
clre oyoiloble for o FREE 30 doy preview!
Network versions, Sile License ond

lob Pocks ore olso ovoiloble.

All of these programs

Designed to motivate children to write by using pictures, these easy-to-
use programs create Big Books in minutes. The key to the Big Book
Maker SeriesrM is that students can combine art and text on one colorful
background. They can print out their pages in four sizes: miniature,
book, big book and big big book. The programs are so flexible that
teachers can create newsletters, worksheets, bulletin board displays and
more. All of the Big Book MakerrM programs can share clip art and
backgrounds, offering an endless library of pictures to write about. The
clip art, but not the backgrounds, from the Creative Writing SeriesrM
may also be used with the Big Book MakerrM titles:
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Big Book Mc¡ke#

Quentin students can use the Newslener r"l;#r:tffire a "special fearure" abour
Quentin and his friends. Suggestions: Hide and seek game, being the number
one customer at the carrot factory, or winning the big race.

oHave students think of a theme and jot down ideas for their news features.
.Select the Neusletter background and add any appropriate clip art..Next, write the story making sure to include the who, what, where,. when, and why.
oPrint out in Big Book size.
.Display on the bulletin board for students to read.

Apple ll Family 128K

@ 1992 Queue,Inc.
Developed by Touca¡r Software

All Rights Resenred
Apple@ is a registered trademark of þple Computer, lnc.
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Personality Pnofiles
Have your students work together in creating a personality profrle Big Book.
Students can learn about adjectives by choosing a character and describing what
that character is like and incorporate that character into a story.

.Assign each student a character..Have students illustrate scenes using the character.
oHave them include in the story adjectives that describe the character.oPrint out in Big Book form.
oCollect the printouts, punch holes on the pages'left sides, and bind

together with string or yarn

veÖ
Mnllg Mule:
ftlt:lly' loveE t*r play
åffies with üuentin,er lFavsrite garte i.s

Hide and Seek. üthei.
acti vitie* lvltrlly en j*y:
are juntping rope andpla-ving hsuçe.

Snmmr; Squiirsi:
Sanmy is nutt'¡ aboutnuts! He likeç ttr bury
thern, ct¡ck r.¡ith thelr
;rnd eat th*rt, flne nfhiE favsrite fosds iscarrot cake with cre;¡Èrrheese frosting sndIots of u¡alnuts.

l-er Liznrd:
Letr practiceç playingl¡is gaxtrphone everyday frrr three hours.
He plays in the schtrr¡lband and even performs
a snltr nnu¡ ¿nd tf¡enlLei: i+antE to be in a
,jaaz band sor.reday.
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uentÎn
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Ptrypets
Make stick or lunch bag puppets easily! Use the puppets as a tools for retelling a
1tory from the Quentin series in front of the clasJ oi for acting out their own
Quentin stories in a puppet theater.

oOn a blank background, have students stamp characters that are featuredin a particular story.oPrint out the characters in the Big Book size.' 'Color and mount onto oaktag. Cut each character out and paste to
popsicle sticks, paper bags or rulers.

oNext, print out the featured backgrounds in Standørd or Bþ Book size to
1¡¡ake theatre backdrops. Paste together and color.oGlue the backgrounds-onto the inside of large boxes to create a puppet
theater. Decoiate with glitter, felt and ribbõn.oCut holes in the bottom of the boxes so students can reach in with their
hand puppêts.

Visual Literacy
Here's a fun classroo-m projec_t. Using illustrations created \¡yith the program,
your students can tell a story based on the pictures that you show.

oÇreale a Big Book, as described earlier in this section, with no words.oDisplay in-the front of the class and have students look at the pictures and
begin to tell a story.

oAnother way to use the wordless Big Book is to have each child write a
^L^-J ^L^-- L^ -^ ---:^l^ at- ^ -: -L ñ a. ¡i

i"ä"r,iäärä3".üläåir"uii'iä"iftiff i"ïfr,Ëiåär::ïå.
Finish the Story

Start the studentp offyith th9 beginning of a story in which the basic plot is
revealed. Have them finish the story in-their own way.

owrite the beginning of a story and illustrate it using the program.oPrint out each page in Big Big Bæk size.oReveal to your students page by page the story you have started.olnstruct them to finish the story.
o You can also make copies to pass out to students, using the smallerprintout sizes.
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NOTE: If you are printing out ín the Big Book size, rnake sure to adjust your printer so you
won't haue to do any trimm.ing. Notice the red rnark on the right side of the bailer
bar. Sirnply líne up the perforøtions of the cornputer pøper with that red mark and
your printouts (pa.nels) will line up perfectly!

Quentin Bulletin Boards!
Designing a Quentin bulletin board is fun and easy. The bulletin board can
become a focal point for class discussions. Each week select a different theme
from which to design your bulletin board-- house, city, factory, etc. and have the
class write a short story based upon the Big Book scenes they are creating.

.Select one or more background(s) that relate to the theme. For example,
Big City and Street could be chosen if you wanted to create a bulletin
board display about Quentin visiting the Big City.oPrint out the backgrounds in tlne Big Big Booh size and assemble.

oNext, stamp clip art characters that belong in the story onto a blank
background.

oPrint out in Big Book size. Color, mount on oaktag and cut out..Laminate the cut outs, if desired, and attach velcro to the back.
oPlace the character cut outs in various places around the bulletin board

or onto the Big Book scenes..Tell students to call up the text processor onto a blank background and
have them write their own stories about the Big Book Poster scenes. If they
want to decorate their story with a frame, they should be select it before
they type in their story.

oPrint out their stories in Standard size, mount on cardboard and place
throughout the bulletin board display.

'Each student should read their story to the class prior to tacking to the
bulletin board.

MiniBooks
Your students can create Mini Books, making writing and reading even more
fun. Mini Books are ideal for showing students'work on parents'night or for
students to take their work home and share with family or friends.

oHave students write and design their own Quentin story.oPrint out their pages in the Mini Book size.
oPunch holes through the left side of the pages and bind together with

string or yarn.
oBefore the children take their books home, have the class engage in...

RoundRobinnea¿¡ng
Allow each child, in turn, to read the Mini Books created by their classmates.

Big Book Moker:

Quenú,itl'.
Introduction

Big Book Maker: QuentinrM is an easy-to-use publishing program that lets you
combine graphics and text to create Big Books, storybooks, activity sheets, bulletin
board displays, and so much more!

The program combines the lovable characters and places featured in the Quentin
Interactiue Reqding Comprehension Series. With or without the reading
comprehension script, your students can create their own Quentin adventures
using a variety of graphics from the original stories. Students can design their
pages with clip art, text and frames. They can print out their pages in four unique
sizes: mini-book, book, BIG BOOK, and BIG BIG BOOK!

This documentation is broken down into two sections: the Referenæ Guide and
the Creatir¡e G¡ide.

EquipmentNeede&
.Apple IIe, IIc, or IIGS
.Program diskoMonitor
.Apple Mouse (optional)
.Blank diskoPrinter
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BEFDBDNOD GT]TDD Oreaú,ive AeúÍvÍtÍes
The Reference Guide provides step-by-step instructions for designing a page. If
you are using the 3.5" version, the entire program is included on one disk. If you
are using the 5.25" version, the contents of each disk are--

. DISKONE:
Side one: Program
Side two: Backgrounds

. DISK I\ilO:
Side one: Clip Art
Side two: Clip Art, Fonts, & Frames

If you are using t}re 5.25" version, you will be flipping the disks periodically
during the use of the program. A prompt will appear telling you when you need
to switch disks.

