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Introduction

These notes are intended to accompany atraining course to cover the fundamentals of
producing multimedia-training packages using Macromedia Authorware

The course assumes no prior knowledge of Authorware, but does expect the student to

be reasonably familiar with PC Computersin generd, Windows 9x, NT or later, and
to have an understanding of conventional methods of producing training courses.
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Authoring

This course refers to Macromedia Authorware version 6.0 and how this program can
be used to produce multimedia-training programs. The full manud for the program
runs to over 500 pages, and a number of books are available on the subject. The
course and these notes are not intended to replace these reference sources and the
reader is recommended to consult the official manua or the on-line help that comes
with the program in any cases of doubt.

The classroom work will consst of a series of exercises, increasing in complexity,

until asmal but complete training course is produced which will incorporate dl of the
items covered throughout the week. These notes can be consulted for information and
guidance on the specific topics covered within the course but it must be emphasised
that they are only notes and are intended to be neither complete nor definitive.

Introduction

Authorware is an authoring program that is intended to dlow trainers with the
minimum of computing skills to produce useful and effective training packages.
While doing thisit dso indudes a highly complex and flexible programming
language that alows the more computer proficient user to produce advanced and
highly complex packages.

This section of the notes will be split into the various options that have been covered
in the training room.
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Authorware Environment

The main Authorware screen is bascaly smilar to other Windows screens, thereisa
menu bar across the top and a button or tool bar below it, the main working arealis
ingde awindow and there is a further tool bar down the left Sde of the screen. If the
mouse is pointed at any of the buttons on screen and held il for a couple of seconds
asmdl toal tip gppears identifying the button.

elp
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Em  Activity Framewark
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Dascriplion:

VU OEBHEEOCBIOBE

The button at the extreme right edge of the main tool bar isahelp button, click on this
and then point and click a other items on the screen and Help will be started with an
explanation of whatever you have clicked on.

In common with most Windows based programs, pressing the ‘F1' key will sart the
help sysem. Hep isusudly context senstive — it should gtart in that area of the hep
files that most closely matches whatever you are doing on screen at the time.

Astheitems on the menu and toolbars are used in the course they will be explained
briefly in this document. For afuller explanation you are recommended to refer to the
main Authorware manud. In particular where there is a discrepancy between these
notes and Macromedia documentation you should accept the Macromedia
documentation.
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File Properties

Thefirg thing thet needs to be set up before arting to create any Authorware
goplication isthe ‘File Properties. On the menu bar click on ‘Modify’ then ‘File
then * Properties’.

Modify Text Control Htras Commands  Window  Help

=l [B]1[u][m][e]E

Icon 4

Properties. .. Chrl+5hifE 40
Fonk Mapping. .. ;
Palette. ..

Mavigakion Setup...

Thiswill cause the File Properties dia ogue box to be displayed.

Properties: File

kirple2

Colars: |:| B ackground D Chroma F.ey
Size: |8|:||:|HE|:||:| [SWGEA) ﬂ

Optionz, v Center an Screen
Iv Title Bar

File: 1,62EK.
lcons 173
Wars 16
Memony: 1,698,856k

Iv Menu Bar
[ Tazk Bar
[ Owverlay Menu
[ Match window Color
[ Standard Appearance
[ "windows 3.1 Mebics

Thereis no need to enter a Title, asthiswill be crested when we save thefile later.

Click on the smdl white box next to ‘Background’ and you will be shown a paette of
colours from which to choose the basic background colour of the gpplication you are
meaking, then click on *Okay’.

Don't bother with * Chroma asthis only redly appliesto video overlay colours.

Next you can choose the Sze of the gpplication screen you are creating, this will
usualy be ‘640x480 VGA’ or ‘800x600SVGA’. You can choose any of the Sizes
from the drop down depending on the type of application you want to make. Y ou can
aso choose ‘Use full screen’ or ‘Variable' but you should be careful with these, as
you then have no control over the actuad appearance of the application when it isrun
and some gpplications will have a problem with this.

Always make sure that ‘ Center on Screen’ is clicked, thiswill make sure that your
application will automeatically centreitsalf on the screen whenit isrun.
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Generdly you should remove the remainder of the ‘tick’ marks unlessthereisa
specific reason for using those features.

Click on *Okay’ when thisis done and you will be returned to the main screen.

Y ou can change any of the above settings at any time after sarting the development
but be careful about changing the screen Sze asthiswill not automaticaly move
objects which are displayed and they will either be in the wrong place or even hidden
off the screen atogether.

Flow line

When you gtart a new Authorware application you will b presented with anempty
window with theword ‘Untitled’ displayed in thetitle bar. Thisisthe working
window:

T [Untitied] EER

7 Lawel 1

-]

Notice the verticd line down the left of the window, thisis cdled the flow line, it will
contain al of the icons that you will need to produce your application.

While you are here, notice dso the label ‘Leve 1’ in the top right of this window.

These working windows can contain other windows, each ‘nested’ inside another.
You will invarigbly have severd of these windows and often very many. When one
window is nested insde another itslevel will beincreased, it is not unusua to have
seven or eight leves of nesting and this label isauseful way of reminding yoursdf
where you are in your gpplication.

All gpplicationsin Authorware follow this ‘flow lin€ metaphor. A vertica flow line
isdigplayed in the editing window and the program effectively follows the line from
top to bottom as the gpplication is processed. It's possible to create branches from
thisflow line to make the gpplication take a less than truly linear path through the
inserted icons, but in effect each separate piece of the application is actualy made up
of sections of these linear flow lines.

To insert any icon on the flow line smply drag the icon from the Icon Bar and drop it
in the correct place on the flow line. You can insert an icon a any point on theline
that you wish. Y ou do not need to aways place an icon at the bottom of the exigting
flow line.

If you smply click on aflow line ahand symbol will be placed there. Thisindicates
the point a which a paste function will insert an icon that you have copied or cut from
elsawhere, or where an imported mediaitem will appesr.
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Icons

You are now in apostion to start producing your application. Click and dragging
icons from the toolbar on the | eft of the screen to the flow line will let you do this
amog entirdy. Remember the flow line isthe thin verticd line that isvisble on the
working window.

You can ‘open’ anicon by double clicking on it or by running the application. When
an gpplication is running it will usualy stop when it reaches an icon that has no
content, adisplay icon that has nothing to display for example.

New to verson 6 of Authorwareisthe ability to pre-define the properties of icons.

Y ou can if you wish, put content or change the properties of an icon on the flow-line
and if you then drag and drop that icon back on the toolbar every time that you use the
icon it will ‘remember’ how you left it and start like that — this can gpply to names,
colours and even content.

Click on File— Preferences — Reset |con Palette to return everything back to normd.

Icon Names

It is very important that unique names are given to theicons as they are used; this
helps not only you when you are creating the application, but aso helps others when
they cometo maintain it later. Severd of the functions that you will usein later
development will actudly refer to icons by name and will refuse to work if theicons
are not named or if two or more icons have the same name.

Theiconswill be explained briefly here. The explanations are given in the order in
which the icons appear on the toal bar, from top to bottom.

Display
The display icon isthe fundamenta icon in Authorware and is used to show both

images and text. Click and drag adigplay icon onto flow linethen rdleaseit. Giveita
name by typing the name aongsde the icon and pressing the * Return’ key.

When you firgt place any icon on the flow line it will naturaly be ‘empty’ because
you have not given it any content. An empty icon will be displayed in apde grey
colour so that you can see which icons do not yet have content.

Y ou can drop as many icons as you wish onto the flow line one after another,
dthough it is dways a good idea to name them as you do this.

When you run your Authorware gpplication in editing mode (we usudly cal this
‘Authoring’ mode) it will stop when it reaches an empty icon so that you can edit it.
(Thisincludes display icons).
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Alternatively from the flow line you can double click on the display icon to open it for
editing & any time,

Once the display icon is open you will see awindow &t the Size that you set up in File
Propertiesand asmall floating tool bar. The tool bar will contain the title that you
gaveto theicon.

The drawing toolsin Authorware are fairly basic and sdlf-explanatory. Y ou can draw
rectangles, lines and ovas as well as polygons and rounded squares by sdlecting the
appropriate tool from the palette and drawing on the display area.

