTore

Select the icons you want to store
the key or command under.

Activate |[sTore

Store A Small Number of Keys and
Commands Under Icon Sequences
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Storing Only a Few Computer Keys
Under Icon Sequences

If you want to store only a few computer keys, you may find it

easier to store them as icon sequences rather than storing them in a
theme. Just follow the regular storing procedure but add two steps
as described below.

When you store a computer key under an icon sequence, you have
to tell the DeltaTalker that you are storingamputerkey, not a

regular message. To do this, you must activatsiher key (B8)

and then theesc>key (B5) on the DeltaTalker keyboard before

you enter the code name for the computer key. When you activate
the SHIFT and<esc>keys, you will see a small left arrow on the
DeltaTalker display. This indicates that you are storing a computer
key or mouse command.

Store Computer Keys and Mouse Commands Under an Icon
Sequence:

Remove the keyguard and overlay. Turn the Tootimax
ActivateSTORE.

ActivateSHIFT.

Activate €ScC>.

Type in the computer key code name or the mouse command
exactly as it is givem your emulation manual. End with a
period.

6. ActivateSTORE

7. Activate the icons you want to use for your sequence.

8. ActivateSTORE

S S

Your computer key or mouse command is now stored under an
icon sequence.

SYou do not have to store thRETURN key if you have a
Macintosh computer. It is already set up to work with both the
DeltaTalker and the computer.
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Organize Your Theme

1 Select a THEME Icon @

ooooo
T

2 Write down the computer keys you
to use:
Write down the computer code
for each key:
Write down the icon sequence you
to store the key

TAB = <ESC>tab. = | | ¢

HOME = <ESC>home. = .| &%
etc.

3a Select an icon or icon sequence
to store the theme under: —

@ E%{

AN 23X

3b if you select only COMPUTER, you may have
enter the theme by

O ENTER
L

4 Select a way to EXIT your theme:

Assign TEE',\;E to a key on your OR
: EXIT -
Assign =50 to anicon ] =)

Organizing Your Theme
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Organizing Your Theme

When you use a theme, you must decide on an icon to represent the
theme. For example, to represent all your computer keys you

might selectﬁx for your theme icon. All your keys will be stored
undercOMPUTERpIus another icon to represent each individual
key. In the same manner, select an icon to repressntae

theme, and then select a sequence for each mouse command or
movement you want to store.

Write down each key you are going to use, its computer code name
and the sequence you are going to use to store it. For

exampleﬂ ¢ = <gscsab. = tab.COMPUTERIS the themesROG
("jump") represents the computer key "tab" aggc=tab. is the
computer code name for the tab key. AtrReGlocation on your
overlay, write "TAB" or some indication of the computer key you
are storing there.

When you have finished organizing a theme, select an icon or icon
sequence to store the entire theme under. This icon (or sequence)
will let you enteryour theme. For example, you could store your

COMPUTERtheme under again or you could store it under a

sequence such !Q/ (coMPUTER HAMMERWhich might
signify "work" to you).

Select an icon or sequence to represent each theme ("Computer”
and "Mouse"). Think of this as your "Enter Theme" icon or
sequence.

You also need a way &xityour theme. You can either assign the
EXIT THEME tool (in the Toolbox) to a key on your overlay (using
ASSIGN KEY), or you can store it under an icon sequen@achof
your themes. For instance, you might storestkig key under

BT . This way it is part of yourOMPUTERtheme. Store it
again under youmOUSE theme.
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STORE 1 ICON THEME On Your Overlay

Remove keyguard and overlay.
Turn Toolbox On.

Activate |STORE

. INSERT
Activate | TooL

1 ICON
Activate HEME

Activate |_ the icon you are going to use
as your theme

Activate [STORE

Activate an icon to store the theme under
OR
. an icon sequence
Activate | = %{ to store the theme under

Activate |sTore

Store1 IcoN THEME Under a Sequence
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Selecting a 1IcoN THEME and Storing it
On Your Overlay

It's easy to access a lot of computer keys and mouse commands if
you store them under separate "Computer” and "MauUEEIN
THEMES.

First you store your theme, then you store the "Enter Theme" key.

Select a1 ICON THEME and Store it on your Overlay:

Remove the keyguard and overlay. Turn the Tootinax
ActivateSTORE

ActivateINSERT TOOL

Activate1 ICON THEME

Activate the icon you have decided on for your theme (e.g.,
COMPUTER.

ActivateSTORE

Activate the icon or icon sequence you want to use for storing
the theme (this is your "enter theme key").

< If you store the "Computer" theme under ¢@vVPUTERIcoN
only, you will have to activateOMPUTER ENTERIN order to access
your theme.

8. ActivateSTORE

Follow this same procedure to store a "Mouse" theme.

arwdPE

No

Test the Theme:

Activate the icon or sequence you stored your ‘Computer’ or
'Mouse'1 ICON THEMEunder. The bottom line of your display
should show: ICON NAME:

ThelCON NAME is the name of the icon you selected for your

ICON THEME. The colon ( :) tells you that you are now in your
ICON THEME. If you do not see a colon, activ&eTER, just in

case you masked the theme when you stored it. If you still do not
see a colon, store thadoN THEME again.

Repeat these instructions to store yaouUSE theme and "Enter
Theme" key.
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Store Computer Keys Under the 1 ICON THEME

Remove keyboard and overlay.
Turn Toolbox On. Activate

If you selected COMPUTER for your "Enter Theme" icon:

Activate @ ENTER
AT

If you selected COMPUTER plus anopther icon for your
"Enter Theme" icon:

Activate L:‘ ;@/ (your second icon)

Activate |sTORE

Activate | SHIFT FESCH

Type  hold, ctrl.

(Use the exact key code name
from your emulation manual)

Activate |sToRre

Activate | |con | to represent the key

Activate |store

Store Computer Keys/Mouse Commands
Under thel ICON THEME
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Store Computer Keys or Mouse
Commands Under a 1ICON THEME

Once you have stored your "Enter Theme " key, you can:

Store Using the IICON THEME :

1. Activate the icon or sequence you stored your '‘Computer' or
'Mouse'l ICON THEME under (your "Enter Theme" icon or
sequence).

2. Notice that your display ShowsZON NAME:

ThelCON NAME (e.g.,COMPUTER) is the icon you selected for

your 1 ICON THEME The colon ( :) tells you that you are now

in the1 ICON THEME (If you don't see this, activaBTER)

ActivateSTORE

ActivateSHIFT.

Activate<esC>

Type in the computer keypde nameor the mouse command

codeexactly as it is givem your emulation manual. End with

a period.

ActivateSTORE

Select an icon to represent this key or command.

ActivateSTORE

0. Continue to store all yo@moMPUTERtheme keys following

steps 3-9. Repeat the instructions to store ymusE theme
commands.

o0hsw

B oo~

:>Using SERIAL MARKER: When you activate the keys you just
stored, the DeltaTalker will speak the key or command and you
will see what you stored printed on the display. If you do not want
this to happen, use tIs€RIAL MARKER tool. See page 215 for

more information.

:>Regular Keyboard Keys All regular computer keyboard keys
such as the alphabet, number and punctuation keys, can be stored
under your ICON THEMEuSsing theregular DeltaTalker storing
process. Jusimit activating thesHIFT andESCAPEkeys (steps #4

and #5).
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IRR T-TAM |—
EZ PHONE ——===

Only You and Your Own Equipment

in the Room
/N
[=

el
You Plus Other People in the Room
Each With Their Own Equipment
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Infrared Troubleshooting:

About One Person Using a DeltaTalker,
an EZ Phone and an IRR, or Two or
More People Each Using a DeltaTalker,
an EZ Phone and an IRR at the Same
Time

The chances are that you will be the only person using your
DeltaTalker IR with an EZ Phone or a computer and the IRR.
However, there may be situations, such as a lab or therapy facility,
where there may be two or more DeltaTalkers, EZ Phones, IRRs
and computers all in the same room, receiving the same signals at
the same time.

If you are in a situation where multiple devices are in use, you have
to tell your DeltaTalker which devices it is going to talk to. You do
this by assigning theame unit numbepo your DeltaTalker, EZ

Phone and IRR.