THE MAIN MENU

The ClassrcomBigBook
Young students love reading and sharing Big Books. Many teachers integrate Big
Books into their Whole Language program. In this activity, your students will
write, illustrate and publish their own Big Books. If you like, you can even turn
this into a language experience exercise in which students discuss, write about
and share their real-life experiences. Creating and sharing Big Books with you
and with other students is a perfect way for students to develop an awareness of
the relationships between speaking, reading and writing. Thõ frnal product
provides a terrific way to showcase your students'work on Parent-Teacher Night.
The miniature size will offer students the opportunity to reproduce smaller
versions to bring home to their parents.

Cretüngstårted. Begin this activity by sharing a Big Book with the class. You
might want to create one Big Book page with simple captions and dialogue,
printout t'he story of text in Big Book size and share it ü¡ith your students. Then,
divide the class into pairs and have each pair create one page of a Big Book about
Quentin and his friends.

CreatingandPrintingtlreGraphics. Depending on the age of your students and
their level of comfort using computers, you may want to make them responsible
for desiening and creating the eraphics screens onlv.

Of course, if your students are going to use the Speech Bubble feature, you'll want
to help them enter the text. Select Big Book size from the Print Menu and then
select a Print Style. The scene will print in two panels which you can tape
together.

WritingandPrintingtheSûory. rWriting the story that goes along with the graphic
is a valuable learning experience and a lot of fun. However, if you're working
with very young students or r¡¡ith students who are not familiar with the
computer, you should type as they dictate the story. This is also a nice way to
involve your students in a discussion about language--describing the picture,
choosing the best words to tell the story and even discussing how to spell certain
words. When you're ready to print, select the Big Book size from the Print Menu.
The story will print in two panels which you can tape together.

NOTE: If you're working with older students, they might enjoy creating BLg
Books for younger students to read a.s a cooperdtiue learning project.

Putt¡ngtheBigBookÎogether. Once you have both parts-the story and the
pictuqe-you should tape the story above or below the graphic. This is one page of
your Big Book. You might consider mounting the pages on oaktag or poster board
for durability.

Jvs vvvv sl, v¡¡v l,rv6rg¡¡t v¡rg ^l.g¡t ¡vlg¡tv wlll glrPçqr. ¡¡tçrg 4rç u¡¡¡ç9
options listed:

To select an option from this or any other menu, simply use the arro\M keys or
Mouse to move the black highlight bar to the option you want, and press Return.

6

2

Flain l.lenu

Use Utilities
Quit

I¡EIE-EIEI@
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Quenúin Yisiús the Big eiúy*
That mischievous rabbit is at it again! This time, he's hiding somewhere in the
"þig city". He_ leaves a message to meet the program user at ihumper Theater, at
show time. Until then, the user is challenged to find him. Could hó be at the
mrryic department, the bakery, the exhibits at the Hopstead Museum or the
"What's Up,Doc?" Deli? By using the resources available in a big city (the taxi,
sybway, and-map), the user searches all over the city for Quentln and picks up
clues along the way. Finally, Quentin is found at the theater five minutes afte-r the
movie starts.

Quenfin Yisiús a Facf.ory'"
One day while_napping in_ his carrot patch, Quentin is accidentally picked up and
put into a truck along with the carrots picked from his patch. Quentin is dumped
with the camots onto a conveyor belt at the Acme Carroi Factory The factory -
turns carrots into carrot cakes, carrot chips, and carrot juice, euentin is
somewhere in the factory but where? It is up to the usei to find him and to get
him out. Meet some of the workers during the search and learn about whaigoes
9l in th.e tactory. Quentin eventually is found and leaves the factory in "Carrõt
Heaven"--he escapes in a truck full of carrot chips and carrot cake.

IIIAI{E A BIG BOOK
A EgBæk pqge is two screens long. It can be designed with clip art, frames
and/or text. To begin designing pages of a BigBæh, select ttlarcãngBook from
the IVIAIN MENU. The next screen presentJtwo choices:

Select Start aNewPage to create a ne\il page.

A StartlVith? IVienu appears with two choices:

You can choose to start a design with a blank page or one of the colorful
backgrounds.

þ wor! on a p-age that you have already saved onto a work disk, select Loada
P"Sq._Insert the work disk on which yóur page is saved and prôss Return. The
LoadPage Menu will appear. Select the pagelhat you want tõ work on. The pagewill appear along with the design menu.

3

Page

PageLoad

Press tl and BETUB]{ to select
or ESC to exit-

Start l.lith?

Page l.lith a
EtrffiEEtr

Press 1rl and BETUBN to select
or ESC to erit.
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Load Baclground

Select PagewithaPicture. A list of the background graphics appears
alphabetically. Select a background graphic. The background graphic appears on
the screen along with the Page Menu.

All ofthe BigBookMaker programs ca¡r share chp artandbackgrounds. To load
a background, follow the inst¡nrctioffr abve. When the Load Background Menu
appears, insert yotrr ottrer Big Book Maker disk into a disk drive. Press Tab. A
new list ofbackgrounds should appear. Select a background. After the graphic
appears on the scÌreen, the Page Menu will appear. Insert your original program disk.

Ouentîn's AúuerJtures
This program \Mas created not only as an oflline supplement to the Quentin
Reøding Comprehension SeriesrM, but as a stand alone product so that students
can write their own Quentin adventures as well . Each story in the series,
features Quentin the Rabbit, who is always hiding from his friends. He leaves
clues to help them find him. Meeting these characters again in Big Book Maker:
QuentinrM is a wonderful way for students to make the "reading and writingl'
connection. Or, if they're meeting these characters for the frrst time, if,s a great
way to motivate creative writing!

A SummnrJr of the Beading Corn¡rr.eherrslo¡r Arlvcnf,tu.es

Quenú.in Aroun(l ú,Ite llouse'"
Molly Mole visits Quentin at his home one morning. They decide to play a game of
hide and seek, with Molly winning a carrot cake if she frnds Quentin. Children
help Molly explore Quentin's house--learning about each room along the way.
She finds the refrigerator and finally, Quentin under the table. Quentin and
Molly enjoy the delicious carrot cake.

Quentin's Neighborhood"
Quentin is playing games again! This time he is hiding somewhere in his
neighborhood. His cousin Bonnie Bunny has to frnd him. First she searches the
firehouse. A clue left for her by Quentin sends her to the post office. Bonnie frnds
him añd thrv both go to-the StoÞTP Munch grocery store forã snáck. While
Bonnie is paying for ingredients to make peanut butter cookies, that rascal rabbit
Quentin hides again. She searchôs for him at the Town Hall, Pelican Park, and
the baseball field. She fìnds Quentin up at bat and watches as he hits a home run.
They return home and enjoy the cookies they bake until Quentin hides again.

Quenú.in Goes úo Sehool"
It's Sammy Squirrel's birthday. Quentin has a surprise party in store for
Sammy; however, he tells Sammy that he is planning a party for the principal.
When Sammy arrives at school, he is unable to frnd Quentin. Sammy looks
everywhere: the spelling class, the principal's office, the music class, the math
class, in the cafeteria, and the playground. Finally, Sammy walks over to the gym
to attend the principal's party and is happily surprised when he frnds out that the
partli is really for him.

The PAGE MEIrI-II:
'After choosing a blank page or loading in a picture, the Page Menu will appear.
This menu lists the following options:

These are the basic options for creating and editing your Big Book

4

cLâssBoolt
FâCTOBY-LEFT
FâCTORY.BIGHT
FâBI'I
F¡NIS¡I.LINEI

Dtsk:/ quentin
Folder:BACKGROUNDS

IETICITII?

Press 1l and BETUBN to select
ESC to closeróESC to cancel

TâB to svitch drives

Page

Design llg Page
Save llg Page
Print l.lg Page

Utilities l

Go To l.lain llenu

RAfitlTEEtr

Press 'l{ and BETUßX to select
or ESG to exit.
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Quentin- is a mischievous rabbit who lives in a carrot
to play "hide and seek" with his friends and eat carrots.
enjoys listening to music and going to the movies.