Double dicking on the itemsin the tool bar will alow
you to change things like line thickness and thefill
properties of the rectangle and dlipse. Double clicking

on the llipse icon will display a.colour paette

E3A [+ =] | ingenera weuseonly thetext entry that is shown by the
r = c|c|&| | leter ‘A’ and the pointer arrow. The other drawing tools
are occasondly used for drawing Smple pandsasa

quick background.
Text is such an important function thet it will be dedt with below in its own section.

Using the arrow pointer and then dlicking on any object you can move it on the
display area. Objects can then be dragged anywhere, on or off screen, this gppliesto
text aswell as drawn objects and imported objects such as graphics.

Holding down the *Ctrl’ key and pressing ‘K’ will bring up a colour paette to dlow
you to change the colours of the drawing objects.

‘Ctrl” and *T" will display the Trangtion diaogue box that will dlow you to define
the specid effect used to display the contents of theicon. Y ou are encouraged NOT
to use too many different trangtions in the same project, as alarge variety can be
digracting.

For amplicities sake in your early days with the program just use the * Internd’
trangtions, the other trangtions are provided by externd functions called * Xtras
which require other files to be included when packaging your finished program.
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‘Ctrl’ and ‘M’ will digplay the mode
paette which isvery ussful. Thiscan

‘ ‘IA B
|

be used to make the background of
< 0o = text and the white part of images
o . 9 invisble giving amuch neater and
oCompany Induction Course O dearer finish to your displays

Notice in this example where the
gpplication background is grey, the
text is currently set to be Opaqgue,
changing it to Trangparent will remove
the white box and alow the text to be
displayed directly on the background.

A smilar effect dso appliesto images,
but you should note that for thisto
take effect areas that you want to be
trangparent must be ‘pure’ white, that is they must have an RGB vaue of

255,255,255.

The most common other option chosen is Matted, thisis Smilar to Trangparent except
that only areasthat are pure white and not completely surrounded by any other colour
will be displayed as transparent.

Alphawill dlow you to take advantage of apha masks produced in graphics programs
these can include graduated shadows, but their production is beyond the scope of this
course.

Aligning Objects

Y ou can select anumber of objectsin the display area, by ether click and dragging
across severd of them, or by holding down the Shift key while dicking on individud
objects.

A separate palette is available to dign objects on the display area, once the objects
have been selected you can display the
dignment paette by holding down baoth the

‘Ctrl’ and ‘Alt’" keys and then pressing the ‘ =
x%
There are several waysin which objects can

be digned; ether verticdly or horizontaly

and by ether edge or by their centres.

The two options on the bottom of the palette
are used to distribute the selected objects
evenly; again this can be elther verticdly or
horizontaly.

NB Thereis aknown bug in Authorware on this paette. Y ou should dways save
your work before using the vertical distribution option. In certain circumstances
clicking on the vertical didtribution can cause Authorware to crash! Thisinvariably
happens when you have done a consderable amount of work since the last save.
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It is usualy agood idea not to aign objects both verticadly and horizontdly at the
sametime. Try thisonce and you will see why.

In addition to aligning objects on screen you can
aso move them in and out of the screen, thisis
usudly referred to as setting layers. The effect is
to have one object in the display icon in front of
or behind another. For example you can place some text in front of a graphic object
asinthisexample.

Authorware allows you to set layers for objects with a display icon and aso to set the
layer of the whole display icon in relation to other displays.

By default, the later an object is placed on the screen the higher its layer will be, this
applies within adisplay icon, so0 in the example above, the graphic was drawn first
and the text added |ater.

To move an object up or down in within adisplay icon you can sdlect it and then use
‘Ctrl — Shift — Up Arrow’ or ‘ Ctrl — Shift -Down Arrow’ asrequired. The effect of
these is to move the object to the front or the back of the display.

The default rule about later objects Sitting in front of earlier ones aso gppliesto the
whole digplay icon.

For example you can set adisplay icon to contain a background image and then any
subsequent display iconswill by default St in front of it.

This default ruleis of course not gppropriate for al circumstances; you may want a
digplay to st behind a part of previoudy displayed icon. Or you may want to have an
earlier image gt in front of later ones.

Control of the layering of display iconsis gpplied using the properties window for the
icon.

i Todigplay the
e I o
ILogo adisplay icon (and
indeed any icon) first
Layer: |E|EI sdect theicon, or
Transition: None = even dogbledlck it
Optionz: v ilUpdate Dizplaged Yariables toopenit and then
ID: 65574 [ Exclude Text from Search press‘Ctrl —I" on the
Size: 199 bytes [ Prevent Automatic Erase keyboard and the
Mod: 3/6/2003 [ Eraze Previous Content properties window
Ref. by Mame: Ma [ Direct to Screen will be opened.
Ensure that you are
inthe ‘Display’ tab
_ and you will seethe
Open | Dizplay | Layout | Layer fidd. By
default thiswill be

blank. You can enter any arbitrary vaue you wish into thisfield, the higher values
would be displayed in front of any display icons that do not have avadue set. To
ensure that a particular icon isaways in front of everything you could set avery high

vaue.
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Itisquite norma aso to set a negetive vaue to ensure that adisplay is dways behind
other icons.

Itisa‘bad thing' to set avaue on every display icon asthereisasmal performance
loss when too many layer values are sat.

While we are looking at this window lets aso consider a couple of the other items that
could be changed.

Y ou have direct access to the Trangtions didogue box from here, thisworksin
exactly the same way as by pressing Ctrl —T.

Of the options shown the most important is * Update Displayed Variables. Whilewe
have not yet discussed variables you should know that one of the things you might
want to do with the application that you are building is display new information on
screen, for example the current score, or the length of time taken. A variable can
contain thisinformation and be displayed on screen, if the Update Displayed
Variables option is set then whenever the vaue changes the display will reflect that
change, otherwise it will not.

Thereisagain avery smdl performance loss when this option is set so while you
shouldn’t hesitate to useiit if needed you should not automatically st it for every
display icon.

None of the other options are of mgor sgnificance a thistime, in particular you
should be wary of setting the * Prevent Automatic Erase’ until you are completely sure
of what you are doing. This option would cause the contents of the current display
icon to remain on screen when it would otherwise have been automatically removed.
If you are not careful you will find that an object remains on screen unexpectedly and
you can wadte large amounts of time trying to find out why.

You are very unlikely to use the option ‘ Erase Previous Contents as almost dways
there is a background graphic that you would want to remain on screen.

‘Direct to Screen’” would cause an object to be drawn directly to the screen rather than
be processed by the Authorware program. Thisisrarely needed. Probably the most
likely use would be when displaying digital movies or Hash pieceswithin

Authorware.
The second tab Properties: Display Icon
within the properties |LD 5
window is’ Display . 9
Thisdlows usto st CCS Select positioning
some properties that
you may not use Pasitioning: |Mo Change -]
very often, but
: . . : bovable: |Mewver -
whichwill bevita 1D-B5574 avabe: | =~
hen thev are Size: 199 bytes
W ey Mad: 9/6/2003 | |
needed. Fef. by Mame: Mo
Whenyou arein | |
authoring mode any | | |
ojectonsorencan | '
be moved as much Open Display L ayout |
asyouwish, amply
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click and drag to re-posgition it in the location that you want. By default once the
piece has been packaged no objects can be moved so that the user can’t move things
around.

There may well be occasions when you might want the user to be able to move
objects from one place to another, a calculator or a glossary window for example.

Equally there may be occas ons when you want to display an object on screen at a
specific location depending on what the user has done elsawhere in the piece.

Positioning dlows usto have control over the location of an object (amost invariably
adisplay icon) once avaue different to ‘No Change' has been sdlected the greyed out
fildswill be made available. Y ou can enter vaues into these fields, but generdly

you will place variables in which will dlow you to position an object exactly as
required smply by changing the vaue of the variable before digplaying the icon.
Precise details of this process are beyond the scope of an introductory course.

Movable: |Never ~| To make an object movable by the user,

.:i.lll:: ................................................................................ ; c:hm$ e'the, ‘On &rw]l Or ‘Anywhaé
On Screen and the user will then be ableto click and
Anpuhere drag the object as they wish.

Note that both positioning and moving an icon will gpply to dl of the objects withina
specific display icon. If thereistext and agraphic for example, in the sameicon then
both text and graphic will move together. For thisreason it is best to ensure that if
you want to use ether of these facilities then you should ensure that the object to be
affected isin adisplay icon by itsdlf.