ThelrR ADDRESS MENUallows you to set unit codes for your
DeltaTalker and its devices. If you are the only person using your
DeltaTalker with other IR devices, everything in this menu defaults
to "1" which is just fine for you. If you are in a multiple device
situation, you and the other people using DeltaTalkers must decide
which DeltaTalkers will talk to which devices and assign the
correct Unit Number to each device. For example, you might
assign Unit Number 1 to your DeltaTalker, EZ Phone and IRR,
while your neighbor gets to use Unit Number 2 for her

DeltaTalker, EZ Phone and IRR.

Turn the page to learn how to use tR&DDRESS MENU
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The IR ADDRESS MENU

To open the IR ADDRESS MENU:

In the Control Panel

Press the ON/OFF key to turn the
DeltaTalker OFF.

Now press the EDIT key and the ON/OFF
key at the same time.

Release the two keys.

You will hear a sound like an error
beep.

IR ADDRESS MENU should be visible on the display.

The Menu Options:
This DeltaTalker Unit Number = >1< (2,3,4)
EZ Phone Unit Number = >1< (2,3,4)
EZ Phone Baud = >1200< (300)
IR RECEIVER Unit Number = >1< (2)

IR Receiver Protocol = >PACKET< (PIPELINE)

ThelrR ADDRESS MENU
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Infrared Troubleshooting:

The IR ADDRESS MENU

To open therR ADDRESS MENU

In the Control Panel

1. Turn the DeltaTalker Off.

2. Press theDIT key and thedN/OFF key at the same time.
3. Release the two keys.

4. IR ADDRESS MENUshould appear on the display.

Activate NEXT MENU ITEM to see the options.

This DeltaTalker Unit Number = >1<
The default is Number 1. In multiple device situations, you can
choose to be Unit 1, 2, 3 or 4.

EZ Phone Unit Number = >1<
The default is Number 1. In multiple device situations, you can
choose to be Unit 1, 2, 3 or 4.

EZ Phone Baud = >1200<
The default is 1200. You can change to 300 if necessary.

IR Receiver Unit Number = >1<
The default is Number 1. In multiple device situations, you can
choose to be Unit 1 or 2.

IR Receiver Protocol = >PACKET<
The default iACKET protocol. You can choO$ePELINE
protocol, if necessary. See the next page for protocol information.

< Remember: When you assign a Unit Number, your
DeltaTalker and all the devices that your DeltaTalker will be
sending signals tmust have the same Unit Number
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Infrared Troubleshooting:

About the Protocol Options

There is an option in the ADDRESS MENUthat allows you to

choose the kind of protocol you want an Infrared Receiver (IRR) to
use to receive signals from the DeltaTalker. The protocol choices
arePACKET Or PIPELINE

PACKET PROTOCOL allows you to have more than one

DeltaTalker and IRR in the room, with all of them receiving the
same signals at the same time. Packet protocol allows you to
assign a Unit Number to each device. Packet protocol also checks
for errors in the infrared communication and screens out infrared
information from outside sources. This provides for more accurate
infrared communication1200 baud must be used with this

protocol.

PIPELINE PROTOCOL does not check for errors in the infrared
information it receives. It does not allow you to assign Unit
Numbers for more than one infrared device. It does not screen out
infrared information from outside sources. This means that
accurate infrared information may be difficult to achieve in some
situations. You can use either 1200 or 300 baud with this protocol.
Character Pacing must be used with this protocol.

ONote:

If you are using the DeltaTalker IR with an older T-TAM, a
computer and an IRR, set the Protocol optiopikELINEand use
300 baud. You must use Character Pacing with this protocol.| If
you have a T-TAM with a 300/1200 baud switch on it you can use
1200 baud andAcCKET protocol. (If you want to update your T-
TAM to support 1200 baud, call the PRC Service Department

N
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Infrared Troubleshooting:

If You are Using an IRR and You Get an
Error Message on the DeltaTalker

If the IRR doesn't receive the infrared signals you send from the
DeltaTalker, the DeltaTalker display will show the message,
"Remote IR device is not responding. Please wait or hit Al to
cancel."

Make sure the DeltaTalker's IR windowfégingthe infrared

window on the IRR. Check to make sure nothing is blocking this
line-of-sight between the DeltaTalker and the IRR. If something is
in the way, remove it and the signal should go through.

The infrared signal that the DeltaTalker sends is very strong. If the
DeltaTalker and IRR windows aodoser thanl8 inches to each

other and ardirectly facingeach other, the IRR may not be able to
read the DeltaTalker's signal. Either move the DeltaTalker farther
away from the IRR or set the DeltaTalker so that its IR window is
at an angle to the IRR. The signal will go through but it will not
overpower the IRR.

When you use the DeltaTalker with a computer and an IRR, you
set (among other things) the "Serial Output" option to On and the
"Send Output " option tR WINDOW in the DeltaTalker'suTPuT
MENU.

If you use your DeltaTalker with these settings when the IRR is not
available (in another room or blocked in some way), you will get

an error message that says the DeltaTalker is busy sending IR data.
Either go where the IRR is or check to make sure the IRR is not
blocked. If you don't want to send signals at all, go t@therPuT

MENU and turn the Serial Output @rF.
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housing
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Add Digitized Memory to the DeltaTalker
with a Memory Card

Add 14.5 minutes more memory fdigitizedspeech by inserting a
memory card into the DeltaTalker.

#\Warning!

—Beforeyou add a Memory Cargpu must—
UNPLUG THE BATTERY CHARGER if it is plugged in and
TURN THE DeltaTalker OFF using theoN/OFFbutton in the
Control Panel.

Turn the DeltaTalker face down on a flat surface. Look at the door
on theright. Place a finger against each of the two hinges on the
left-hand side of this door. Pinch the hinges and pull up on the
door. You can now see the battery case. Remove the battery case
from the unit by sliding the case slightly toward the left until the
right end is free. Gently lift the battery case out and place it on the
table. Do not unplug the batteries.

Hold the memory card so that the end that has the little holes on it
is pointing toward the inside of the DeltaTalker case. The card
plugs into a connector that is hidden under the black plastic
housing. Place the back end of the card into the case first. Keep
the card flat and push it toward the front of the case until you feel
the card snap into place. The lower left corner of the card will fit
into a small L-shaped guide when the card is in place.

To remove the card, pull the guide away from the lower left corner
of the card. With your fingers pull the card out. This may take a
little practice.

If you remove the card from the DeltaTalker after you have stored
new vocabulary, some of that vocabulary will stay in the
DeltaTalker and some will go with the memory card. You can't be
certain what vocabulary will remain and what vocabulary will
leave.
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The MAINTENANCE Menu Gives You
Information about the DeltaTalker

The MAINTENANCE menu contains options that you will not use
frequently. The options are described below.

System Lock =>ON< or >OFF<

When this is On, the Control Panel and all of the keys in the
Toolboxexcepthe MAINTENANCE menu and theOOLBOX ON/OFF
key are locked. You can use the keyboard for speaking, but you
cannot store, etc. The default is Off.

ERASE ALL VOCABULARY AND RESET SYSTEM = >NO<
When you activate this by activatiogiANGE >ITEM<, the system

erases all its memory and resets itself to its original defaults. You
must enter the ZORRO pattern before the system can be reset. See
page 61 for ZORRO information

Available STORE Memory = xx Bytes
This tells you how much synthesized memory is left.

Available RECORD Memory = x minutes, xx seconds
This tells you how much memory is left in digitized speech.

Software Version:
This tells you the version of software that is installed on your
DeltaTalker.

Boot Block Version:
This tells you the version number of the permanent, unerasable
software that remains in your DeltaTalker.

Load New System Software >NO<
UseCHANGE >ITEM<to load new system software that you may
receive from PRC.

Electronic ID or Serial Number = xxxx

If you order software from PRC you must repeat this number to a
sales representative when you order. See facing page for more
information.
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About Passwords

if you have software version 1.04 or higher you do not need
passwords.

When you load software disks that you received from PRC, the
DeltaTalker may ask you for a password before you can complete
the loading process. Passwords are generally written on the update
instruction sheets that come with the software. If they are not, you
must phone the PRC Sales Department at 1-800-262-1990 between
8:00 am and 4:00 pm, M-F, to ask for a password.