ñIeet the Oharnoters! oSee My Page
Select SeeMyPage_from the PageMenu. Use the down arro\M key to scroll
through tþe pqge. When you reách the bottom of the page, or" thä up arrow key to
scroll back to the top. Press Esc to go back to the page tvlenrr¡

.Desigp My Page
Io¡r .rl design your page with clip art, text or a frame.
Select Desigr My Page from the pâge Merru.

The DESIGN MENU will appear with four choices:

...CL[PART
Select ClipArt to add clip art graphics to your page. (If you are using the 5.25" t)ersíon,
you wiII be asked to insert the Clíp Art disk (Disk 2, Sid,e I&2) in any driue and. press Return.) Á.list of clip art categories apþears alphabetically. Each ."t"gowì*i"¿.r severalpie-ces of art. (Refer to thp .Art a't-a.Glønce booktet to see the ctíp art ín eøch category. ) Select
a clip art category. A lletp Box will appeæ, explaining thé t<ey.o-**tds to use
while working with clip art. Press any key to remove ur" u.tp Box.

Note: Press ó-? to see th¿ llelp Bæ.

ff1{rst piece- of 9.1þ art from the file you selected will appear. Press the SpACEBARto view the differentpieces of clip art in this category. P""rs the Bketto;;backwards through the clip art categäry.

!o l-oad clip art flo.T another BigBooklìrlakerprogram or a CreativeWritrng
Series program, follow the instructions above.' lú"r a lisi ol.fip "tt categõriesappears' in¡ert a different Big-Book Maker disk or Creative Writing Series"diskand press TÐ. A new list will- appear. Select a category. Remove !o,rr .fip-"rfdisk and reinsert your originat diÀt<.

5

patch on a farm. He loves
When he's not hiding, he

Molly Mole- is Quentin's best friend who searches all over his home in a game
of "hide and seek".
Sammy Squinet- is a classmate and friend of Quentin's who walks to school
with him everyday.
Ottootter- is a pitcher for the Water Wonders baseball team and a classmate of
Quentin's.
RfþndaBabbit- is a classmate of Quentin's who loves to play basketball and has
a mean left hook.
Leo I ¡-"td- is a classmate of euentin,s.
JJ.Cmundhogi is a classmate of euentin,s.
Olive apæsum- is a classmate of euentin's.
Barry Beaver- is a classmate of euentin,s.Teri Ttrrtle- is a classmate of euentin's.
SaþSpider- lives in the attic of euentin's home.
IinV the Worm- lives in a mushroom garden in the basement of euentin'shome.
Bmnie Bunrry- is Quentin's cousin who often comes to visit.
M n Bear- is Quentin's English teacher.
M n Bullfrmg- is Quentin's music teacher.
lVlre. Dalmatian- is Quentin's math teacher.
Big Burly Bear Brcthers- work in the loading dock at the Acme Carrot
qqcQrv. They love to rap and sing folk songs abõut their arctic homeland.
OlafrOrango- is in charge of the carrot juice department at the Acme Carrot
Factory.
RachelRou[dûose- is in charge of the carrot cake production area at the Acme
Carrot Factory.
Iæsterleaper- is the manager of the shipping department at the Acme Carrot
Factory.
BetindaBigtail- runs the packaging department at the Acme Carrot Factory.
OfficerDaisyDeer- is a friend of Quentin's who works at the police station.
FeliciaFTredog- is a firewoman in euentin's neighborhood.
Hare E. the Fltench Chef - bakes Quentin's favorite food...carrot cakes.Mr. & Iìllrs. Mole- run the stop N'Munch grocery store in euentin'sneighborhood.
other cast members include... lvaldo \ryalrus, pricilta pig Fteddy Fo:r,
Igor ElephanÇ and IGrl,a Kangäroo.

Design

Frame
l.lrite
Erase

ffi f:l¡¡

Press lrl and RETUBN to select
or ESC to erit-
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Moving CtipArt
Use the Arcwl(ep to move the clip art anywhere on the screen. Pressing a
number key from 1 to 9 changes the distance a piece of clip art moves when you
use the Arrow Keys. To move a piece of clip art the sttortest distance (slowly),
press 1, then use the Arrow Keys. To move a piece of clip art the farthest distance
(quickly), press 9, then use the Arrow Keys. Numbers in-between will move at
differing increments. When you are happy with the location of the clip art, press
Retuf,t to stamp it.

Ffipping ClipArt
You can flip any piece of clip art horizontally or vertically before you stamp it.
To flip a piece of clip art horizontally, press the H key. To flip a piece of clip art
vertically, press the V key.

Stamping ClipArt
Press Return or click the Mouse Buttons to stamp the clip art. The clip art will
become part of your page design. You may stamp multiple copies of the same
piece of clip art, or a variety of different clip arü. TWhile in the selected category you
õan press Delete to undo any clip art that you have stamped. Each time you press
the Delete key, you will undo clip art in the reverse order in which it was stamped.

Núc: DelctewíIl only undo the clíp art stamped whíle you are working wíthin thøt
ca.tegory. Once you leaue that clíp ørt category, by pressing Esc, you nxust use the Eroser to
'white out" the unwønted clip ørt. This will also erase sections of your bøckground
grøphic.

Press Eæ to return to the ClipArt Menu. Select another clip art category, or press
&c to go back to the Design Menu.

OrentÍYe GuÍde
This Creative Guide offers ideas on how you can use "Big Book Maker" to enrich
your curriculum and create a classroom full of Quentin adventures written and
illustrated by your students. Young authors will love writing storybooks or
creating posters with their ne\M friends. And just imagine the whimsical bulletin
board displays that you can make together! Big Books are wonderful for fostering
language development and group discussion. Critical thinking is involved as
children begin to see relationships between the pictures and anticipate plot
development. "Big Book Makey''is the perfect publishing tool. Use it to create not
only Big Books and bulletin board displays, but activity sheets, beautifully
illustrated storybooks, and more!

Big Book IVIaker and lVhole Langrrage
Discuss with the class the literary experiences they have shared. What are their
favorite storybooks? Who are their favorite characters? There are three phases in
a literary approach to reading: The oral presentation of stories to children, the
modeling of stories, and the utilization of the stories as the content of the reading
program.

In the primary gtades, story-telling is a wonderful way to express ideas, build
themes and use descriptive language. Writing the stories is the next step. The
connection between spoken and written language is vital, even if children spell
words incorrectly or have sentences that aren't perfectly formed. Well-known
stories máke it eaSy and-fun for young clildien to make the conneõñon Thã
pictures provide the children with story themes, and the simple-to-use text
processor lets them write the story in a variety of typestyles. Choose the writing
theme by picking a specifìc Quentin adventure, or let the students mix up the
graphics and write their own.

The printouts are perfect for enrichment materials. Have students work together
to create a Big Book using the program or make stick puppets that allow students
to act out the stories! Create posters without words, combining make-believe
characters with real-life children, for interpretation. Discuss real life
experiences, character development, plot and eventually end up with a finished
story.

CLIP âRT

Press tl and RETUBN to select
ESC to close,aESC to cancel

TâB to svitch driwes

-t
-2
-3

CIIP âRT
lIIãIEEflnIEE
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-J)elete a File

Select Delete a File if you want to delete an un\ilanted fìte from your work disk.
The DeleteFilesMenrr will appear. Highlight the name of the file to be deleted,
then pres!_Fehlg A message will appeaiasking to delete the fìle you specifréd.
9_ryssi1t8 "Y"_ \Mill delete the fïle and return you to the Utilities Menú. Prèssing
"N" ïvill ga! delete your file and you will be ieturned to the Utilites Menu.