Text

There are anumber of waysin which you can place text on the display area the most
obvious way is Smply opening adisplay icon and usng the ‘A’ toal to typein what
you want. It can become rather more complicated than that so we Il ded with the
various aspectsin turn.

Colour

D ]
Ctrl and K will display the aCompany Induction

colour paette thisisthe T 1T TTTTT]

ussful way of contralling u . !
your text. Notice the button - ‘ A+ I?‘
next to the Pencil image, T |eobole
thisis what controls the e —_—

foreground colour of the

sdected object, dick on this EESSEEEEm=

and then select a different n

colour for the selected [ [ []

object to change its
foreground colour, in this
case the colour of the text.
Although they have no effect on text, thefill buttonsto the right of this areawill
control the foreground and background colours of any graphic object that you draw
with the Authorware drawing tools.
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There are a couple of points that should be noted here.

1. Once selected, the foreground colour will affect every new text or drawing
object that you put on screen until the colours are changed.

2. Every time that you change the colour of atext object anew text styleis
crested, you will see shortly how to avoid this.

Styles
Clicking on ‘Text — Define Styles will display the styles definition window.

Thereisdways a[Default Style], you cannot ddete this; typicaly it will be System
font, 10 pitch, black colour. Unless

you mekecrengesal e et you

enter on screen will gppear in this

format. Difault S tyle  [aial ~l
The square brackets that surround the Emphasised ¥~
words Default Style indicate that this Hyperlink _ o — ol
is asystem—generated style Any I{Iﬂ;ﬂrlmk undefined destination o
other stylesthat are created directly (Color) [ Italic
on the screen will also be displayed [System 10) .

. . [ Underl
as atitle within square brackets; these Werdana 21} e
other styles can be edited and | -l
renamed as you wish. v Teut Calar -
Y ou can remove astyle that is not V 9999377  Format..
being used, by dlicking on the
Remove button. Thisaso gppliesto
any syles enclosed in the square

brackets. Whileagyleisin useit
cannot be removed. |Basic Text

To seein how many placestheicon

titles use these styles click on the References button and aligt of the icon titles will be
displayed (another good reason to name your icons). By sdecting one of theicon
titles and clicking on the Show Icon button you will be shown the icon that uses that
particular style (you will not be able to edit that icon until the Styles dial ogue window
is closed).

To create or change an attribute of a style you must ensure that the tick mark
adongsde the atribute is selected, once thisis digplayed you can choose afont, Sze or
colour by using the drop down or pop-up windows aongside the attribute.

Text styles extend to more than just the displayed attributes. We can adso set up the
way in which numbers are displayed, leading and trailing zeroes, whether a thousand
separator is used or not and what decima separator is used.

Note that thiswill gpply only to numbersthat are displayed asthevduehddina
varigble. Smply typing a number on screen will not cause the numerica formet to be

applied.
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One of the most powerful usesfor sylesis usng them to

lnfirac“w create hyperlinks A hyper-linked piece of text isaword
Nene which, when you dick on it will cause the program to jump to
* Single Click adifferent part. For exampleif you have ablock of text, some
" Double Click of the words may need separate explanations, these could be
™ Cursar Within heldin aglossary. By hyper-linking those words you could

alow the user to activate the glossary just by clicking on the
[ Auto Highlight word.

¥ Cursor Iy Oncethe style is selected, choose how the hyperlink is going
to be activated, by clicking on single or double click, or just
[ Mavigate To E cursor within (when the cursor is Smply pointing a the word).

And the style will autométicaly be classed as a hyperlink.

Y ou should & least ensure that the Syleisin adifferent colour, so that the user can

see that there is something different about it, you may also want to set it to be

underlined as many users are now used to seeing hyperlinks on the Internet in which a

different colour (usudly blue) and underlining are used.

If you want a different cursor to gppear when the mouse pointer is over the link then
clicking on the Cursor option will alow you to choose one.

Thefind option in this section is the Navigate To, to activate the navigation you can
set up that dedtination by clicking in the Navigate To sdector.

& Properties: Navigation Style @

| oK |
Destination: |.-‘-‘-.nywhere j Cancel

" Call and Fetumn
ID: 65717

Fi k: i -
Size: 52 bytes ramEar |Sul:ur|:|ut|n3$ J
Mod: 10/6/2003 Fage: Conditional Irteraction i3

Fef. by Hame: Mo Events
Glozzany »

|
E v wiord v Eeywaord Help

Now you must make achoice. If thisstylewill always go to the same placein the
program click on the navigation icon (the smdl triangle) and you will be shown the
navigation dialogue window. If you want to alow different words to share the same
hyperlink style but go to different detinations then you would leave this option
untouched (you will then be able to set the destination on each occasion that you
aoply the style).

Navigation in these circumstances is usudly to a Destination that might be defined as
‘ Anywhere — Cdl and Return — Icon attached to a Framework’. Don’'t worry too
much about these terms they will be explained in more detall later. Just remember
that you should have at least one framework icon with at least one option hanging off
it and that this shoud have a unique name.

Authorware 6.0 Course Notes 13 Version 2.0
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In the example above we have a framework icon cdled ‘ Subroutines and the
‘Glossary’ map icon ishanging off it. It isthere we will take the user.

There are anumber of different options that we might choose from the navigation
window, but they will be explained in more detail in the Navigation section leter.

It isthis navigation set up that will appear on each use of a hyperlink style when we
have not pre-defined the detination.

Once the styles have been defined you must ensure that you click on the Modify
button to cause the changes to be saved.

When you then close the styles definition window any text that has a tyle that has
been change will have the new style reflecting the changes applied to it.

| = To apply astyle to apiece of text the text must be selected in
; ,  the norma Windows fashion, ether while in text editing mode
by sdecting a section of the text with the mouse, or by

Basic Text selecting the text block with a pointer.

Empha_sised
Hyperlink Once sdlected click on the style drop down list on the meru

Hyperlink undefined

bar and select the style that you want to apply.

Not dl of the available styles may be displayed in thiswindow; you can use ether the
initid letter of the style or the cursor up and down arrows to scroll through the full

lig.

It isaso possible to goply styles using the sylesfloating palette. Click on Text —

Apply Styles. Thisisnot recommended, asit is possible to gpply multiple stylesto
the same text object with completely unpredictable results.

Toremove dl stylesfrom atext object, Smply sdect it and set the style to be Defaullt.

In addition to entering text directly on screen you can place the contents of variables
on screen, thisis particularly useful to show vaues that change through the course of
the program, such as questions, possible answers, feedback and scores.

To display the contents of a variable on screen you should enclose the name of the
variableinbraces‘{* and‘}’ likethis:
Your current scoreis { StudentScore} out of a possible { MaxScore} points.

Remember to set the display property to be ‘Update Displayed Varigbles if the value
of the variable islikdly to change after it has been displayed.
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Motion
The motion icon will alow you to move the contents of a previoudy inserted display
icon. It will move dl of the contents of the display icon and will only move one icon.

If you want to move just a portion of the screen, make sure that the portion isin a
digolay icon dl by itsdf.
If you want to move more than one item at the same time then use two or more

motionicons, each one moving a pecific display. To do this you must make sure that
the * Concurrency’ option in the motion icon control box is set to ‘ Concurrent’.

The motion icon will expect you to click on the item to be moved and then to drag it
to itsintended destination. Y ou can aso set the timing to control how long the
movement should take.

Properties: Motion lcon Shown here are
the default

[Move test sitingsfor a
_ motion icon.
e the e Type: |F'ath to Foint j Just aswith
Laper| mogticonsin
oot Authorware
I E557E Tirnirg: |Time [zec) j you can Smply
Size: 346 bytes |1 drop theicon
Mod: 18/5/2003 onto theflow
Rief. by Mame: No Cancunency: | Wit Untl Done ~| line and run the
piece. When
@ Beyond Range: |5t|:||:| at Ends j Authorware
_ encounters an
Preview | M ation | Layout | empty icon it

will stop and prompt you for some content.

In this case the minimum content that is required is the icon to be moved. To sdlect
the icon to be moved, smply click on it on the display screen.

If you smply want to move the icon to a different location on screen then you should
amply drag the icon to that location and drop it.

Y ou can see the effect of the motion icon by clicking on the ‘ Preview’” button.
Wewill consder the ‘ Type of motion shortly, for now leaveit at ‘ Direct to Point’.