When you phone PRC to order software, you will be asked for the
unit ID or Serial Number of your DeltaTalker. You can find this
number in thevAINTENANCE Menu(see facing page)sive this

number to the salesperson. PRC will assign you a password at the
factory and it will be sent to you along with your software. Simply
enter this password when the DeltaTalker prompts you for it during
a download.

If you do not have the unit ID number available when you order
software, you will have to look it up in theAINTENANCE Menu

and call PRC Technical Services a 1-800-262-1990 between 8:00 -
5:00. Give the Technical Services person the electronic ID and ask
for a password. You must do this before you can download your
new software.

During the download, the DeltaTalker will prompt you to "Enter
the password for XXXX and pressoRE (On your device XXXX
will be replaced with a product code number.) You enter the
password you received from PRC and psas3RE

If you enter the wrong password DeltaTalker tells you that you
have entered an invalid password and it beeps at you. Double
check your password. If it doesn't work a second time, look up the
Unit ID or Serial Number in thRIAINTENANCE menu again and

call the PRC Service Department.
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Storing at a Glance

Synthesized Speech (text-to-speech)

STORE

1. ActivateSTORE

2. Type message.

3. ActivateSTORE"

4. Select icon sequence.
5. ActivateSTORE

EDIT

1. ActivateeDIT.

2. Selecticon sequence.
3. ActivateSTORE

4. Edit message.

5. ActivateSTORE
ERASE

1. ActivateERASE

2. Selecticon sequence.
3. ActivateERASE

4.  ActivateERASE again.

SelectesCAPEIN the Control Panel or the Toolbox any time you

want to exit one of these procedures.

Digitized Speech (recorded speech)

ActivateRECORD
Spell Text (if any).
ActivateSTORE
Select icons.
ActivateSTORE
Hold downrRECORDand speak message.

ogkrwnhE
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Troubleshooting

‘\“\Warning! You must use the correct battery charger

with the DeltaTalker. Using an unauthorized battery charger may
damage the batteries. In North America use only the battery
charger with the part number, BCPS-1. In CE Standard countries
use only the battery charger with part number, BCPS-UK-2.

Replacing the Batteries
You can replace the DeltaTalker's batteries yourself, but you must
order replacement battery packs from PRC.

Sif you replace the batteriegou must dispose of the old
batteries properly. Follow the battery disposal regulations of you
city, state or country.

The DeltaTalker has two battery packs, one under each door on the
back of the device. Remove the doors. Unplug each battery pack
by grasping the battery wires down near the connector, then pull up
on the wires. You may have to use steady pressure to unplug the
connector. Remove the battery pack by pushing one end towards
the inside of the case and lifting the other end out until the whole
pack comes out of the case.

Insert the new battery pack. Place the end that has the wires
coming from it into the case first. Insert this end so that it is
moving toward the center of the case. Drop the other end in. Plug
the batteries into the connector. Push down on the connectors so
that they fit tightly together. If they are not tight you won't be able
to fit the door back on. Push the wires snugly up against the
battery pack. Replace the dooiou must calibrate the

batteries after you replace them.Please read pages 21-23 for
information about calibration.
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Memory Transfer (see the MTI Manual for more informatjon

The default baud rate for a DeltaTalker memory transfer is 57600.

If you try a Memory Transfer and it doesn't work, first look for the
baud rate in the menu bar of the MTI program. The MTI baud rate
and the DeltaTalker's Memory Transfer baud rate must be the same
for the transfer to work. The DeltaTalker's baud rate can be
changed in th#RANSF. MEMORY menul.

& The Transfer Memory baud rate and the Serial Output baud rate
arenot the same things. Change the serial output baud rate in the
OUTPUT menu. It defaults to 300.

Cleaning the DeltaTalker

Regular Cleaning:

To keep the DeltaTalker clean, wipe the device wilamp (not
wet) cloth. Do not get water or soap into the speaker or
microphone. The overlay protector can also be cleaned with a
damp sponge or a window cleanser such as Whdexash the
keyguard in hot, soapy water.

Disinfecting:

To disinfect your equipment, mix ¥ cup vinegar with 1 cup water.
Wipe all equipment with a cloth dampened in this mixture. Allow
the equipment to air dry.
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The Pre-Stored Songs in the DeltaTalker

Amazing Grace

Joy to the World

O Come Little Children
Silent Night

Away in a Manger

Row Row Row Your Boat
My Country 'Tis of Thee
Old MacDonald

Mary Had A Little Lamb
Humpty Dumpty

Twinkle Twinkle Little Star
London Bridge

I'm a Little Teapot
Hickory Dickory Dock
Jack and Jill
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Storing a Pre-Stored Song on your
Overlay

There are a number of different songs already stored in the
DeltaTalker. In the Toolbox there is a key labededs at B3. All

of the songs are stored under gmeG key (B3) in the Toolbox. To

sing the songs, you must move them to your overlay. Store each
song under an icon sequence or an individual key. You cannot sing
from the Toolbox.

To Store a Song Under an Icon Sequence:

1.

abrwn

N o

10.

Remove the keyguard and overlay. Turn the DeltaTalker On.
PressrooLsin the Control Panel.

SelectSTORE

SeleCINSERT TOOL

Select thesING key.

You see a song title on the display. Useuh@ndDOWN

arrows to step through the different song titles. When you see a
song you would like to have on your overlay, seSacRE

You see the wordING with the title of a song in brackets on

the display screen. If you want the song title to appear on the
display when you sing the song, type the title in now. In this
example you would type "Amazing Grace" (add TB&T

MARKER tool beforeyou spell the title if you don't want the

title to be spoken).

When you have finished with Step #5, se§3tRE

Select the icon sequence on your overlay that you want to use
for storing your song.

SelectSTORE

Turn the Toolbox Off. Replace the overlay and keyguard.
Make sure you are iIMINSPEAK. Select the icon sequence you
chose for your song. The DeltaTalker should sing the song.

If the DeltaTalker does not sing, open the Toolbox and re-store
your song following the steps above. Don't forget to use
INSERT TOOL

You can store as many songs as you want under individual icon
sequences.
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Program and Store Your Own Songs in
the DeltaTalker

Programming a song is different from programming regular text
because you must tell the DeltaTalkesitog the song, not speak it.

To do this you must type each letter of text phonetically and add
time and pitch values thatcorrespond to musical notes. At the end
of this appendix you will find a list afiITCHandTIME values, a

chart of musical notes and a list of vowel and consonant phonemes
to use.

Programming songs is not difficult buisttime consuming, so
plan accordingly.

O Highly Recommended

Write down the programming of your songbeforeyou begin to
program it into the DeltaTalker.

Write down the words to the song in phonemes and add the time
and pitch values exactly the way you want to program them. This
will save you a great deal of time when you are ready to enterfthe

song into the DeltaTalker.
Tip

We encourage you to use the sheet music for any song you wpant to
program. This way you can match the notes on the sheet music
with the notes in the Pitch and Time tables. You don't have tq be
able to read music.

If you want to program from your Unity overlay you must have the
complete alphabet, the left and right square brackets [ ], the

left and right angle brackets < >, acomma , andtRe key

on your overlay. You may also want to havetB&T, SPEECH
andTEXT AND SPEECHMARKER tools on the overlay. If these are
not on your Unity overlay, store from the Toolbox.
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Programming a Song

When programming a song you must change the letters in your
song to phonemes (the written form of sounds). Find the sound in
the Vowel and Consonant Phoneme List for each letter in your
song and write down the phoneme.

Once you have entered the correct phoneme for a letter, you must
tell the DeltaTalker hoMong (time) to hold whichote (pitch).
TheTIME andPITCH values ara@lwaysenclosed in angle brackets

< >immediately following the phoneme they represent. TTiie
valuealwayscomes before theiTCH value inside the brackets.

The two values aralwaysseparated by a comma, i.e., <300,24>.

You always start to program a song by activating the left square
brackef . This tells the DeltaTalker that you are programming a
song.

Program all songs iaTOREmMode for synthesized speech.