Warnhg: Once you delete a fiIe, it's gone foreuer!

Go Tb Main Menu:
Select GoTìo Main Menu to quickly get back to the Main Menu.

USE UTILITIES
This works the same as the Utilities option, previously discussed under the Page
Menu section of this guide.

QUIT
This allows you to exit the program.

Select Fhame to put a frame around your page. (This optíon is id.eal for adding a
decorative border around, a narratíue page. If you-re usíng the 5.25" versíon, insert the Frøncs
disk (Dísk 7, Sídp 2) in any driue and press frcturn. )

The Fbame Menu will appear.

Select a trbane catego_ry aqd the first frame in that category will appear. Use the
SPACE BAR to view the other frames in the category attã pies Re¿ú¡m to select
one. The frame will app€ar around your page. Ã messagõ *itt ask you if you
want to use the frame. Press the 'Y" key foiyes and thezN" key for no.

...TIIRITE!

The lVrite! function allows you to add text to your page.You can combine different
typestyles on your page. Select Write! from the Paþ-Menu . (If you are using the 5.25"
uersion the prograrn will a,sk you to ínsert the þpestyl.es a¿sk (Asn 2, Sid; Ð in øny d,riue and,
press Rctuttt. )

...frlAllrE
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The_ T!ryestyles Menu will appear. Select a typestyle. A lletp Bor will appear
explaining the key commands needed to use, wittithe \[riûe function. Prãss any
key to remove the HelpBox. (Note:press ó-? to caII it up øgøin.)

Ó-O o Outline: Pressing these keys before you begin to type will outline the
letters that you have typed.

ó.8 ' Bold: Pressing these keys before you begin to type will make all of all of
the letters bold.

Ó'N o Nomal: Pressing these keys before you begin to type will make the
tlpe return back to the normal style.

Ó'C ' C€rrter: Pressing these keys will center any line of text that you have just
typed. You can only center one line of text at a time.

A cursor will appear in the upper left hand corner of the screen. Use the arro\¡y
þys ø move the cursor to anywhere on your page that you want to start typing.
Use Delete to undo unwanted text.

Notc: The tert processor included with this progrum does not haue word wra.p or tert insert
capabílítízs. This is due to the fact thøt each letter is actually a piece of ctip art. This is
how we can offer you the unique capabílity of cornbíning tert and graphics in one design
on an Apple II systern. Using the mouse or unou keys, you can m.oue the cursor all
around the screen to write shaped text, swerued tert or wrap text øround a picture. Once
yoa pressfrsc; yatrcan nolongeidelete tfietert you lrdúeøfeúío-usl,ty written-'Usz fhe erasef
to'whíte out' øny unwanted tert.

When you are fìnjshed typing, or you want to choose a different typestyle, press
Esc to return to the TlpestylesMenu. Press Esc again to return to tfte-Uésign
Menu.

Nomal will bring up a PrintColor Menu that offers two choices:

Choose the desired optiorr and press Aeh¡rn to begin printing. A scale appears
marking the progress of the printing.

oUtiHties:
Select Utilities to:

...Fomat a Disk

Select Fomat a Disk. A Fomat Disk Menu appears with a list of the slot and
drive numbers. Insert your unformatted disk in a drive and choose the slot and
drive number from the menu. Next, a file box will appear asking you to give your
work disk a volume name. Tlpe in a name and the piogram will iormat-the áist<
and return you back to the UtilitiesMenu.

..Make a Folder

Big Book page files can be saved in folders. Select Make a Folder, and the program
will ask you to t¡pe in a name for your folder. You can make several folders onyor¡r
work disk. Each folder can hold several files. (Once a folder is created, it carurot be
deleted. Only the files can be deleted.) Putting files into categorized folders keeps your
disk more orgarrized, and it will be easier for you to load and delete files. Tþe in a name
for your folder and press Return. (To open a folder, you must move the higtrlight bar to
its name, then press Return.) You will be returned to the Utilities Menu.
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PrintQptions
Now that your Curent Seh¡p is correct, you're ready to print. Select a print size
for your page. If you choose IIgBook or BigBigBook, a screen will appear
offering two choices:

A page is divided into panels. The lËgBodß printout size consists of two panels,
and the IËg B¡gBook size has three panels. This menu allows you to either print
out all of the panels or select which panels you wish to print out. Select All panels
to print out your entire page. If you select SomePanels, the SelectPanels Menu
will appear allowing you to choose the section of the page that you want to print
out. Use the right and left arrow keys to move the StartArrowto the panel where
you want the printout to begin.

Press Ó -RightAmw l(ey and Ó -Left AmwIGy to move the EndArew to the
panel that you want the printout to end. Then press Retum.

Note: If you are printing out a Bþ Bæk or a Bþ Bíg Book, make sure to ad,just your
printer so you won't haue to do any trtrnrning. Notire the red mark on the right side of the
bailer bar. Simply line up the perforations of the conTputer pa.per with that red mark and
your printouts (panels) will line up perfectly!

After you choose a printout size, a menu will appear with two options:

The Outline option removes most of the patterns from the graphic and prints it out
like a coloring book.

(Note: If you use øn outline typestyle on your design and. choose the Outlinc print optíon, sorne of
your letters could uanish. We suggest that you select the Normøl printout option when using
outli.ned te*t.)

-.mAsE
Select Erase from the DesignMenu. The Erase function allows you to erase
graphics and text from your page. The eraser is an adjustable solid block of
white, which when stamped, will erase anything underneath it (including your
background).

Select Erase from the Page Merru. A llelp Bq will appear explaining the key
commands needed to use with the eraser. Press any key to remove the HeþBox
and an eraser will appear. Press the SPACE BAR to view the different eraser
sizes, stopping at the size you want to use. Use the Arrow Keys to move the eraser
over the part of your page that you want to erase, and press Return. The text or
graphics underneath the eraser will disappear. Press Esc to go back to the Design
Menu.

Now that you are familiar with the four functions of designing a page, press E*
again to go back to the Page lìfienu.

oSave My Page
You can save your B¡gBodrpages onto a formatted work disk(?b format a work disk,
see the Utiüútíes section). Select SarrcMyPage from the Page Menu. A message will
apPear telling you to insert your work disk. Insert your work disk in any drive
and press Retum. The SaveParyrellfienu will appear. At the bottom of the screenis Name: followed by a flashing cursor. Tlrpe in a name for your page and press
Retr¡m. The page will be saved onto your l:ork disk, and the PaseMenu will
reappear.

7Al-5I free
Name I

No Page files.

Disk /tÌâTA

Note:You may use periods instead of spaces to separate words in your page narne.
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IIELPFIIL Hlhl'I! It's a good idea to save your design periodically. This way you
can reload your page if you make a mistake.

oPrÍnt My Page
Sglecj Print MyPage from the page Menu and the print Menu will appearoffering five options:

.Thefi{q! four oltions relate to the desired size of the printout-

.-Change Sehrp

To print out a Pag€, you must give the program specific information about theequipment you are using. This inQSmãtio1 is displayed in the CuræntS"t"pn"*
at the bottom of the screen. Select Clra¡rgeSetup 6 cú.ttg" the printer setünlsdisplayed in the curentsehrp Bor at the botto-m of the ,îr""rr.
The SehrpMenu will appear with the following choices:

,tt

,il

iti
iit
üt
llt
ilr

üilil
ili tit
iil lil
ililt
ilil[
llilil

lVuníng: If you donl høue the corr-ect setup and, you try to print, the progrømwill freeze. This n'ùeans rebooti.ng the!!9gigîn qialosing yiui ã,"risi.ifliin"uot sauued: Wlæn you change the setup, yoù must høueilíe-p*groËd,ltlí ¿if"idriue, and it must not be write-protecteã.