Layer isby default Ieft blank. Y ou should only enter avauein thisfied if you redly
need to as there is a performance hit if too many motions are on none zero vaues.

Timing isether by ‘Time (sec)’ or ‘Rate (secfin)’.
The differenceisthat:

Time will indicate how long in seconds or parts of a second the motion will take,
regardless of the distance on screen, so that for a given time an object moving a
shorter distance will travel more dowly.

Rate will cause an object to aways move at the same speed regardless of how far
it needsto move. Therateisdefined in inches per second (thisis an American
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program after dl). Y ou may need to experiment on screen to see the true effect
depending on screen resolution and Size.

i Concurrency hastwo
Properties: Motion Icon ttings, ‘Wait Urtil

[Move text Done which stopsal
_ other program
o the e Type: |F'ath bor Point j execution until the
Crag object to extend path motion is complete,
and ‘ Concurrent’
Object: Fly In Text -
ID: ER57E I=CL Py in Tex — which dlowsthe
Size: 345 bytes # E dit Paints: program to cpntl nue
Mad: 18/5/2003 Baze: |-100 Unda executing while the
Ref. by Mame: No Destination W T motion isgill carrying
4 on.
@ End: |100 ) _
Itispossbleto
Fresview | M ation Layaut | Chmge the type of

motion from * Direct to
Point’ to anumber of other settings by selecting them from the  Type' list box.

The most useful of these isthe * Peth to End’, which dlows you to define a path dong
which the object will move by dragging it from one location to the next. Each time
you release the object atriangular marker will be displayed and you can then make a
further movement by
Yyalcome to tee course.

1duction Course dlick and dragging the
object again. Double

clicking on the
ctives are laid down in the markers will convert
:in to all full-time personnel. them from an abrupt
change of direction to
ed in the part-time staff a smooth one and back

again.

o know what these are and to Individua markers can

ng thern. be sdlected by clicking
on them, they can then
be moved or if you
wish to delete them,
just pressthe delete
key on the keyboard.

ul
\_// Once you have chosen

aMovement Typethe
appropriate X and Y co-ordinateswill become avalable. You can if you wish, typein
numeric vaues and these will control how far dong a path or to what screen co-
ordinates the object will move. It isfar more useful instead to enter the name of a
variable and then to control the value of the variable with alittle coding in acacicon
elsewhere.

As an example congder the above path and the corresponding movement values, this
motion typeis set to be *Path to Point’. Two entirdly arbitrary values are used for the
‘Base’ or start of the line and the *End’, you can use any vaues you wish, even
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negative ones. A variable called ‘Movelt’ is then used to show the position on the
line where the object will stop.

By making the vaue of Movelt equd to
Edit Points: something between the Base and End vaues

X
Base: WA Undo the object will be moved a corresponding
Destination: |Mowvelt Delete distance along the line, for example if Movelt

N is set to be O the object will move haf way
End aong the line.

Similar techniques can be used for the other Motion Typesin thisicon.

Erase

The erase icon will remove any previoudy shown display icon. It isimportant to note
that unless an icon is explicitly erased it will remain on the screen throughout the
remainder of the program. The only exception to thisisthat display iconsthat are
contained within interaction, framework, and decision icons are usually erased
automatically when the program flow leaves the containing icon.

Pacing an
= Properties: Erase Icon _empty erase
icon on the flow
Del Fly In Text line and running
o itin authoring
Click object(z] to erase mode will cause
Transitior: Mone [ the program to
[ Prevent Crosz Fade stop When the
ID: BE5YA Icon IS
Size: B0 bytes encountered and
Mod: 18/5/2003 you will be
Ref. by Mame: Mo prompted to
select theicons
to be erased.
You select the
Preview | Eraze | lcons | ICOﬂS by
clicking onthem

on the display area. Y ou can erase as many displayed icons as you wish with asingle
eraseicon. Remember that dl of the contents of a display icon will be erased at the
sametime. If you want apart of adisplay to remain on screen then you must ensure
that it is digplayed in a separate icon.

The second tab on the didlogue window ‘lcons’ will show you aligt of the iconsto be
affected by this erase icons.

You can ether select ‘Iconsto Erase’ or ‘Iconsto Preserve . Thefirst isfairly self-
explanatory. If you choose the second then dl icons visible at this point will be
erased and only those selected will be left displayed on screen — thisis not often used.

To remove anicon from the ligt, smply click on its name and then on the ‘ Remove
button. Thisis quite difficult to do if your icons do not have unique names

The Preview button will show the icons being erased using whatever trangtion effect
you have selected.
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Erase icons have access to the same sort of transitions as display icons and the use of
these should be considered subject to the same genera advice.

Pause

The pause or wait icon will interrupt the program flow when it is encountered. By
default abutton is displayed, usualy in the top left corner of the screen with the label
‘Continue’ displayed onit.

The position of the button can be changed by holding down the ‘ Ctrl” key and
pressng ‘P, which will pause the whole program. Then click and drag the
‘Continue button to the preferred position and findly press‘ Cirl” ‘P again to resume
the program flow.

Double clicking on the pause icon will open a diaogue box which will dlow the
pause to be defined as being for a specified period of time, until akey is pressed or
until amouse button clicked. Any combination of theseisdlowed. Y ou should
aways have at least one &t.

If atimeis specified then you can display asmal countdown clock so that the student
can be showed the time remaining.

¢ Navigation

The navigation icon is most often used within aframework (see below), whereit is
insarted automaticaly. To useit manudly you drag it to the flow line and double
click on it to specify where the flow should go. There are alarge number of
vaiations available for thisicon and overuse can make it difficult if not impossible to

follow your program
fow It The e

: ” — use of the navigation
|Na\f|ga’re to "Text Luestion icon isto Lse i?to g0
Destination; |Anywhere ~| tonamedicons
.................................. Withi n afrmork
Type: ( ump to Page and thisin fact isthe
" Call and Retum default effect.
|D: B5582 _ :
Size: 52 bytes Framework: |Sul:uru:uut|nes ﬂ When Authorware
kod; 1/6/2003 Fage: T ext Queztion encountersan
Ref. by Name: No Toolhox unlinked navigation
Tries Lirit »  icon orwhenyou
double click on one
| the Properties paette
e v *fard v Kepward IS dISp| ayaj-

In this example the navigation icon will jump to a destination that can be anywherein
thefile, the only redtriction isthat the destination must be a named icon attached to

(hanging off) aframework icon. The program will go directly to the chosen icon and
will not expect to return.

If you have alot of frameworks and you M
want to narrow your choice down then " [Subrou

you should sdlect a specific framework Entive file

from the drop down ligt in the Framework fidd. In thisexample there aretwo
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frameworks, each of which could have many icons attached. If you choose ‘Entire
file then you will ssedl of the possble destinations in the whaolefile.

Thisis one of the most common uses of the navigetion icon done. 1t isamost aways
used insde aframework icon in one form or ancther.

Destination: | Anpwhere | In addition to using the navigation
Fecent icon to go to ‘anywhere’ therearea
TylNearb number of other dternatives. The
Calculate most useful of theseis‘Nearby’.
Framewd 22202 . Sdlecting the option Nearby will

change the appearance of the dialogue box and show anumber of options, these dll
actudly relate to what might happen insde aframework icon and in fact both the
framework and navigation icons were introduced at the sametimein verson 3 of
Authorware.

These options are fairly sdf-explanatory, they
alow you to page backwards and forwards
through the icons attached to aframework. The & Previous

findl option of the five will actudly exit from the  Nest

framework or if it has been entered with a* Cdll " First

and Return’ option will take the user back to ™ Last

where they were before they entered it. Thisis £ Exit Framework/Retum
particularly useful in asub-routine (see below).

Drestination: | Mearby

Fage:

E@] Framework

The framework icon is potentidly one of the most useful icons and can be very smple
to use. Drag the icon to the flow line and then drag either display or map (see below)
icons dongside the framework icon. These

will form separate pages within the l Miain Program o
framework and Authorware will mtmductiﬂn
automatically add buttonsto allow the ﬁ BE@mE | e
student to move from page to page, carry ‘ Madule 1

out searches and see a history of the pages
viewed. If there are more than five items attached to a framework then Authorware
will automaticaly add scroll barsto the ligt of names.