Break the Song into Phrases or Lines

Most songs, unless they are very, very short (one line) must be
broken down into separate phrases or single lines to be stored.
After each phrase (or line) you must activatertgbt square
bracket,] and then theTRL key and thek™ key on your

keyboard. You will see the tight bracket and two small characters
beside it on your display.

The right square brackdt usually tells the DeltaTalker that it has
come to the end of the song. But when it is combined with the
CTRLK activation, it tells the DeltaTalker to keep on singing the
song until it comes to a right square bracket thabidollowed by
aCTRLK character. Thgwithou acTRL k following it signifies

the end of the song.
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Programming a Song

) Before you Begin to Store:
Write down the song you want to st@eactlythe way you will
enter it into the DeltaTalker.

1. Start with the left angle brackét

2. Use thephoneme liststo change each letter of the song into the
correct phoneme.

3. Use therlME and PITCH tablesto match the note values in
your song.

4. Write down theriIME andPITCH values after each phoneme.
Enclose theTIME and PITCH values in angle brackets< >
and separate the two values with a comma.

5. Break the song into phrases or lines by addinghd square
bracket ] at the end of the line or phraseand a reminder of
some kind to tell you to activate t@IRL and "k" keyswhen
you are actually programming.

6. Start the next phrase or line with the left square bratcket

7. Continue until you have completed the song.

About TIME Values

TheTIME value refers to thamount of time in millisecondbkat a
note is to be held.

1,000 milliseconds = 1 second;

500 milliseconds = 1/2 second.
Use the above numbers as a reference point.

Choose the amount of time you want a note to be held according to
the tempo of the song. For exampleuarter noteis held half as

long as ahalf note so you would adjust the time value for a
phoneme accordingly. Use tNete Time Value Chartat the end

of the appendix.

After you have entered a phoneme, type the left angle bracket
and then enter ttAME value (how long you want that phoneme to
be held).
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Programming a Song

About PITCH Values

PITCH values correspond to notes as you see them on sheet music
or hear them on a piano. ThacCH value of notes for the
DeltaTalker range from 1-37 with 1 corresponding to C2 (or the
second C below middle C on a piano); 25 corresponds to the note
C4 (middle C on a piano); and 37 corresponds to C5 (the first C
above middle C on a piano). The two table$CH NOTES AND
VALUES andPITCH VALUE CODE , at the end of the appendix will
help you to figure oupITCH values.

Enter therITCH value that corresponds to the note you want after
you have entered theME value and a comma. Then type a right
angle bracket> . Do not put a space before or after the comma.
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Programming a Song

An Example of Programming a Song
Mary Had a Little Lamb

i | e ﬂ'_J

y; 1 1 | 1 1 1 | | 1
+ -

——@—@—

Ma -ry had a it - tle lamb lit-tle lamb lit-tle iamb

e e e

Ma-ry had a little lamb its fleece was white as snow

#1 Change the words of the song into phonemes. Use the Vowel
and Consonant Phoneme Tables to find the correct
phonemes.

Mar y ha d a I t tle la mb
MER 1Y HXAE D AX LIH T TUHL LEYAE M

i t tle la mb i t tle la mb
LIHT TUHL LEYAE M LIH T TUHL LEYAE M

mar y ha d a I|i t tle la mb
MER 1Y HXAE D AX LIH T TUHL LEYAE M

| ts fleece wa s whi te a s snow
IHT S FLIY S WAX Z WAY T AE Z SNOW.

If you are new to using phonemes, it will take a little practice to
become familiar with the different sounds. Sometimes a beginning
consonant will blend into a vowel, but other times it may have to
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Programming a Song

stand alone. Most ending consonants will stand alone but will be
held for a very short time. Use the phoneme tables at the end of
the appendix.

Practice by spelling words into the DeltaTalker using the phonemes
you think might work. Then listen to them. Soon you will develop

an idea about which phonemes are going to correspond to which
sounds.

#2  Find the correckITcH value in theeITcH Valuescharts.

Below is the regular notation fdary Had a Little Lamb

B A G A B A B D
e e B e _—
!I4I | I | | | | _I | | I“

Ma -ry had a lit-tlela mb lit-tle lamb lit-tle lamb
B A G A B A B A G

4_ 1 1

Ma-ry had a lit-tle lam bits fleece was white as snow

J
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Programming a Song

I @ How You Can Make the Song

Sound Better.

Most songs that have notes above "37" (seeitheH Value Code
Chart) are scored too high for any DeltaTalker voice to sing well.
These higher songs will sound much better if you give the notes
their value in an octave lower. For example, the first nokéary
Had a Little Lambs B above middle C. This B hag&acH value

of 36. To assign the correct value in an octave lower, go to the
PITCH Value Chart and find the first Belowmiddle C. Notice

that its value is 24. Assign 24 to your B.

Also, some songs sung in a male DeltaTalker voice may sound
better if you program them in an octave lower than they are
written.

Below, therITCH values foMary Had a Little Lamkare shown an
octave lower than written in the music.

24 22 20 22 24 22 24 27
nII | § 1 1 1 1 ! 1 | ! 1 ‘ J
r . . T S S ————
4
Ma -ry had a it - tle lamb lit-tle lamb lit-tle iamb
24 22 20 22 24 22 24 22 20

—'o‘_h—ﬂ 1 1 1 1 1 1 1} 1
o w ¢ ¢ ¢ 3w o u
v

Ma-ry had a lit-tle lamb its fleece was white as snow
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Programming a Song

#3 Find the correctiME value for each note and writedown.
1. Using the secondhand on a watch, time the amount of time it
takes you to sing your song.

2. On the sheet music, look at the tempo of the song. In our
example it is 4/4 time.

3. The top "4" means that there are four beats to a measure. There

are four measures in our song. The vertical lines between
groups of notes define a measure.

4. The bottom "4" means that each 1/4 note gets one beat.

5. Suppose it takes 10 seconds to $itagy Had a Little Lamb
To find out how many seconds each measure gets, divide 4 into
10. In this case each measure gets 2.5 seconds.

6. To find out how many milliseconds each 1/4 note (one beat)
gets, divide 4 into 2.5. In this case each 1/4 note gets 625
milliseconds per beat. (You can round these numbers up or
down so that they are easier to work with; e.g., 600.)

7. An 1/8 note is held for one-half the time of a 1/4 quarter note,
or 312 milliseconds (624 divided by 2). A 1/16 note is held for
one-half as long as an 1/8 note, or 156 milliseconds (312
divided by 2).

8. a 1/2 note is held one-half the time longer than a 1/4 note, or
1250 milliseconds (625 times 2).

9. A whole note (4/4) is held twice as long as a 1/2 note, or 2500
milliseconds (1250 times 2).

2Remember that each note contains "x" number of phonemes to
be sung. In our example, "Mary" (two 1/8 notes in the music)
makes up one beat and a beat is one 1/4 note. But "Mary" is
broken down into three phonemes: m er iy (the "a" and "r" in Mary
is one vowel sound). The "m and ea" phonemes are equivalent to
one 1/8 note. So isthe "r and iy". According to our calculations
above, an 1/8 note gets 312 milliseconds.
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Programming a Song

/ Shortcut for Finding a TIME Value

If you are not concerned with achieving the exact tempo of a song,
there is a quicker way to figure out theE values.

Hum a song. Look at a watch or have someone count to calculate
the rough timing of the song. Decide how many seconds you want
a whole note to be held. Then divide the 1/2, 1/4, and 1/8 notes
accordingly.

For example: If you give a whole note the time of 2 seconds (or
2000 milliseconds), then a 1/2 note gets the value of 1000
milliseconds; a 1/4 note gets the value of 500 milliseconds; an 1/8
note gets the value of 250 milliseconds.

By practicing giving whole notes different time values and
listening to the results on the DeltaTalker, you can approximate the
tempo of a song fairly accurately by using this method.
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#4 AssignTIME and PITCH valuesto the phonemes.

Now let's figure out how many milliseconds from among the 312
(or 625 for a 1/4 note) to give to each phoneme.

Vowels are always held for a longer amount of time than
consonants.

Consonants that stand alone at the beginning and end of words are
usually held for short amounts of time.

Now that we know this we can begin to put the phonemes,
value andPITCH value together.