Choose each item you need to chang-e. 4ft.t you change an item, press Esc andthe cr¡rrentsehrp box will display lhe chang"r yo,r mãde.

v

Comnuten

.Apple IIc

.Apple IIe

.Apple IIGS

. Macintosh LC
( Wíth Apple IIe Cørd)

Common Sehrps

hrterfaoe

Apple IIc Serial Port

Apple Super Serial

Apple IIGS Printer Port

Apple IIGS Printer Port

Printer

Apple Imagewriter II
Apple Imagewriter II
Apple Imagewriter II
Laser Printer*

*W e suggest using an Imagewrttur for the larger príntouts. The Imagewriter wiII print out in
continous sheets. Ifyou use a Laser Printer, you will høue totape thipages together.
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Print

lnterfaces
Linefeed

Print Qualitg
Printer Slot

t¿ì¡r¡ÍtltE

Book
Big Book

Big Big Bool
Change Setup

iìEllEmr

Current Setup:
ñpple lmagewriter ll (color)
âpple llgs Printer Port
Linefeed: On
Print Qualitg: High Slot: I

Current Setup:
Êpple lmagewriter ll (color)
Apple llgs Printer Port
Linefeed: On
Print Quatitg: High Stot I
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PrintQptions
Now that your Curent Seh¡p is correct, you're ready to print. Select a print size
for your page. If you choose IIgBook or BigBigBook, a screen will appear
offering two choices:

A page is divided into panels. The lËgBodß printout size consists of two panels,
and the IËg B¡gBook size has three panels. This menu allows you to either print
out all of the panels or select which panels you wish to print out. Select All panels
to print out your entire page. If you select SomePanels, the SelectPanels Menu
will appear allowing you to choose the section of the page that you want to print
out. Use the right and left arrow keys to move the StartArrowto the panel where
you want the printout to begin.

Press Ó -RightAmw l(ey and Ó -Left AmwIGy to move the EndArew to the
panel that you want the printout to end. Then press Retum.

Note: If you are printing out a Bþ Bæk or a Bþ Bíg Book, make sure to ad,just your
printer so you won't haue to do any trtrnrning. Notire the red mark on the right side of the
bailer bar. Simply line up the perforations of the conTputer pa.per with that red mark and
your printouts (panels) will line up perfectly!

After you choose a printout size, a menu will appear with two options:

The Outline option removes most of the patterns from the graphic and prints it out
like a coloring book.

(Note: If you use øn outline typestyle on your design and. choose the Outlinc print optíon, sorne of
your letters could uanish. We suggest that you select the Normøl printout option when using
outli.ned te*t.)

-.mAsE
Select Erase from the DesignMenu. The Erase function allows you to erase
graphics and text from your page. The eraser is an adjustable solid block of
white, which when stamped, will erase anything underneath it (including your
background).

Select Erase from the Page Merru. A llelp Bq will appear explaining the key
commands needed to use with the eraser. Press any key to remove the HeþBox
and an eraser will appear. Press the SPACE BAR to view the different eraser
sizes, stopping at the size you want to use. Use the Arrow Keys to move the eraser
over the part of your page that you want to erase, and press Return. The text or
graphics underneath the eraser will disappear. Press Esc to go back to the Design
Menu.

Now that you are familiar with the four functions of designing a page, press E*
again to go back to the Page lìfienu.

oSave My Page
You can save your B¡gBodrpages onto a formatted work disk(?b format a work disk,
see the Utiüútíes section). Select SarrcMyPage from the Page Menu. A message will
apPear telling you to insert your work disk. Insert your work disk in any drive
and press Retum. The SaveParyrellfienu will appear. At the bottom of the screenis Name: followed by a flashing cursor. Tlrpe in a name for your page and press
Retr¡m. The page will be saved onto your l:ork disk, and the PaseMenu will
reappear.

7Al-5I free
Name I

No Page files.
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Note:You may use periods instead of spaces to separate words in your page narne.
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The_ T!ryestyles Menu will appear. Select a typestyle. A lletp Bor will appear
explaining the key commands needed to use, wittithe \[riûe function. Prãss any
key to remove the HelpBox. (Note:press ó-? to caII it up øgøin.)

Ó-O o Outline: Pressing these keys before you begin to type will outline the
letters that you have typed.

ó.8 ' Bold: Pressing these keys before you begin to type will make all of all of
the letters bold.

Ó'N o Nomal: Pressing these keys before you begin to type will make the
tlpe return back to the normal style.

Ó'C ' C€rrter: Pressing these keys will center any line of text that you have just
typed. You can only center one line of text at a time.

A cursor will appear in the upper left hand corner of the screen. Use the arro\¡y
þys ø move the cursor to anywhere on your page that you want to start typing.
Use Delete to undo unwanted text.

Notc: The tert processor included with this progrum does not haue word wra.p or tert insert
capabílítízs. This is due to the fact thøt each letter is actually a piece of ctip art. This is
how we can offer you the unique capabílity of cornbíning tert and graphics in one design
on an Apple II systern. Using the mouse or unou keys, you can m.oue the cursor all
around the screen to write shaped text, swerued tert or wrap text øround a picture. Once
yoa pressfrsc; yatrcan nolongeidelete tfietert you lrdúeøfeúío-usl,ty written-'Usz fhe erasef
to'whíte out' øny unwanted tert.

When you are fìnjshed typing, or you want to choose a different typestyle, press
Esc to return to the TlpestylesMenu. Press Esc again to return to tfte-Uésign
Menu.

Nomal will bring up a PrintColor Menu that offers two choices:

Choose the desired optiorr and press Aeh¡rn to begin printing. A scale appears
marking the progress of the printing.

oUtiHties:
Select Utilities to:

...Fomat a Disk

Select Fomat a Disk. A Fomat Disk Menu appears with a list of the slot and
drive numbers. Insert your unformatted disk in a drive and choose the slot and
drive number from the menu. Next, a file box will appear asking you to give your
work disk a volume name. Tlpe in a name and the piogram will iormat-the áist<
and return you back to the UtilitiesMenu.

..Make a Folder

Big Book page files can be saved in folders. Select Make a Folder, and the program
will ask you to t¡pe in a name for your folder. You can make several folders onyor¡r
work disk. Each folder can hold several files. (Once a folder is created, it carurot be
deleted. Only the files can be deleted.) Putting files into categorized folders keeps your
disk more orgarrized, and it will be easier for you to load and delete files. Tþe in a name
for your folder and press Return. (To open a folder, you must move the higtrlight bar to
its name, then press Return.) You will be returned to the Utilities Menu.
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-J)elete a File

Select Delete a File if you want to delete an un\ilanted fìte from your work disk.
The DeleteFilesMenrr will appear. Highlight the name of the file to be deleted,
then pres!_Fehlg A message will appeaiasking to delete the fìle you specifréd.
9_ryssi1t8 "Y"_ \Mill delete the fïle and return you to the Utilities Menú. Prèssing
"N" ïvill ga! delete your file and you will be ieturned to the Utilites Menu.

Warnhg: Once you delete a fiIe, it's gone foreuer!

Go Tb Main Menu:
Select GoTìo Main Menu to quickly get back to the Main Menu.

USE UTILITIES
This works the same as the Utilities option, previously discussed under the Page
Menu section of this guide.

QUIT
This allows you to exit the program.

Select Fhame to put a frame around your page. (This optíon is id.eal for adding a
decorative border around, a narratíue page. If you-re usíng the 5.25" versíon, insert the Frøncs
disk (Dísk 7, Sídp 2) in any driue and press frcturn. )

The Fbame Menu will appear.