To sHect anicon jus scrall until its nameis visble and then dick on the nameto
highlight the icon and double click on the icon.

Double clicking on the framework icon itself will openit up to reved the structure
within the framework, that will contain a display and various buttons on an
interaction. Y ou can treat these items as objects within the flow line and add, delete
or change any of them in the same way as any other item within Authorware.

Note that the navigation icons on the interaction have been given specific functions
such as‘Next', ‘Previous and so on as outlined in the Navigation section above.

The effect of the framework is asfollows:

The top part, above the black line caled ‘Entry Level 1' containsicons that will either
appear in or affect every icon that is attached to the framework, so for example ‘ Gray
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Navigation Pand’ and

: Entry: Lewel 1 ‘ P .
®| Gray Mavigation Panel gﬁﬁ;on W?:él;kg
Mawigation hyperlinks E':' back buttons will gppear on
—— o . ecent pages di .
S 2k T I ay oon
Exit framework — attached to the
| S R Y A | First page T framework. The beauty

- of thisistha you only

'T' Euit: Level 1 need to construct a
navigation function once and it will gppear on however many icons are attached to the
framework (there might be fifty or more).

The bottom part, below the black line called ‘Exit Level 1' containsicons that will
affect the program as it leaves the framework. In this particular case there are none,
but you could include a calc icon that fr example recorded the fact that the user had
vigted this framework, which pages they had seen and how long they had spent there.

Remember that the default settings for the framework can be fregly edited, removed
or replaced by whatever is suitable for your application.

The default ‘ Gray Navigation Pand’ isjust asmal graphic

panel. The buttons attached to the ‘Navigation hyperlinks ) 0| Che | &
interaction are designed to sit on the pandl and the whole looks ife=] e = =
likethis

These buttons and their associated navigations give you the immediate functiondity to
go to the next, previous, first or last pages, or to list recently viewed pages, to go back
within thelist of recently viewed pages, to execute a“Find’ function or to leave the
framework atogether.

Once you become proficient in authoring you may well find that you will dways
customise the framework con, and the associated buttons and functions to match your
gpecific needs, nevertheless the default vaues give you an excdlent sarting point.

A particularly ussful facility within aframework icon is the ability to import text in
the Rich Text Format (RTF). The text must have been saved asan ‘RTF file.

Add asingle display icon to the framework, double click on it and select the text
tool.

Place the text tool where you want the text to gppear and if you think it necessary,
sdect ‘Text’ and ‘ Scrolling Text” from the menu.

Leave the text box open and available for text and sdlect ‘File€ and ‘Import’ from
the menu.

Use the navigation didogue box to find your text and select it.

Thetext will be imported into the display icon and every forced page bregk that isin
your text will automaticaly creste a new display icon within the framework. By
Setting up the text box firdt, dl of the new digplay icons will have the text in exactly
the same place.

RTF text can be created from within most word processing packages including Word
6, and Word 7, by using the ‘ Save As feature and selecting ‘ Rich Text Format’ from
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theligt of file types offered. (Forced page bresks are created in Word by holding
down the ‘Ctrl’ key when pressing the ‘Return’ key).

Y ou should be aware that Microsoft Word does not necessarily produce RTF files that
are 100% compatible with the accepted standard. It is considered a useful exerciseto
actudly open thefilein WordPad (also from Microsoft and ingdled automaticaly

with Windows) first and then save as RTF from that gpplication to obtain the most
accurate RTF format.

Sub-routines

Thisis probably agood point in the notes to mention sub-routines. These are
powerful and highly recommended to save development time and to reduce the
number of iconsin your application. They are created by usng acombination of
navigation and framework icons.

Bagcdly asub-routine is a section of the gpplication that contains one or more pieces
of functiondity that you need to repeat many timesin the rest of the program. For
example, you might want the user to type some text and evaluate what they have
typed againgt a correct answer. This typing and eval uating might need to be repeated
many times during the course and rather than repeat the necessary icon and code
structure you can cregte it just once, place it insde a sub-routine and then use a
navigation icon to cdl it when needed.

<> Decisions
Decigon icons have a number of uses, they can dlow the program flow to change
depending on the vaue of some
Choose Path :
0_ -hoose Palh Route 1 variable, they can cause the
Foute 2 program flow to loop

Floute 3 continuoudy and they can cause

the program flow to take each of
severd paths consecutively.

Properties: Decision Icon

|Ch005e Path Drag the decisionicon to the
flow line and then add display or
Time Limi. | map icons dongsdeit. Double
n dlicking on the decision icon will
— open it and alow you to make
ID: 65718 Fiepeat: [Dorit Repeat decisions about how or why the
Size: B2 bytes | flow should dmge direction.
Mod: 10/6/2003 L _
Ref. by Name: No Branch: | Sequentially A typica stuation might be after
| aquestion has been asked and
- marked, a correct answer will
& Reset Paths onEnlty oy jire one type of feedback and

an incorrect one another. The decision icon can be set to go down the appropriate
path as required.

A further example could be when there are severd icons to be displayed at the same
time, Y ou could then set up thistype of Decison loop, where every path will be taken
until they are al used and none of them are erased
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There are severd options for repesting,

ranging from ‘Don't Repeet’ to ‘Unil Trug'.  Repeat |DontRepeat _
These dl have quite different effects and are i AL R
used in diffe_rent circumstances. Letstakea u:Eh ,:"Ck'?f,q;ypf:ﬁ
look at the difference between them: Branch: | |pl True
IDu:un't Repeat

‘Fixed Number of Times might beif

you want to play asound and display an error message, perhaps causing it to flash
on and off. Y ou can then enter avdue in the field below the * Repeat’ fidd to
indicate the number of timesto repeat. Thisfied can contain either anumber or a
vaiable.

‘Until All Paths Used” would smply cause the program to pass down every leg in
the decison dructure, in turn until the last one had been completed. This might be
to display the contents, or, you might have a set of questionsin each leg and this
would cause the user to be shown each question in turn.

‘Until Click/Keypress would alow the user to see something on screen and the
program would then repest until they clicked the mouse or pressed akey.

‘Until True' would cause the program to loop in the decison structure until some
condition becomestrue. For exampleif you set avariable say ‘ Completed’ to be
fd se before entering the decison structure the user might then be detained within
the loop until they have completed that part of the application, when you would
change the value of Completed to be true and they could then move on. Beware
of using thisin circumstances where the condition might never becometrue. You
could spend quite atime trying to figure out why the application doesn't just
continue,

The condition to be tested would be entered in the blank field below the * repeat’
fidd.

‘Don’'t Repeat’ means that the decision structure would be executed just once and
the program flow would then continue. Thisis most often used when you want to
display a message or feedback to the user depending on whether they answered a
question correctly or not.

Note that the available paths are numbered interndly by the program, the left most
oneis‘l thenextis‘'2 and so on. By using variables with these values you can
eadly control the program flow.

The default route that the Decision icon

takesis‘ Sequentialy’ from left to right, Branch: | Sequentially |
depending on the ‘ Repeat’ settings. Sequentialy
‘Randomly to Any Path’ means that you Ea”d'““'y to Any Path

. . . andorly to Unused Path
cannot predict which route will be taken To Calculated Path
next.

More usgful is*Randomly to Unused Path’ which means that eventudly dl of the
paths might be used but that no path will be repeated until they have al been
followed. Thisis particularly useful if you want a series of questionsto be asked in a
random order.

Ancther useful ‘Branch’ valueis‘ To Cdculated Path'. Thisis commonly used in
conjunction with ‘Don't Repeet’ in the repeat’ fidd. By using avariable in the blank
fidd below this, you can have adifferent set of feedback functions depending on how
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the user has responded to a question, one for completely correct, one for partialy
correct and athird for wrong for example.

Remember that you can place amap icon adongsde the Decision and that this can
contain absolutely anything that you want, even effectively awhole module or course,

Each of the Decison Legs hasits own properties, dthough these are primarily to do
with whether or not the contents of that leg are erased when the leg is exited.

The options for thisare smilar to those for

| nteraction/Responses and have the same effect. If Erase Contents: | Before Mext Selection
you choose the ‘ Pause Before Branching” a Rl ecti
standard * Continue’ button is displayed before the phon R

leg isexited.
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@ Interaction

Thisis easly the most important icon in the program. By interacting with the student
the whole learning experience isincreased and expanded. There are a number of
types of interactions and you are able to mix and match them asyou wish. The ones
that will be used most often are buttons and text, you can also use hot spots and hot
objects and single key presses. The following list gives a brief explanation of the
different types.