The "m" and "er" of "Mary" can probably be sung together—
"MER". Together, these two phonemes make up an 1/8 note. We
discovered that in this song an 1/8 note uses 312 milliseconds, so
let's assign alME value of 300 to "MER". (300 is easier to work
with than 312 and there is no noticeable difference between the
length of 300 and 312.)

When you compare the notes on your sheet music with the notes on
thePITCH Charts, you see that the first note (MER) hasraH

value of 24. So "MER" will be sung withTamE value of 300 and
aPITCH value of 24.

The "IY" phoneme is held for about the same amount of time as
"MER" when you sing it so let's give ittavE value of 300, too.
When we look at thelTCH charts, we see that ®P$TCH value is

22.

The first word of our song will look like this when you enter it into
the DeltaTalker:
[MER<300,24>1Y<300,22>

The second word, "HAD" uses an 1/8 note and contains the
phonemes "HXAE D". The "D" is an ending consonant and stands

APPENDIXES
296



Programming a Song

alone. We don't want it to sound too pronounced when the word is
sung, so it should get a lesseviE value than "HXAE".

Now we have:
[MER<300,24>1Y<300,22>HAEX<220,20>D<80,20>

Let's give "HXAE" aTIME value of 220. It®ITCH value is 20.
And let's give "D" arlIME value of 80. It®ITCH value is 20. (220
plus 80 equals 300, or an 1/8 note.)

"A" (phonemes "AX") is easy. It's a one-phoneme 1/8 note. It gets
aTIME value of 300 and the assigrneiacH of 22.

"LITTLE" must be broken up into "LIH T TUHL". Because we
want to hear the "T" pronounced in "little" we should give it its
ownTIME value. "LIH" and "T" make up the first 1/8 note, so let's
give LIH theTIME value of 250 along with it8ITCH value of 24.
Since an 1/8 note has 300 milliseconds and we have used 250 for
"LIH", that leaves us with @aIME value of 50 for "T" (300 minus

250 equals 50). I®ITCH value is 24. "TUHL" uses an 1/8 note so
it gets arIME value of 300 and itBITCH value of 24.

Now we have
[MER<300,24>1Y<300,22>HAEX<220,20>D<80,20>A<
300,22>LI1H<250,24>T<50,24>TUHL<300,24>

"LAMB" ("LEYAE M") uses a 1/4 note or about 600
milliseconds. It has an ending consonant, "M" (the "b" is silent)
which must stand alone so we can hear it. Let's give "LEYAE" a
TIME value of 500. It®ITCHIis 24. ("LEYAE" sounds better when
sung than "LAE".) "M" then gets@aME value of 100. It®ITCH
value is 24.

When "LAMB" is repeated in the second line of the song, it uses
an 1/8 note (300 milliseconds) so give "LEYAE" th®lE value of
200 and "M" theriME value of 100. The pitch is 24.
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Programming Your Song

Now we have

[MER<300,24>1Y<300,22>HAEX<220,20>D<80,20>A<

300,22>LIH<250,24>T<50,24>TUHL<300,24>LEYAE<
500,24>M<100,24>

Use the] and CTRLk

We have reached the end of the first line of our song. Thisis a

good place to insert a right square brackeind theCTRLk
character so that the DeltaTalker knows that it should keep on

singing. Select thgkey on your keyboard and then select the

CTRL key and the "k" key. (You will see a symbol for CTRLE (

) on your display, not the letters.)

@% WARNING

When you end a phrase or line of a song witi{right square
bracket) and theTRLk characters, yomuststart the next phrase

or line with a[ (left square bracket).

If you do not do this, the DeltaTalker will not know it is suppos
to continue singing the song.

At the end of the entire song yawstenter g (right square
bracket).
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MARY HAD A LITTLE LAMB

Written down the song exactly as it is to be entered into the
DeltaTalker

[MER<300,22>1Y<300,24>HXAE<220,20>D<80,20>
AX<300,22>LIH<250,24>T<50,22>TUHL<300,24>
LEYAE<500,24>M<100,24>TRLK[LIH<250,22>T<50,22>
TUHL<300,22>LEYAE<500,22>M<100,22ETRLk
[LIH<250,24>T<50,24>TUHL<300,27>LEYAE<500,27>
M<100,27>ETRLKMER<300,24>1Y<300,22>HXAE<220,20>
D<80,20>AX<300,22>LIH<250,24>T<50,25>TUHL<300,24>
LEYAE<500,24>M<100,24>3TRLK[IH<170,24>T<50,24>
S<80,24>FLIY<200,22>5<100,22>WAX<200,22>7<100,22>
WAY<220,24>T<80,24>AE<200,22>7<100,22>
SNOW<600,20>]

SHelpful Hints:  If you have Auto Power Down or Power
Save Mode turned On, the DeltaTalker will power down if no
activations are made after a pre- set number of minutes pass. If
you are entering your song and the DeltaTalker powers down, you
will lose your programming. Before you begin to program songs
into the DeltaTalker we recommend that yotn Auto Power

Down or Power Save Mode Off

We alsohighly recommenthat you have the song written down on
a piece of paper exactly as you are going to program it before you
begin to enter it. This will save you a lot of time.
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Programming Your Song

Storing the Song

If you do not have all the extra song programming characters on
your Unity overlay (includingexXT andSPEECH MARKERS you
plan to use them), store the song from the Toolbox.

Storing Using TEXT and SPEECH MARKERS

If you do not want the actual song programming to show on the
display while you are singing, you can 0&xT andSPEECH
MARKERS to display only the title of the song. See below.

ONOoTrLONE

9.

10.
11.
12.
13.

14

ActivateSTORE
ActivateINSERT TOOL(O1).
ActivateTEXT MARKER (C3)
Type the title of the song.
ActivateINSERT TOOL
ActivateSPEECH MARKER(D3).

Activate the left square bracKetsHIFT (N6) ).
Type in the song exactly as you wrote it out for programming.
You can listen to your song at any time by activaRgAK

ALL after you have entered a right square bradkand
CTRLk. You can use the arrow keys avel ETE keys to edit
the song and correct any mistakes.

When you reach the end of the sdvgfore entering the right
square bracket ], activatadNSERT TOOL

ActivateTEXT AND SPEECH MARKER(ES3).

Activate the right square brackpt.

ActivateSTORE

Select the icon sequence you want to use on your Unity
overlay.

SelecSTORE

If you do not want to USEEXT andSPEECH MARKERS skip steps
#2-6 and #9-10.

APPENDIXES
300



English Vowel Phonemes

Phoneme Phoneme

Symbol Example Symbol Example

Vowels
aa fa ther ih bi t
ae bat IX ki sses
ah bu t Iy b eat
ao bou ght ow boat
aw bout oy boy
ax about rr bir d
ay bi te uh boo k
eh bet uw boot
ey ba ke yu Cu te

R-Colored Diphthongs

ar
er
ir

or
ur

bar

bear
b eer
bore
p oor

Syllable Consonants

el
en
rr

bottle
button
butter

Chart copied with permission from Digital Equipment Corporation
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English Consonant Phonemes

Phoneme Phoneme
Symbol Example Symbol Example
Consonants
b bin p pin
ch chin r r ed
d d ebt S Sit
dh th is sh shin
f fin t t est
g give th th in
hx h ead \Y; Vv est
jh gin w w est
k cat Z Z 00
I | et
m m et
n n et
nx sing
dx ri d er, writ er
Ix bell
rx or ation
tx Latin
q we

Chart copied with permission from Digital Equipment Corporation
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Pitch Notes and Pitch Values

PITCH NOTES AND PITCH VALUES
BASS CLEF

AN
N\

¢ ]
-

L L C
e e & e @ © e
G Gt A #A B C4 C# D

20 21 22 32 24 25 26 27

® e
o e @ He -
C C# D D# E F F#
1 3 4 5 6 7
~ i
u ﬂ r
G G# A # A B C3 C#
8 9 10 11 12 13 14
— i | | | J J
e e E— ——
D D# E F F# G G#
15 16 17 18 19 20 21
n TREBLE CLEF
)4
V4N
(L)
X
5,
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PITCH NOTES AND VALUES (cont'd)