Select a trbane catego_ry aqd the first frame in that category will appear. Use the
SPACE BAR to view the other frames in the category attã pies Re¿ú¡m to select
one. The frame will app€ar around your page. Ã messagõ *itt ask you if you
want to use the frame. Press the 'Y" key foiyes and thezN" key for no.

...TIIRITE!

The lVrite! function allows you to add text to your page.You can combine different
typestyles on your page. Select Write! from the Paþ-Menu . (If you are using the 5.25"
uersion the prograrn will a,sk you to ínsert the þpestyl.es a¿sk (Asn 2, Sid; Ð in øny d,riue and,
press Rctuttt. )

...frlAllrE
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Moving CtipArt
Use the Arcwl(ep to move the clip art anywhere on the screen. Pressing a
number key from 1 to 9 changes the distance a piece of clip art moves when you
use the Arrow Keys. To move a piece of clip art the sttortest distance (slowly),
press 1, then use the Arrow Keys. To move a piece of clip art the farthest distance
(quickly), press 9, then use the Arrow Keys. Numbers in-between will move at
differing increments. When you are happy with the location of the clip art, press
Retuf,t to stamp it.

Ffipping ClipArt
You can flip any piece of clip art horizontally or vertically before you stamp it.
To flip a piece of clip art horizontally, press the H key. To flip a piece of clip art
vertically, press the V key.

Stamping ClipArt
Press Return or click the Mouse Buttons to stamp the clip art. The clip art will
become part of your page design. You may stamp multiple copies of the same
piece of clip art, or a variety of different clip arü. TWhile in the selected category you
õan press Delete to undo any clip art that you have stamped. Each time you press
the Delete key, you will undo clip art in the reverse order in which it was stamped.

Núc: DelctewíIl only undo the clíp art stamped whíle you are working wíthin thøt
ca.tegory. Once you leaue that clíp ørt category, by pressing Esc, you nxust use the Eroser to
'white out" the unwønted clip ørt. This will also erase sections of your bøckground
grøphic.

Press Eæ to return to the ClipArt Menu. Select another clip art category, or press
&c to go back to the Design Menu.

OrentÍYe GuÍde
This Creative Guide offers ideas on how you can use "Big Book Maker" to enrich
your curriculum and create a classroom full of Quentin adventures written and
illustrated by your students. Young authors will love writing storybooks or
creating posters with their ne\M friends. And just imagine the whimsical bulletin
board displays that you can make together! Big Books are wonderful for fostering
language development and group discussion. Critical thinking is involved as
children begin to see relationships between the pictures and anticipate plot
development. "Big Book Makey''is the perfect publishing tool. Use it to create not
only Big Books and bulletin board displays, but activity sheets, beautifully
illustrated storybooks, and more!

Big Book IVIaker and lVhole Langrrage
Discuss with the class the literary experiences they have shared. What are their
favorite storybooks? Who are their favorite characters? There are three phases in
a literary approach to reading: The oral presentation of stories to children, the
modeling of stories, and the utilization of the stories as the content of the reading
program.

In the primary gtades, story-telling is a wonderful way to express ideas, build
themes and use descriptive language. Writing the stories is the next step. The
connection between spoken and written language is vital, even if children spell
words incorrectly or have sentences that aren't perfectly formed. Well-known
stories máke it eaSy and-fun for young clildien to make the conneõñon Thã
pictures provide the children with story themes, and the simple-to-use text
processor lets them write the story in a variety of typestyles. Choose the writing
theme by picking a specifìc Quentin adventure, or let the students mix up the
graphics and write their own.

The printouts are perfect for enrichment materials. Have students work together
to create a Big Book using the program or make stick puppets that allow students
to act out the stories! Create posters without words, combining make-believe
characters with real-life children, for interpretation. Discuss real life
experiences, character development, plot and eventually end up with a finished
story.

CLIP âRT

Press tl and RETUBN to select
ESC to close,aESC to cancel
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Quentin- is a mischievous rabbit who lives in a carrot
to play "hide and seek" with his friends and eat carrots.
enjoys listening to music and going to the movies.

ñIeet the Oharnoters! oSee My Page
Select SeeMyPage_from the PageMenu. Use the down arro\M key to scroll
through tþe pqge. When you reách the bottom of the page, or" thä up arrow key to
scroll back to the top. Press Esc to go back to the page tvlenrr¡

.Desigp My Page
Io¡r .rl design your page with clip art, text or a frame.
Select Desigr My Page from the pâge Merru.

The DESIGN MENU will appear with four choices:

...CL[PART
Select ClipArt to add clip art graphics to your page. (If you are using the 5.25" t)ersíon,
you wiII be asked to insert the Clíp Art disk (Disk 2, Sid,e I&2) in any driue and. press Return.) Á.list of clip art categories apþears alphabetically. Each ."t"gowì*i"¿.r severalpie-ces of art. (Refer to thp .Art a't-a.Glønce booktet to see the ctíp art ín eøch category. ) Select
a clip art category. A lletp Box will appeæ, explaining thé t<ey.o-**tds to use
while working with clip art. Press any key to remove ur" u.tp Box.

Note: Press ó-? to see th¿ llelp Bæ.

ff1{rst piece- of 9.1þ art from the file you selected will appear. Press the SpACEBARto view the differentpieces of clip art in this category. P""rs the Bketto;;backwards through the clip art categäry.

!o l-oad clip art flo.T another BigBooklìrlakerprogram or a CreativeWritrng
Series program, follow the instructions above.' lú"r a lisi ol.fip "tt categõriesappears' in¡ert a different Big-Book Maker disk or Creative Writing Series"diskand press TÐ. A new list will- appear. Select a category. Remove !o,rr .fip-"rfdisk and reinsert your originat diÀt<.
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patch on a farm. He loves
When he's not hiding, he

Molly Mole- is Quentin's best friend who searches all over his home in a game
of "hide and seek".
Sammy Squinet- is a classmate and friend of Quentin's who walks to school
with him everyday.
Ottootter- is a pitcher for the Water Wonders baseball team and a classmate of
Quentin's.
RfþndaBabbit- is a classmate of Quentin's who loves to play basketball and has
a mean left hook.
Leo I ¡-"td- is a classmate of euentin,s.
JJ.Cmundhogi is a classmate of euentin,s.
Olive apæsum- is a classmate of euentin's.
Barry Beaver- is a classmate of euentin,s.Teri Ttrrtle- is a classmate of euentin's.
SaþSpider- lives in the attic of euentin's home.
IinV the Worm- lives in a mushroom garden in the basement of euentin'shome.
Bmnie Bunrry- is Quentin's cousin who often comes to visit.
M n Bear- is Quentin's English teacher.
M n Bullfrmg- is Quentin's music teacher.
lVlre. Dalmatian- is Quentin's math teacher.
Big Burly Bear Brcthers- work in the loading dock at the Acme Carrot
qqcQrv. They love to rap and sing folk songs abõut their arctic homeland.
OlafrOrango- is in charge of the carrot juice department at the Acme Carrot
Factory.
RachelRou[dûose- is in charge of the carrot cake production area at the Acme
Carrot Factory.
Iæsterleaper- is the manager of the shipping department at the Acme Carrot
Factory.
BetindaBigtail- runs the packaging department at the Acme Carrot Factory.
OfficerDaisyDeer- is a friend of Quentin's who works at the police station.
FeliciaFTredog- is a firewoman in euentin's neighborhood.
Hare E. the Fltench Chef - bakes Quentin's favorite food...carrot cakes.Mr. & Iìllrs. Mole- run the stop N'Munch grocery store in euentin'sneighborhood.
other cast members include... lvaldo \ryalrus, pricilta pig Fteddy Fo:r,
Igor ElephanÇ and IGrl,a Kangäroo.