NB By double clicking on the interaction icon itsdlf, you can useit in exactly the
sameway asadisplay icon. All of the information about display icons shown above
goplies equdly to the contents of the interaction icon.

NNB All interaction response can be made *Active If' some condition ismet. Thisis
extremely useful and asit appliesto dl responsesis dedt with at the end of this
section.

A brief introduction to the response types is given here and a more detailed
explanation of the more common onesis given later.

Buttons Basic buttons can be used to give the student the option to
sect an item from amenu, or one answer from severd
choices.

There are however severd different types of buttons, including
multiple choice ones so that the student can make severd
choices.

See below for an explanation of how to customise buttons.

Hot Spot A hot spot is an invisible area on the screen, defined by you.
When the student clicks on the hot spot some event is
triggered.

Severa hotspots might be defined in various parts of a picture
and depending on where the student clicks different responses
can be given.

Hot spots can only be rectangular in shape, but can be of any
gzethat fits on the screen.

Hot Object A hot object isthe visble part of something that has been
displayed in adisplay icon. Every thing from the sdlected
display icon is considered to be part of the hot object. For this
to take effect you must select the object that you want to make
‘hot’.

Target Area The target area dlows you to define a specific part of the
screen as atarget and then alow the student to drag an object
to it. When this has been done a response can be given.

Pull Down Menu A pull down menuisonly avalableif you have defined the
menu bar as used in the ‘Modify’, ‘Fil€, ‘ Properties’ option
when you set up the program. Thetitle which you have given
to the interaction will gppear on the norma Windows style
menu bar, and the title of each pull down menu will then
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appear as an option on the menu when the student clicksonit.

This might give you the option to adlow the sudents to print or
save some information as they wish.

Conditional Thisissmilar in effect to the decison icon in that depending
on some condition aresponse will be generated. Perhapsiif the
vaue of avariable matches a condition then the option is
selected.

Text Entry When you want the student to enter some text into the program
thiswill alow you to requireit. What the student enters will
be compared with the title of the text entry icon and if it
matches then the response will be given.

As an example you might ask the student to enter the name of
their department and have severd text entry icons to respond
with a map for whichever one they enter.

If you want to dlow the student to enter anything at dl the use
the agterisk *** asthetitle of the last text entry icon in the
interaction.

Key Press If you want the program to respond after just one key press
then use this option. Each key that you wish the program to
respond to must have its own separate icon, with thet key asits
title. If you want to respond to any key at dl then usethe
guestion mark ‘? asthelast key pressicon.

TriesLimit If you want to ask a question and respond after the student has
had a certain number of tries then include atries limit option
within theicon and Authorware will autometicaly activate it if
the student exceeds the permitted number of attempts.

TimeLimit Y ou may alow the student a restricted amount of time to
respond to the interaction by including atime limit choice,

Event One of the more advanced features of Authorwareisthe ability
to use Microsoft ActiveX controls. These are externd to the
main part of the program and can trigger responses
automdicdly if you incdlude an event option in the interaction.

Hereisan admittedly unlikely combination EiFI Set Some Values

of severd types of response to an interaction. .

The different type of response are indicated é Ask Question |-

by the different mini-icons on the horizontal T

section of flow line and the corresponding Tine Limit

response names on the right sde of the flow A S A —

loop.

All interaction options can have severd reaults, these can range from adlowing the

program flow to exit the interaction to repesting the interaction or continuing dong

the other options.
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A quick way of changing the response result isto hold down the Ctrl key and double-
clicking on the smdl arrow below the response.

Remember that Authorware does not by default delete the contents of the screen when
anew icon isdisplayed. This holds true most of the time, but not necessarily when a
display is made within ether the interaction icon or within adisplay that forms part of
the response to an interaction.

There are anumber of waysin which you can control whet is deleted and at what
point within this part of the program the deletion takes effect. The default isfor dl of
the items to be deleted when the interaction is left and for items displayed from within
aresponse to be deleted when the next response to the interaction is made. Generdly,
these default vaues will cover most smple needs, however as soon as you gart to
carry out anything dightly more complex you will need to make some changes.

If you display the properties
Erase: |Lipar Exi =l window for the interaction icon
Erase Transition: W .| | itsdf you will seethat there are
Options: | Dor't Erase three basic dternatives to the
~ Erase option.

‘Upon Exit’ isthe default and
will suffice to remove the
contents of the interaction and
any responsesto it when the
program flow moves on.

‘After Next Entry’ will erase
| the contents of the interaction

icon itsdlf as soon as the user
meatches one of the responses. Thisis particularly useful if you

| nteraction | Digplay Layout Chdl

are using the interaction as a menu and want the contents of the LI> Mo ——
menu to be removed when the user has made achoice. If this T Ia_afﬂ_rlu;&mns
option is st then the contents of the interaction will be re- '_EJ:'LJ_@_ B

disolayed when dl of the functions and icons held within the
response have been used, in other words, when the user has finished with the menu
choice and returns back to the menu.

Thefina optionis‘Don’'t Erass’. Thiswill cause the contents of the interaction icon
to remain on screen until you explicitly erase them with the eraseicon. Thisoption
should be used with caution as you can easily forget that you have st it and then
gpend alot of time trying to understand why something is displayed when you do not
want it to.

Y ou can dso control if items are automaticaly deleted within the interaction. There
isactualy one more choice for the individua responses than there are for the whole
interaction icon itsAlf.

The reason for thisis the need to be able to ded with the Stuation when auser saects
one response after another for the same interaction.

The default is ‘ After Next Entry’. This option will cause the contents of the current
reponse to remain on screen until the user selects anew option. Thismight for
example occur when the user has chosen an incorrect option from a multiple-choice
question and you wish the feedback to be visible until the user makes a further choice.
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The second option is ‘ Before Next Entry’ this is the opposite of the previous option.

As soon as the user completes whatever isin one response its contents are erased as

the user is taken back to the interaction. Thisisthe option that you would usudly

choose when using the interaction

icon asamenu. Once the user has

active | |Eutt|:uns="EIN" finished dedling with one choice
Erase: |After Nest Enty = from th_e menu you would want dl

R — Of tha |nf0rma| on tO be rano\/aj

After Mest Entryp

Scope: | Perpetual

Branch: Eefgg Mext Entry before the menu is re-displayed.
Status: Dgn'tﬁll-:trase The third option isthe *On Exit’
Score: | option. Thisisused rglatively
rarely; the default option on the
interaction icon would have the
same effect. When the program
Buttan Fezponze | flow leaves the interaction section

the contents of the whole
interaction including responses are, by default, erased.

The fourth option isagain ‘Don’t Erase’. The caution about the use of thisoption is
the same asthat for the interaction icon, useit only if thereis no dternative and be
awarethat if there is content on screen that you do not expect you will need to look
for this setting.

Lets now spend alittle time examining some of the detail involved in the more
common of the responseitems. Mot userswill quickly want to get to grips with
Buttons, Text Entry, Hot Spots and Hot Objects and possibly also Target Area.

Mog of the information to each of these is Smilar dthough there are some clear
distinctions between them.
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Buttons

A button isthe easiest and quickest way to obtain some interaction with the user. A
selection of standard Windows type buttons is included with Authorware and you are
also encouraged to add your own buttons as needed (see below).

Certain buttons have specific rules that people expect you to follow, for example
Radio Buttons should be mutualy exclusive, while Sdlector Buttons should alow

multiple choices to
||Buﬁon 1 be made. Itisusud
to change the
Button 1 | Type: |Buton =l cursor to bethe
y y familiar ‘hand
Size: [a0 [25 shapewhenitis
Buttons... _ over an active
Location: |E|3 |32 button
Label: [Button 1 By double dicking
Keyst | Onr;rgilb;téon ide
Optians: [ Make Default ?I,}]/e |nte’a:t:‘gns|con
=] [ Hide When Inactive .
you can display the
Cursar: [Mone .. | properties dialogue
window for that
Open | Buttan | Fesponze | response. (Each

response can have
its own, completely different set of properties.).

Noticethefield ‘Labd’, thisis the same as the name given to the response on the flow
line and will dso contain the same vaue asthe text that will be diolayed on the face
of the button. The only exception isif you use the button editor and choose not to use
text labdls. (Verson 6.5 of Authorware lets you use variables as button |abels).