0
Y
VAN
K\)Y\
5, 5 @
- ia = ie ® =7e
G G# A #A B C4 C# D
20 21 22 32 24 25 26 27
0 :
75 & 7
\V fad
o F@ b
D# E F # F G G# A A#
28 29 30 31 32 33 34 35
0 o =
71 - - |
1) |
Y
D,
B C5 C# D D# E F F#
36 37 5545 587.6 B4 659.6 697.8 740.2
T
N @ e @ #H@ &
A I
1N
o
G G# A A# B C6 C#
284.4 831.0 880.0 932.4988.0 104.6 1109.0
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PITCH Value Code

PITCH NOTE PITCH VALUE | OCTAVE RANGE
C4 25 C4 = Middle C
B 24
A# 23
A 5o ONE
G# 21
G 20
Fi 19 OCTAVE
F 18
E 17
D# 16 BELOW
D 15
C# 14
c3 13 MIDDLE C
B 12
A# 11 TWO
A 10
G# 9
G 8 OCTAVES
F# 7
F 6
E 5 BELOW
D# 4
D 3
C# 2 MIDDLE C
C2 1
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PITCH Value Code (cont'd)

PITCH NOTE PITCH VALUE | OCTAVE RANGE
c4 25 C4 = Middle C
C# 26
D 27
D# 28 ONE
EG 29
F 30
i 31 OCTAVE
G 32
G# 33
A 24 ABOVE
A# 35
B 36
5 37 MIDDLE C
C# 555.4%

D 587.6 TWO
D# 622.4

E 659.6

F 697.8 OCTAVES
F# 740.2

G 784.4

G# 831.0 ABOVE
A 880.0

A# 932.4

B 988.0 MIDDLE C
C6 1046.8

* For two octaves above middle C, you must enter the
PITCH value in Herz. This range is quite high for
DECtalk speech voices. If you don't like the way a
song sounds in this range, consider entering the
same notes in the PITCH values that correspond
to one octave lower.
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TIME Values of Notes

NOTE TIME VALUE CHART

Y I |
A] | |

N .
- = - - = =
dotted whole
1/2 note 1/2 note no te

1/16 note 1/8 note 1/4 note

3 .—/f’?'"’/_l
— e — — —— —
1/8 note triplet  1/4 note trip let pair of pa irof
(=1/4 note) (=172 note) 1/8 notes  1/16 notes

(each note above gepart of the time value)
> 2 = =

1/8 rest 1/4re st half rest

wh ole rest
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Use the Alternate Pronunciation
of a Word

)

Activate the right parenthesis.
Do not put punctuation or spaces after you type it.

)record

Type the word.
The DeltaTalker will now speak the alternate pronunciation.

Also in this Appendix

Abbreviations that the DeltaTalker knows

How the DeltaTalker handles numbers

The Speech Tips Appendix
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Helpful DECtalk Speech Tips

Sometimes a word has two different pronunciations. For instance,
the word "record" can be pronounced as it is in this sentence, "We
kept a record of how many people attended the museum opening."”
The word can also be pronounced as it is in this sentence, "Our
speech teacher let us record our voices on a tape recorder."

The way a word is most often spoken is the way the DeltaTalker
will pronounce the word. In this case, if you typed "record" it
would be pronounced as it is in the first example. If you want the
alternate pronunciation for the word, type a closing parenthesis
prior to the word i.e. )record. Do not put any spaces between the
closing parenthesis and the word you type onto the display.

If you store a word using a parenthesis in a sequence, every time
you retrieve that word the DeltaTalker will speak the alternate
pronunciation of the word.

We recommend that yaip not store alternate pronunciations in
the Dictionary, since they are the less frequently used
pronunciations of words.

The following pages contain a list of words that have alternate
pronunciations which DECtalk speech already knows. There is
also a list of all the abbreviations that you can use which DECtalk
speech knows how to pronounce.

The last part of this appendix explains how the DeltaTalker and the
DECtalk speech board handle numbers.
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Words with Alternate Pronunciations

abstract defect perfect segment
abuse deliberate permit separate
addict desert pervert subject
advocate digest polish sublet
affix discharge predicate

subordinate
alternate dove predominate suspect
animate duplicate present syndicate
annex elaborate proceed suspect
appropriate estimate produce tear
associate excuse progress torment
attribute exploit project transform
august export protest transport
bass extract read upset
close implant rebel use
combat import recall wind
combine imprint recap wound
compact incense recess
compound incline record
compress increase recount
conduct insert refill
content insult refresh
conflict interchange refund
console intimate refuse
construct invalid reject
contest lead relapse
contract live relay
contrast miscount remake
converse misuse rerun
convert moderate research
convict object retake
coordinate overrun rewrite

Chart copied with permission of Digital Equipment Corporation
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Abbreviations Recognized by DECtalk

Speech

Abbreviation Word

all-in-1 All'in one
all-in-one All'in one

Apr. April

Assoc. Associates

Aug. August

Av. Avenue

Ave. Avenue

bldg. Building

Blvd. Boulevard

CH. Chapter

Ch. Chapter

cm. centimeters

cms. centimeters

Co. Company

COD "see-oh-dee"

cont. continued

Corp. corporation

Ctr. center

CTRL control

cu. cubic

dec DEC (as in Digital)
Dec. December

Dist. District

deg. degrees

Dept. Department

doz. dozen

Dr. Doctor (wherfollowed by aname i.e., Doctor West)
Dr. Drive (whenprecededby aname i.e, West Drive)
ESC escape

esp. especially

est. established ("e ess tee")
etc. et cetera

ext. extension

Feb. February

fig. Figure

Flt. flight
Abbreviation Word
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FOB

freight on board

fn. footnote

Fr. Father

Fri. Friday

ft. feet (not foot’)
Ft. Fort (not 'Foot’)
Gen. General

gm. grams

Gov. Governor

hrs. hours

i.e. "eye ee" (not 'that is")
Inc. Incorporated
Intl. international
Jan. January

Jr. Junior

Jul. July

Jun. June

kg. kilograms

kgs. kilograms

km. kilometers

Ib. pounds

Ibs. pounds

Ltd. Limited

Mar. March

mg. milligrams
mgs. milligrams
misc. miscellaneous
ml. milliliters

Mon. Monday

mr. mister

mrs. missus

ms. miz

msde. merchandise
msec. milliseconds
MmSecs. milliseconds
mss. manuscripts
Mt. Mount

Nov. November
Oct. October

0z. Ounces

0zs. ounces
Abbreviation Word

PI. Plural
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pp.
ppd.

Pres.
Rd.
recd.
Rep.
Rev.
rsts
rsts/e
Rte.
Sat.
Sen.
Sep.
Sept.
sq.
Sr.
St.
St.
Sun.
Thu.
Thurs.
Tue.
Tues.
Univ.
USA
Vol.
VS.
yds.

Exceptions*

nt.wt.
op.cit.
p.p.d.
pat.pend.
Wed.

pages
post paid

President
Road
received
Pepresentative
Reverend
"ris-tis"
"ris-tis-ee”
route
Saturday
Senator
September
September
square
Senior
Saint (wherfollowed by aname)
Street (wheprecededby aname)
Sunday
Thursday
Thursday
Tuesday
Tuesday
University
"you-ess-aye"
Volume
versus
yards

net weight

op cit

post paid
patent pending.

Wednesday

* These abbreviations witlot work at this time (12/90)

Creating a Pause in Message
You can create pauses in sentences, songs, etc.
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Activate |

Activate thesSPACEkey

Activate <

Type: 1000 (1000 will create a | second pause; if you type 2000
you will have a 2 second pause, etc.)

Activate >

Activate |

Producing a Long "A" in the Middle of a Sentence:

Usually an "A" by itself in the middle of a sentence is pronounced
as "uh", but there may be times when you want it to be pronounced
as a long "A" ("ayee"). To acvhieve this, type in the capital letter
"A" and then add a punctuation mark immediately following it:

A A A? Al (A A

This will change the inflection of the sentence somewhat, but it
will produce a long "A".
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How DECtalk Speech Handles Numbers

1995 is a year. 1,995 is a big number. 1995 (no comma) is spoken
as "nineteen-ninety-five." 1,995 (with a comma) is spoken as
"one-thousand-nine-hundred-and-ninety-five." Any four-digit
number is spoken as a year unless you add a comma after the first
digit. Commas are not necessary if a number contains more than
four digits (e.g. 10,375). Numbers containing up to 9 digits are
pronounced correctly.