Design

Frame
l.lrite
Erase

ffi f:l¡¡

Press lrl and RETUBN to select
or ESC to erit-
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Load Baclground

Select PagewithaPicture. A list of the background graphics appears
alphabetically. Select a background graphic. The background graphic appears on
the screen along with the Page Menu.

All ofthe BigBookMaker programs ca¡r share chp artandbackgrounds. To load
a background, follow the inst¡nrctioffr abve. When the Load Background Menu
appears, insert yotrr ottrer Big Book Maker disk into a disk drive. Press Tab. A
new list ofbackgrounds should appear. Select a background. After the graphic
appears on the scÌreen, the Page Menu will appear. Insert your original program disk.

Ouentîn's AúuerJtures
This program \Mas created not only as an oflline supplement to the Quentin
Reøding Comprehension SeriesrM, but as a stand alone product so that students
can write their own Quentin adventures as well . Each story in the series,
features Quentin the Rabbit, who is always hiding from his friends. He leaves
clues to help them find him. Meeting these characters again in Big Book Maker:
QuentinrM is a wonderful way for students to make the "reading and writingl'
connection. Or, if they're meeting these characters for the frrst time, if,s a great
way to motivate creative writing!

A SummnrJr of the Beading Corn¡rr.eherrslo¡r Arlvcnf,tu.es

Quenú.in Aroun(l ú,Ite llouse'"
Molly Mole visits Quentin at his home one morning. They decide to play a game of
hide and seek, with Molly winning a carrot cake if she frnds Quentin. Children
help Molly explore Quentin's house--learning about each room along the way.
She finds the refrigerator and finally, Quentin under the table. Quentin and
Molly enjoy the delicious carrot cake.

Quentin's Neighborhood"
Quentin is playing games again! This time he is hiding somewhere in his
neighborhood. His cousin Bonnie Bunny has to frnd him. First she searches the
firehouse. A clue left for her by Quentin sends her to the post office. Bonnie frnds
him añd thrv both go to-the StoÞTP Munch grocery store forã snáck. While
Bonnie is paying for ingredients to make peanut butter cookies, that rascal rabbit
Quentin hides again. She searchôs for him at the Town Hall, Pelican Park, and
the baseball field. She fìnds Quentin up at bat and watches as he hits a home run.
They return home and enjoy the cookies they bake until Quentin hides again.

Quenú.in Goes úo Sehool"
It's Sammy Squirrel's birthday. Quentin has a surprise party in store for
Sammy; however, he tells Sammy that he is planning a party for the principal.
When Sammy arrives at school, he is unable to frnd Quentin. Sammy looks
everywhere: the spelling class, the principal's office, the music class, the math
class, in the cafeteria, and the playground. Finally, Sammy walks over to the gym
to attend the principal's party and is happily surprised when he frnds out that the
partli is really for him.

The PAGE MEIrI-II:
'After choosing a blank page or loading in a picture, the Page Menu will appear.
This menu lists the following options:

These are the basic options for creating and editing your Big Book

4

cLâssBoolt
FâCTOBY-LEFT
FâCTORY.BIGHT
FâBI'I
F¡NIS¡I.LINEI

Dtsk:/ quentin
Folder:BACKGROUNDS

IETICITII?

Press 1l and BETUBN to select
ESC to closeróESC to cancel

TâB to svitch drives

Page

Design llg Page
Save llg Page
Print l.lg Page

Utilities l

Go To l.lain llenu

RAfitlTEEtr

Press 'l{ and BETUßX to select
or ESG to exit.
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Quenúin Yisiús the Big eiúy*
That mischievous rabbit is at it again! This time, he's hiding somewhere in the
"þig city". He_ leaves a message to meet the program user at ihumper Theater, at
show time. Until then, the user is challenged to find him. Could hó be at the
mrryic department, the bakery, the exhibits at the Hopstead Museum or the
"What's Up,Doc?" Deli? By using the resources available in a big city (the taxi,
sybway, and-map), the user searches all over the city for Quentln and picks up
clues along the way. Finally, Quentin is found at the theater five minutes afte-r the
movie starts.

Quenfin Yisiús a Facf.ory'"
One day while_napping in_ his carrot patch, Quentin is accidentally picked up and
put into a truck along with the carrots picked from his patch. Quentin is dumped
with the camots onto a conveyor belt at the Acme Carroi Factory The factory -
turns carrots into carrot cakes, carrot chips, and carrot juice, euentin is
somewhere in the factory but where? It is up to the usei to find him and to get
him out. Meet some of the workers during the search and learn about whaigoes
9l in th.e tactory. Quentin eventually is found and leaves the factory in "Carrõt
Heaven"--he escapes in a truck full of carrot chips and carrot cake.

IIIAI{E A BIG BOOK
A EgBæk pqge is two screens long. It can be designed with clip art, frames
and/or text. To begin designing pages of a BigBæh, select ttlarcãngBook from
the IVIAIN MENU. The next screen presentJtwo choices:

Select Start aNewPage to create a ne\il page.

A StartlVith? IVienu appears with two choices:

You can choose to start a design with a blank page or one of the colorful
backgrounds.

þ wor! on a p-age that you have already saved onto a work disk, select Loada
P"Sq._Insert the work disk on which yóur page is saved and prôss Return. The
LoadPage Menu will appear. Select the pagelhat you want tõ work on. The pagewill appear along with the design menu.

3

Page

PageLoad

Press tl and BETUB]{ to select
or ESC to exit-

Start l.lith?

Page l.lith a
EtrffiEEtr

Press 1rl and BETUBN to select
or ESC to erit.
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BEFDBDNOD GT]TDD Oreaú,ive AeúÍvÍtÍes
The Reference Guide provides step-by-step instructions for designing a page. If
you are using the 3.5" version, the entire program is included on one disk. If you
are using the 5.25" version, the contents of each disk are--

. DISKONE:
Side one: Program
Side two: Backgrounds

. DISK I\ilO:
Side one: Clip Art
Side two: Clip Art, Fonts, & Frames

If you are using t}re 5.25" version, you will be flipping the disks periodically
during the use of the program. A prompt will appear telling you when you need
to switch disks.

THE MAIN MENU

The ClassrcomBigBook
Young students love reading and sharing Big Books. Many teachers integrate Big
Books into their Whole Language program. In this activity, your students will
write, illustrate and publish their own Big Books. If you like, you can even turn
this into a language experience exercise in which students discuss, write about
and share their real-life experiences. Creating and sharing Big Books with you
and with other students is a perfect way for students to develop an awareness of
the relationships between speaking, reading and writing. Thõ frnal product
provides a terrific way to showcase your students'work on Parent-Teacher Night.
The miniature size will offer students the opportunity to reproduce smaller
versions to bring home to their parents.

Cretüngstårted. Begin this activity by sharing a Big Book with the class. You
might want to create one Big Book page with simple captions and dialogue,
printout t'he story of text in Big Book size and share it ü¡ith your students. Then,
divide the class into pairs and have each pair create one page of a Big Book about
Quentin and his friends.

CreatingandPrintingtlreGraphics. Depending on the age of your students and
their level of comfort using computers, you may want to make them responsible
for desiening and creating the eraphics screens onlv.

Of course, if your students are going to use the Speech Bubble feature, you'll want
to help them enter the text. Select Big Book size from the Print Menu and then
select a Print Style. The scene will print in two panels which you can tape
together.