Y ou can dso use this properties window to change the type of response. Thisis
currently ‘Button’, but from the Type drop-down list you can choose any of the

available response types.

The sze and location are given in pixels. If you are usng the buttons provided with
Authorware then the width will dways automaticaly expand to fit the labd indde the
button face. Y ou can replace these va ues with you own and you will find as you
become more experienced with Authorware you will often replace these values with
variables s0 that you can podition or even move buttons on the screen as you need.

Note that Authorware considers the top left corner of the screen to be at co-ordinate
0,0, rather than the more usua bottom left corner.

The second ‘Labd’ field matches the contents of the top field, you can amend either
field and it will have the same effect.

The ‘Keys field iswhere you can dlow the user to press a key on the keyboard rather
than click on the button with amouse. Thisis very important as you make your piece
suitable for people who may have difficulty usng amouse, or be visuadly impaired.

Y ou can alow the user to press one of severa keys by specifying the keys separated
by avertical bar, (on the same key as the backdash symbal V). In Authorware this
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vertica bar actualy means‘or’ soin theilludtration above the user can ether click on
the ‘Basic Concepts button or press ‘b’ or ‘B’ to enter that response structure.

The next two options, ‘Make Default’” and * Hide When Inactive' just require aclick to
toggle them on or off.

‘Make Default’ has the effect that when you have severd button responses on the
same interaction the one that is set to be the default will be highlighted when the user
enters the interaction and this option can be selected just by pressing the ‘ Return’ key
on the keyboard. It doesn’'t make any sense to have more than one button set as the
default on the same interaction and Authorware will only recognise the first one that it
encounters when looking dongside the interaction icon (it looks from left to right).

The ‘Hide When Inactive’ option alows you to make a button completely invisble
when you have chosen to prevent the user from sdecting it.

Thefind choice on this screen isthe cursor that will be displayed when the user
points to the button with the mouse.

By default thereis no cursor
selected so that the mouse
pointer remains the same. Most
# | usersnow expect the cursor to
changeto the ‘Hand’ symbol
when it points to something that
I issignificant or ‘active’ on
SetCursar(l] screen. Y ou can choose which
+ Standard Cursor of several standard cursor shapes
SetCursor2) to display for each button, or you
Standard Cursor can design your own and import
SetCurzord] them into the piece.

Standard Cursor Clicking on the button dongside
SetCurzor4] v the cursor fied will display the
cursor diaogue window; you

l—l can then scroll down through the
fdd.. | | | oK Cance | choices available (there arg
seven standard options) to
choose the one that you want. The ‘Hand' isthe seventh on the ligt.

If you want and are able to design your own cursors (MicroAngelo is a shareware
goplication that is highly recommended for this purpose). Cursors must be two
colours only and amaximum of 32x32 pixelsin Sze.

In addition to the properties shown on the ‘Button’ tab of the properties window there

isasecond tab marked ‘ Response’ this dlows us to set further properties for the
button.

Cursors

Fresiem Dezcrption
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We have seen earlier what the ‘Erase’ options are. Lets now consider the other
options on this window.

‘Scope”’ ‘Perpetud’ looks alittle mysterious; it is actualy a commonly used option.
It allows you to ensure that the button is available even after one of the other options
on the interaction has been

chosen, or evenin some Eutton 1

circumstances after the

interaction has been left behind Type: [Button =l
dtogether. Scope: | Perpetual

Why would you want to do Active I |ButtDns="EIN"

this? Well consider how you

are going to alow the user to Erase: |After Newt Entry =l
leave the program. Generaly Branch: | Ty Again -]
you will provide a“Quit’

button. To be more ‘friendly’ to Status: |Not Judged =l
the user you would perhaps Scare: |

want this button to be available

a any time within the piece.

Oneway would beto have a

quit routine attached to every Button Response |

single interaction throughout the
whole piece, which would be inefficient and a nightmare to manage if something in
the quit routine changed.

b Pepetuds _ Quit The solution to this problem would be to have an interaction
l"r 5? oy AN set at the top of the flow linewith a‘ Quit' button attached to
! it, to set this response to be perpetua and then change the
‘Branch’ setting to ‘ Return’ to alow the program to flow through the interaction
without pausing.

The other setting isthe ‘Branch’ option. Y ou have dready seen how you can change
the branch setting by Ctrl and

5 - v P tual icki
cope erpetua Double-clicking on the arrow

Active If. [Buttons="0N" below the response option, you can
Erase: |.-’-'-.fter Mest Entry j d$ change it.Wi.thin the properties
window by clicking on the drop-
Branch: | Ty Again ~| down ‘Branch’ option.
Status: | Continie. | Eachof these optionshasa
S S different effect on how the flow
core: |Retumn
Ilnelooksdongsdethelmeractlon
ICOI‘] md Branch Ophons
thereforehow  B——5——5—
Buttan Fesponse | the program q:l (] @J
moves
through the available options. In this example you can see an example of how aflow
line would look when dl of the available branching options have been used on the
sameinteraction.
The ‘Exit Interaction’ should be fairly sdf-explanatory, the interaction is exited and
program execution continues aong the remainder of the flow line.
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‘Continue causes whatever isin the map icon to be executed and when finished the
program returns to the interaction to see if there are any other items that might have
been matched.

‘Return’ isthe option that alows the program to execute whatever is within the map
icon and then return to whatever the program was doing when the user clicked on the
option. Note that the ‘Return’ option ONLY BECOMES AVAILABLE when the
‘Scope — Perpetud’ option is set. 1t does not gppear unless you firgt click on this
option.

‘Try Again’ isthe remaining option; this effectively bypasses any other options
adongsde the interaction icon and returnsto the beginning. (Contrast thiswith the
‘Continue option).

The Status field is another drop-down list. Status: [Not Judged =
gaus In thl S Conta(t rda-s to Whahe- a r-h:lrl_||_“j|:lE.|j ...................................................................
response to the interaction is classed as *Not Seore! | Comect Response

“Wrong Responze

Judged’, ' Correct Response’ or “Wrong
Response’. This provides a beginner with a quick way of keeping a score of how
many questions a user has answered correctly or incorrectly. The default satusis
‘Not Judged’

Y ou can see the status of aresponsein the design
{ [%__"'l_m_‘ “renn window as the correct responses have a'+' sign next to
T Ty |, Hiuiem their name, an incorrect responsehasa‘-* sgnand a
T none-judged response has nether.

Branch Opbons + Exal Imb=tachon

Just as Ctrl double-clicking below the response changes the branch effect of the
response, you can aso change the Status of each response by clicking to the left of the
responsetitle. Thefirgt click will mark the response correct, the second incorrect and
the third as not judged.

The fina option in thiswindow is*Scor€ . Y ou can enter a number, acaculation or a
variable in thiswindow to indicate what score the user should get for making this
choice. You could for example give a score of 1 for each correct choice and a score
of —1 for each incorrect choice.

System variables called respectively ‘ Tota Score’ and ‘ TotaWrong' will then keep a
track of the score of the user. There are dso system variables called * PercentCorrect’
and ‘PercentWrong' that will dso keep track of the percentage of judged interactions
that the user has chosen. Although the system keeps track of these for you once you
become more experienced with Authorware you will seidom use these and you will
find that using your own varigblesis quite easy and much more flexible.
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Text Entry
After buttons the most common interaction with

usersisthrough ggtti ng them t_o enter text into _J§ I]}ue_sti::un i : e
the computer. This might be in responseto a o i 5 authamptan
question or it might be to dlow them to enter

their name or perhaps a password. R —

Text entry can dso be marked as right or wrong just like buttons and indeed like all
other responses. We will only consder the differences from this point on.

By double
Bolton ‘Wanderers| dicking on the
» abc Type: | Text Enty | text entry marker
above each
seeze L response you can
Active If: | open the
properties
o | After Mext Ent - .
Erase: | er Ment Entry J window for that
Branch: |E:-:it Interaction j response.
Remember that
Statug |I:|:|rrect Fesponze ﬂ h text entry
- Score: | can haveitsown
set of properties.
The ‘Text Entry’
Open | Tent Entry Response | tab of the
dialogue window

shows items that are specific to text entry. In particular the * Pattern’, which iswhat
the user must type in order to match this specific response. Soif the question is
‘Which isthe best team in the world? the user might well type in ‘ Bolton Wanderers
asavadid response. The entry would then be evauated, in this case as correct and the
program would alocate a correct response and give the gppropriate number of points
to the user.