Examples of Entering Math Problems:
When you enter math problems, they must be spaced correctly for
DECtalk speech and the DeltaTalker to pronounce them correctly.

For example: 5-3=2
Enter this problem in the following manner:

5 (spacg -3(no space betweeft" and "3" butadd a space after
"3") =(spacg 2.
The problem looks like this when it is entered:

5 -3 = 2 ("_"indicates a space)

Examples of Spacing for Other Math Problems:
2*8 = 16; 1*2_= 2 ("*"indicates "times")

2 +8 = 10

1 1/12 must be entered as 1& 1/2
(1/2 can be entered by activating "1" "slash" "2".)

At this time DECtalk speech and the DeltaTalker cannot speak
division problems correctly.
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How DECtalk Speech Handles Numbers

Examples of Entering Dates:
DECtalk speech does not recognize dates if you enter them the way
they are normally written, e.g.:

6-8-1990 or 11/20/95

Enter dates in the following manner for them to be spoken
correctly:
6-Aug-1990 or 20-Nov-1995

These dates are spoken as "August 6, 1990" and "November 20,
1995".

Example of Entering a Phone Number:
Phone numbers must be entered by placing spaces and commas as
shown below:

APPENDIXES
316



External Speaker, Earphone and
Microphone

You can connect an external microphone, speaker and earphone to
the DeltaTalker. (External earphones should be used if you are
also using Auditory Prompts.) Their connectors must fit into the
following jack sizes on the back of the DeltaTalker:

External Microphone Jack—3.5 millimeter; mono

External Speaker Jack—3.5 millimeter mono; use an 8 ohm
speaker

Earphone Jack—2.5 millimeter; mono

Prentke Romich Company makes a remote microphone that will fit
the DeltaTalker's microphone jack. You can order this from PRC.
You can also ask at various electronic supply or electronic
equipment stores for microphones, speakers and earphones which
might be compatible with the DeltaTalker jacks.

<Warning!

Do not plug an earphone into the EXTERNAL
SPEAKER jack.
This could cause damage to your hearing.

APPENDIXES
317



318



Index

1-switch scan 61, 69, 71, 73

1icon theme 121-129,

2 icontheme 121-129

2-switch scan 61, 75-77

8 location keyboard 49, 55, 117

8 location overlay 55, 59, 65-69,
71, 75-77, 81

32 location keyboard 49, 53, 61-
63,73, 117

32 location overlay 37, 53, 59, 71-

73
128 location keyboard 49, 51
128 location overlay 37, 57, 75-
77,157

AAC (DeltaTalker) 13

Acceptance time 65, 67, 69, 79,
81, 85

Activation delay 69, 73, 77, 87,
167

Activation signal 41

Add memory 279

Appendixes
about passwords 281
add memory card 279
DECtalk speech tips 309
external microphone, earphone,

speaker specifications 317
MAINTENANCE MENU 133,
282

songs in DeltaTalker 285
storing at a glance 282
storing songs 286, 287-309

Arrow keys 41,177,177, 181,
185, 197-199, 207
using with a computer 61-71
using with EZ Phone 217-223

Assign Minspeak 137-147
Assign spell  137-147
Assign tools 145-149
Audio level LEDs 101, 103
Auditory prompts 15, 51, 53, 55,
165-169, 173-79
on/off 165
prompts by category 165-167
prompts by content 165
prompts by key 165-167
storing 167
erasing 169
Augmentative communication 13
Auto power down 29, 27, 159
Auto repeat rate 159
Auto scan restart 69, 73, 81, 159,
see also Scan auto restart
Auto spell 99, 159, 161
Automatic/manual/hold scan 69,
81

Backlighting 159
Battery charger iv, 21, 23, 283
Battery calibration , 23, 283
Battery charger 21, 23, 283
Battery disposal 283
Battery replacement 283
Batteries v, 21, 23, 25, 27, 279,
283
replacing 283
using the correct charger 283
Baud rate 213, 247, 249, 254,
273, 274, 284see also MTI
Manual
OUTPUTMenu 213, 249, 254
IR ADDRESMenu 273-274
Beeps 19, 45, 73, 83, 85, 163
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activation 159
on/off 159
scanning 73, 83
Blank overlay 31, 49, 59, 133,
137, 183
Buffer 185, 195, 205

Calibration, battery 22-23
CALL 45
CAPS/LOCK 197
CE environmental information ii
CHANGE >ITEM< 41
Changing overlays
8 location 59
32 location 59
128 location 57

Changing voices in a message 183

Character pacing223, 259, 262,
284
CHARACTER/WORD 109, 199
Charger, battery, about 23, 283
Charging, batteries, 21
CHOOSE OVERLAYmenu 49-55,
63, 73, 117, 133, 137
Circular/linear scan 71
Circular/linear step 71
Cleaning the DeltaTalker 294
CLEAR DISPLAY 185, 205
Column/row 71, 75, 81, 167
Computer 255-279
with IRR  255-262
without IRR  264-279
memory transfersee MTI
Manual
Control panel v, 15, 27, 29, 37,
39, 41, 43, 63, 101, 103, 105,
107, 109, 111, 117
Control panel door 12
CTRL 264-279

DECtalk speech 171-183, 319
Defaults
reset the system 19, 1390

DELETE CHAR 109, 141, 147,
149, 199, 207, 267, 271
DELETE ICON 207
DELETE LAST SELECTION 207
DELETE WORD 109, 141, 191,
199, 207
DeltaTalker
about 15
back 17
cleaning 294
front 15
inside 19
DICTIONARY MENU 189-193
add word 189
alternate pronunciationl88-189
delete word 191
review word 193
DIGITIZED MEMORY FULL 97
Digitized speech 97, 103-105
amount of memory 280
memory card iv, 19, 279
erase 105
store 103
Direct selection 61, 65, 91
DISABLE KEY 157
Disinfecting the DeltaTalker 284
Display screen 15
Disposal, batteries 283
Dual or stereo jack 17, 25
Dual (2) switch scanning 17, 61,
75-77

EARPHONE VOLUME DOWN 43
EARPHONE VOLUME UP 43
Earphone, external 17, 37, 43,
165, 317
Editing
auditory prompts 51-55, 165,
169, 173-175
synthesized messages
tools 92-98
ENTER 257
Erase
entire contents 133
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auditory prompts 169
recorded speech 104
spelling seeDELETE
CHARACTER
synthesized speech 111
ESCAPE 37
EXIT 41
EXIT THEME 121, 129, 259, 265
External earphone 17, 37, 43, 165,
317
External microphone 17, 97, 101,
103, 288, 317
External speaker 17, 31, 43, 131,
165, 193, 317
EZ Phone 217-243

FEEDBACK menu 29, 41, 51, 89,
93, 159, 163

Headpointing 61, 67, 85, 91
Helpful hints 113, 213
Memory transfer see MTI
Manual
storing 113

Icon
about 31-33, 101
masked 115
prediction 89-91
tutor 163
Infrared 211-275
about 213
add devices and functions 227-
243
COMMAND tool 219
computer emulation 245-269
delete a device 243
EZ Phone Commands 219-243
OUTPUTMenu 213
re-learn an already stored signal
239
rename a device 241

remote control 211, 217
re-teach a signal 239
SERIAL MARKER, SPEECH
MARKER 215, 253, 261, 269
SET-UP MENU 219, 227-245
Storing
under icon sequences 237
EZ Phone commands 219-243
IRR commands 251
X-10 Commands 225
Troubleshooting 271-275
Infrared Receiver 211, 215, 245-
252
IR COMMAND Tool 215-225
IR SETUPMenu 215, 227, 231
IRR 211-252
Insert Tool 107, 121, 137-139,
143-145, 151, 187, 219, 229, 257
IR see Infrared