WritingandPrintingtheSûory. rWriting the story that goes along with the graphic
is a valuable learning experience and a lot of fun. However, if you're working
with very young students or r¡¡ith students who are not familiar with the
computer, you should type as they dictate the story. This is also a nice way to
involve your students in a discussion about language--describing the picture,
choosing the best words to tell the story and even discussing how to spell certain
words. When you're ready to print, select the Big Book size from the Print Menu.
The story will print in two panels which you can tape together.

NOTE: If you're working with older students, they might enjoy creating BLg
Books for younger students to read a.s a cooperdtiue learning project.

Putt¡ngtheBigBookÎogether. Once you have both parts-the story and the
pictuqe-you should tape the story above or below the graphic. This is one page of
your Big Book. You might consider mounting the pages on oaktag or poster board
for durability.

Jvs vvvv sl, v¡¡v l,rv6rg¡¡t v¡rg ^l.g¡t ¡vlg¡tv wlll glrPçqr. ¡¡tçrg 4rç u¡¡¡ç9
options listed:

To select an option from this or any other menu, simply use the arro\M keys or
Mouse to move the black highlight bar to the option you want, and press Return.

6

2

Flain l.lenu

Use Utilities
Quit

I¡EIE-EIEI@
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NOTE: If you are printing out ín the Big Book size, rnake sure to adjust your printer so you
won't haue to do any trimm.ing. Notice the red rnark on the right side of the bailer
bar. Sirnply líne up the perforøtions of the cornputer pøper with that red mark and
your printouts (pa.nels) will line up perfectly!

Quentin Bulletin Boards!
Designing a Quentin bulletin board is fun and easy. The bulletin board can
become a focal point for class discussions. Each week select a different theme
from which to design your bulletin board-- house, city, factory, etc. and have the
class write a short story based upon the Big Book scenes they are creating.

.Select one or more background(s) that relate to the theme. For example,
Big City and Street could be chosen if you wanted to create a bulletin
board display about Quentin visiting the Big City.oPrint out the backgrounds in tlne Big Big Booh size and assemble.

oNext, stamp clip art characters that belong in the story onto a blank
background.

oPrint out in Big Book size. Color, mount on oaktag and cut out..Laminate the cut outs, if desired, and attach velcro to the back.
oPlace the character cut outs in various places around the bulletin board

or onto the Big Book scenes..Tell students to call up the text processor onto a blank background and
have them write their own stories about the Big Book Poster scenes. If they
want to decorate their story with a frame, they should be select it before
they type in their story.

oPrint out their stories in Standard size, mount on cardboard and place
throughout the bulletin board display.

'Each student should read their story to the class prior to tacking to the
bulletin board.

MiniBooks
Your students can create Mini Books, making writing and reading even more
fun. Mini Books are ideal for showing students'work on parents'night or for
students to take their work home and share with family or friends.

oHave students write and design their own Quentin story.oPrint out their pages in the Mini Book size.
oPunch holes through the left side of the pages and bind together with

string or yarn.
oBefore the children take their books home, have the class engage in...

RoundRobinnea¿¡ng
Allow each child, in turn, to read the Mini Books created by their classmates.

Big Book Moker:

Quenú,itl'.
Introduction

Big Book Maker: QuentinrM is an easy-to-use publishing program that lets you
combine graphics and text to create Big Books, storybooks, activity sheets, bulletin
board displays, and so much more!

The program combines the lovable characters and places featured in the Quentin
Interactiue Reqding Comprehension Series. With or without the reading
comprehension script, your students can create their own Quentin adventures
using a variety of graphics from the original stories. Students can design their
pages with clip art, text and frames. They can print out their pages in four unique
sizes: mini-book, book, BIG BOOK, and BIG BIG BOOK!

This documentation is broken down into two sections: the Referenæ Guide and
the Creatir¡e G¡ide.

EquipmentNeede&
.Apple IIe, IIc, or IIGS
.Program diskoMonitor
.Apple Mouse (optional)
.Blank diskoPrinter
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Ptrypets
Make stick or lunch bag puppets easily! Use the puppets as a tools for retelling a
1tory from the Quentin series in front of the clasJ oi for acting out their own
Quentin stories in a puppet theater.

oOn a blank background, have students stamp characters that are featuredin a particular story.oPrint out the characters in the Big Book size.' 'Color and mount onto oaktag. Cut each character out and paste to
popsicle sticks, paper bags or rulers.

oNext, print out the featured backgrounds in Standørd or Bþ Book size to
1¡¡ake theatre backdrops. Paste together and color.oGlue the backgrounds-onto the inside of large boxes to create a puppet
theater. Decoiate with glitter, felt and ribbõn.oCut holes in the bottom of the boxes so students can reach in with their
hand puppêts.

Visual Literacy
Here's a fun classroo-m projec_t. Using illustrations created \¡yith the program,
your students can tell a story based on the pictures that you show.

oÇreale a Big Book, as described earlier in this section, with no words.oDisplay in-the front of the class and have students look at the pictures and
begin to tell a story.

oAnother way to use the wordless Big Book is to have each child write a
^L^-J ^L^-- L^ -^ ---:^l^ at- ^ -: -L ñ a. ¡i

i"ä"r,iäärä3".üläåir"uii'iä"iftiff i"ïfr,Ëiåär::ïå.
Finish the Story

Start the studentp offyith th9 beginning of a story in which the basic plot is
revealed. Have them finish the story in-their own way.

owrite the beginning of a story and illustrate it using the program.oPrint out each page in Big Big Bæk size.oReveal to your students page by page the story you have started.olnstruct them to finish the story.
o You can also make copies to pass out to students, using the smallerprintout sizes.
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Personality Pnofiles
Have your students work together in creating a personality profrle Big Book.
Students can learn about adjectives by choosing a character and describing what
that character is like and incorporate that character into a story.

.Assign each student a character..Have students illustrate scenes using the character.
oHave them include in the story adjectives that describe the character.oPrint out in Big Book form.
oCollect the printouts, punch holes on the pages'left sides, and bind

together with string or yarn

veÖ
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Big Book Mc¡ke#

Quentin students can use the Newslener r"l;#r:tffire a "special fearure" abour
Quentin and his friends. Suggestions: Hide and seek game, being the number
one customer at the carrot factory, or winning the big race.

oHave students think of a theme and jot down ideas for their news features.
.Select the Neusletter background and add any appropriate clip art..Next, write the story making sure to include the who, what, where,. when, and why.
oPrint out in Big Book size.
.Display on the bulletin board for students to read.

Apple ll Family 128K

@ 1992 Queue,Inc.
Developed by Touca¡r Software

All Rights Resenred
Apple@ is a registered trademark of þple Computer, lnc.
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clre oyoiloble for o FREE 30 doy preview!
Network versions, Sile License ond

lob Pocks ore olso ovoiloble.

All of these programs

Designed to motivate children to write by using pictures, these easy-to-
use programs create Big Books in minutes. The key to the Big Book
Maker SeriesrM is that students can combine art and text on one colorful
background. They can print out their pages in four sizes: miniature,
book, big book and big big book. The programs are so flexible that
teachers can create newsletters, worksheets, bulletin board displays and
more. All of the Big Book MakerrM programs can share clip art and
backgrounds, offering an endless library of pictures to write about. The
clip art, but not the backgrounds, from the Creative Writing SeriesrM
may also be used with the Big Book MakerrM titles:

J ̂ rorite J "¡rU'hlpÃ, & 9ríar sery 9?hyme,s'"

TA.LL TA.LES & A.MERICA.N
FSLK HERSES

Letters, Numbers & Shapes

Feeliruq Good Abour YouRsElf'"

GUTE E CUDDLY-"

Tp{R THRRR ?RTNCRSSÞS

Big Book Mqker:

Quentirr
r
i

f
ii

Apple II Family 128K

Userrs Manual

Division of Queue, Inc
@1992 Queue, Inc.
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