Joystick 79

Key assignments 139-153
Key coordinates 35

Key locations 35
Keyboard 15, 51

128 location 51

32 location 53

8 location 55
Keyboard emulation 245-265
Keyguard 15, 49
cleaning 284

Keypad

32 location 53, 59

8 location 55, 59

LED 17,19, 23, 25, 37, 39, 43,
59, 67, 69, 83, 85, 89, 91, 97,
99, 101, 127

Lights 41,see also LED

Locations, key 35
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Load memory (MTI) see MTI
Manual
Load module/mergesee MTI
Manual
MAINTENANCE menu 133, 280
Masking icons 115
Memory
adding iv, 21, 279
amount left 280
card v, 21, 279
digitized 97
full 97
synthesized 97
transfer see MTI Manual
Menus
ASSIGN MINSPEAK 137-149
ASSIGN SPELL 141-149
AUDITORY PROMPTS 165-169
CHOOSE OVERLAY 49-55, 63,
73,117, 133, 137
DICTIONARY 189-193, 313
FEEDBACK 29, 41, 51, 89, 93,
159, 163, 284
I R SET-UP 219-235
MAINTENANCE 133, 280
OUTPUT 213
RENAME ICON 139, 155
REVIEW VOCAB 131
SELECTION TECHNIQUE 63-
65, 81, 85
SPEECH 165, 173-181
SWAP KEY 137, 139, 153
TRANSFER MEMORY see MTI
Manual
Menu helper keys
CHANGE >ITEM< 41
EXIT 41
NEXT MENU ITEM 41
Merge/load module sedTI
Manual
Microphone 15, 97, 101, 103,
288, 317
external 17, 317
Minspeak 29-35
assign to a key 137-147

Mono jack 17,77, 101
MTI-IBM see MTI Manual
MTI-Macintosh see MTI Manual
Multi switch 17

NEXT MENU ITEM 41

OH-DT (Optical Headpointer) 61,
67, 85, 91
ON/OFF
control panel v, 15, 27, 29, 37,
41, 288, 293
character pacing 213, 249, 252,
274
relay 257
remote 235
prompts 51, 165-169
speech 185
toolbox 39, 284

Optical headpointer (OH-DT) 61,
67, 85, 91 25, 28
Overlay
8 location 49, 55, 59, 65-69, 71-
73,81
32 location 49, 53, 71, 73
128 location 49, 57, 75-77, 157
blank 19
changing 57, 59
QWERTY 49, 99, 137, 153, 265
scanning 49
Toolbox 15, 39, 41, 93, 111
Overlay protector 15, 51, 57-59
OUTPUTmMenu 213

Passwords 281

Pitch, average 179

Pitch range 173, 181

Plurals 201

POWER OFF 27, 29

Predictive selection 91, 127, 159,
161
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Printer 211-217
Prompts, auditory 15, 51, 53, 55,
165-169, 173-79

Quarter Row/Column Scan 81
QWERTY overlay 49, 99, 137,
153, 265

Rate, speech 173-177
Recorded speech 97, 103-105,
113
RENAME ICON 139, 155
Reset Defaults 284
Review Dictionary 193
REVIEW VOCAB menu 131
Row/column scan 69, 71, 167
RS-232 19, 215
SAVE SETTINGS 39, 93, 117, 151
Save memorysee MTI Manual
Scan 69-81
acceptance time 65-69, 79, 81,
85
activation delay 69, 73, 77, 87,
167
auto restart 69, 73, 81, 159,
automatic 67, 75
speed 73,77, 83, 87
step 75
Scan mode 1-1 switch 61, 69
Scan mode 1-2 switch 61, 75
Scan mode 2-1 switch 71
Scan mode 2-2 Switch 77
Scan type
auto 69
hold 69
step 69
Scanning overlay 49, 61, 65
Scanning speed 86
Selection technique menu 63, 65,
81, 85
Selection techniques 61
Selection type 81
Sequences, icon,
137

31, 51, 89, 101,

Serial marker 215, 253, 261, 269

Serial output 213, 252-253, 264,
275

Serial port 19, 215, 252, 259, 261,
269

SETTINGS#1, #2, #3 39, 93, 117,
151

Shift 197

Singing 285-307

Single switch scanning 69-73

Software Update 286

sSongs, prerecorded 285

songs, entering your own 287-307

SPEAK ALL 185

SPEAK DISPLAY 185

SPEAK LAST SELECTION 185

SPEAK SENTENCE 185

SPEAK WORD 185

Speaker, external
165, 193, 317

SPEAKER VOLUME UP 36

SPEAKER VOLUME DOWN 36

Speaking tools 185

Speech
digitized 97, 103-105, 113
synthesized 97, 107-111, 113
voices 81-82

SPEECH MARKER 203, 215

SPEECHmMenu 173-183

SPEECH ON/OFF 153, 185

SPKR VOL UP 36

SPKR VOL. DOWN 36

Speech rate 173-177

Speech Tips 134-137

SPELL/MINSPK 99

Spelling assignment 137-147

Status panel 17, 37, 39, 41, 129,
163

Step scan 35

STORE
about 101
auditory prompts 167
computer commands 254-269
different voices in a message

183

19, 31, 43, 131,

INDEX
323



digitized messages 97, 103-105,
EZ Phone commands 215-243
IRR commands 215, 247-269
songs 285-307
synthesized 97, 107-111, 113
themes 119-127, 265-269
with32and 8 117
X-10 commands 225

Storing at a glance 282

SWAP KEYS 153

SYNTHESIZED MEMORY FULL

97

Synthesized speech 107-111

Text
assigning 139-141
2 lines on the display 15
TEXT MARKER 203
TEXT& SPEECH MARKER 203,
215
Text-to-speech 97
Themes 119-127, 255-269
licon 119-127, 255-269
2icon 119-127, 255-269
EXIT 129
computer 265-269
using 127
Toolbox 39
TOOLBOX ON/OFF 39
Tools
assigning 139, 145-149
insert 121, 143
#1 SETTINGS 39, 93, 151
#2 SETTINGS 39, 93, 151
#3 SETTINGS 39, 93, 151
1ICON THEME 121-129,
255-299
2 ICON THEME 121-129
BATT. STATUS 23, 383
CALL 45
CAPS LOCK 197
CHAR/WORD 109, 199
CLEAR DISPLAY 185, 205
CONTROL 261

DELETE CHARACTER 109,

141, 147, 149, 199,
207, 263, 265

DELETE ICON 207

DELETE LAST SELECTION
207

DELETE WORD 109, 141,
191, 199, 207

DISABLE KEY 157

EAR VOL.UP 43

EAR VOLUME DOWN 43

EDIT 51-55, 165, 169, 173-175,

ENTER 257

ERASE

auditory prompts 169

digitized speech 104

synthesized speech 111

system 133

ESCAPE 37

EXIT THEME 121, 129, 259,
273

INFRARED SET-UP(IR Setup)
211-252

INFRARED COMMAND (IR

Command) 211-252

INSERT TOOL 107, 121, 137,

139, 143, 145, 151, 187,

PLURALS 201

POWER OFF 27, 29

SAVE SETTINGS 39, 93, 117,
151

SERIAL MARKER 225

SHIFT 197

SPEAK ALL 185, 314

SPEAK DISPLAY 185

SPEAK LAST SELECTION
185

SPEAK SENTENCE 185

SPEAK WORD 185

SPEECH MARKER 203, 215

SPEECH ON/OFF 153, 185

SPELL/MINSPEAK 99

SPEAKER VOLUME UP 36

SPEAKER VOLUME DOWN
36
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STORE see p. 323
WAIT ANY KEY 187

Tools and Text, assigning 145-
149

TRANSFER MEMORYMenu see
MTI Manual

Transfer vocabularysee MTI

Manual

Troubleshooting 283-284
IRR 271-275

Update software 280
Using key coordinates 35
Using icons 33

Using Insert Tool 107, 121, 137-

139, 143-145,
Using menus 41

Using themes 119-127, 255-269

Vocabulary

saving 211-219
VIEW ANGLE 13, 37, 36
View selected icons 74
Voice

auditory prompt 82

changing voices in a message

85, 183

main voice 81

pitch, average 179

pitch range 173, 181

selectinga 81

speechrate 173-177

WAIT ANY KEY 187

X-10 217, 225

ZORRO 133

INDEX
325



326