Generaly the checking of text by a computer can be quite difficult asthere are S0
many possible entries but for Smple discrete answers Authorware copes quite well.

Y ou can specify how many words from the correct answer the user must match, so for
exampleif this value was st to 1 then ‘Bolton’ would be avalid answer.

‘Incremental Matching’ dlows the user to get part of the answer right at the first
attempt and then ‘add words' to their answer in subsequent attempts.

Y ou can ask Authorware to ignore capitalisation, extra spaces and punctuation as well
as the order in which the words are typed and till accept the input from the user.

The items on the ‘response’ tab are exactly the same as for Buttons except that Text
Entry cannot be made into a perpetua response.

If there are saverd possible or likely text entries that a user might make then you will
need aresponse for each. Remember that only entries that match a response title will
be accepted.
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This of course would then cause a problem if a user entered some text that did not
match any of the responses. To ded with this eventudity we dways have as the last
of the possible responses a separate response that has asitstitle an asterisk **’. This
actsasa'catch-dl’, and you can then put something in that response that will ded
with any other entry from the user.

No matter how many text responses you have for an interaction there will only be one
text entry field shown on screen, they will dl share the same input area.

-I_-O format and position the text entry YWhat is the best football team in the world?
field you should alow the program to run I
up to the interaction icon and press Cirl o o

and P to pause execution.

Y ou will then see the text entry field and be able to edit its properties. Asadart you
could click and drag to position it where on screen you warnt it to be.

# v The amount of text that the user
Size: [170 18 will be able to enter is basically
Location: [351 IEE controlled by the size of the entry
fidd, so click oniit to sdlect it
Character Limit; | and then you can change the
[ Auta-Entry at Lirit width and height of the entry
fidld and makeit aslarge asyou
need.
If you double dlick on the entry
L apaut | Interaction Text | field you will be able to change a

number of other properties of the
fidd.

For example you can position it exactly by putting valuesinto the X and Y fields for
Size and Locetion.

If you only want the user to enter a certain number of characters then you can restrict
it by entering avaue into ‘Character Limit'.

If you ds0 click on the * Auto-Entry a Limit’ field then when the user enters as many
characters as you have st in the * Character Limit’ field the entry will be evauated as
though they had pressed the

Return key- Action Feylz]: |Heturn

Inthe ‘ Interaction’ tab thereisa Options: | Entry Market
further set of propertiesthat can W lgnore Mull Entries
be changed. W Erase Teut on Exit

The most important of theseisthe
‘Action Key(9):’. By default this
IS et to be ‘Return’, so that when
the user presses the Return key
the text will be evaluated againgt
al of the possble text entries. Layout Interaction | Tent |
You could dso add to thisfidld a

vertica bar ‘[ and typein ‘Enter’. Note that Authorware considers the Return and
Enter keysto be different. Thisisaso ussful for those occasions when you are
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simulating another program that for example might usethe ‘Tab' key to move
between fidlds. A completelist of the key ‘names’ is avalladle in the Authorware
help sysem.

The ‘Entry Marker’ isthe rather ugly triangle that Authorware puts by default
aongdde the text entry fied. 'Y ou might want to make a habit of removing this.

‘Ignore Null Entries will if checked cause Authorware to refuse to accept the user
just pressing the Return key without making any text entry.

Thefind option on this

window is the ‘ Erase Text on Font. |System [~
Exit’, which will cause Size: [10 |
Authorware to delete the text _
. Stele: [ Bold
after the program leavesthis  ltalic
particular interaction. =
Switching this off will enable reeine
your text to remain on screen. Colors: D Text I:' Background
The third tab in the ‘ Text Made: |Opaque |
Field Properties’ window is
‘Text. Thisiswhere you can Lapaut |nteraction Text

gpecify in what format the text the user entersis displayed:

Note that you cannot use text style to format thistext. Y ou will need to specify the
font, Sze, colour and style for each ingtance of text entry individualy.

A useful option isthe Mode. Thisdlows you to set the mode in which the text is
displayed. The most common of theseis

‘Transparent’ in which the normal Made: |Opaque |

background of the display or interaction

icon is allowed to ‘show through'’ the | _Intg Fransparent

areawhere the user enters the text. st Eraze:
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Hot Spots

Y ou will often need to alow the user to click on a pecific place on the screen, maybe
alocation on amap, or a place on a photograph. This sort of placeis called a‘hot

Spot'.
Hot spots are smply responses set after an interaction
Theater 100N, They conform to al of the same functiondity as
Treazury  button responses — they have alocation, and dimensions
and can cause achangein the cursor shape. Their biggest
difference isthat they are effectively invisble on screen
in the normd running of an gpplication.

The easiest way to edit the details of
the hot spot responseis to pause the s e P S
program when one is encountered : o

(Ctrl — P) and the hot spots effective , — fm A 1.* oy 'r,;fﬂ“
a that point in your application will o Bgrmsg " giate iy AL
-, -‘ 5 i IFTM,JF frf'_ W

be displayed, on screen as dotted
aeass. They will have names as
defined in the flow line. You can o LT A

sdlect the hot spot by dicking oniit, in r AT e
this example ‘Theater’ is selected while * Treasury’ isnot. Y ou can then usethegrab
handles to move, or re-size the hot spot as needed.

1, 70 -1:’ W : 1f-""“.~ﬂ’"'

T

|'|'||'I:I'i'iIl ﬁ

Hot spots are always rectangular in shape. If you need a non-rectangular shape then
you will need to use a hot object.
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Hot Objects

Sometimes confused with hot spots, hot objects do have some similarities but should
not be migtaken with them.

%] Object 1 For the purposes of hot objects, an objectisALL of
@] Object 2 the contents of adisplay icon. 'Y ou can have as many
] Obiect 3 hot objects as you wish as aresponse to an interaction
2| Dot icon, but remember that if the display icon contains
Hot Object Int _ more than one thing, eg. text z_aswell asanimege then
w—g—w—t oo both the text and the image will be considered ‘hot'.
Cick 3 | this example we have three display icons, each of
Ty which is active within the interaction.

When Authorware encounters an interaction with unassigned hot object responses it
will pause and dlow you to
indicate which specific Click on the blue circle icons

should metch which -

response. You make the
Properties: Response

connection smply by
[Click 1
Type: |Hl:lt Ohject is
same

clicking on the object on
Scope: | Pempetual  can

screen that you want to
associate with the
response.

The effect of thisresponse
then dmog exactly the
asthat of abutton. You
define a cursor and also
associate some code or other feedback to happen when the user clicks on the hot
object. The one thing that you cannot do is define the size and location of the object
within the response — thisis obtained from the display icon itsdf.
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Target Area

Thisalows you to set up a‘drag and drop’ type interaction. Similar in away to ‘Hot
Objects in that the response will involve dl :
of the contents of adisplay icon, the Show Objects —
difference is that you can dlow the user to G0 Dbt 20
move the contents of the object on screen and Object 3a
respond when they drop it in aspecific

|ocation. I_é:>*|:lr-ihg| And Drop | Areal

In this example there are three objects that s i{g:g
could be moved, but there are four target J Catchall Area
aress defined. |— S

When Authorware reaches thisinteraction it

will stop and alow you to associate each target area with one display icon. You do
thisin asmilar way to defining aHot Object, smply click on the contents of the
display icon that you want to associate with
each area. Because there are four areas
Authorware will ask the same question four
times.

Click on the blue circle

In response to each question, click on the

object on screen that you wish be associated
with thetarget area. The target areawill then
move on screen So that it is centred over the

larear
_ lT_ object and asmall representation of the object
#P= 18 will be displayed in the dialogue window.

Scope: Y OU Can then move the target arealitsdlf to the
correct location on the screen. Thiswill be

the spot into which the user will be expected to drop the object.
Y ou can aso st the action that Authorware

Properties: Response

will take after the object is dropped. Generally On Drop: | Put Back -]
thiswould be ‘Leave a Destination’ or * Snap oy [ A Destraton

to Center’ depending on how youwant todeal =77

with the response. Shap to Center

Each object can normdly only be associated with asingle target area. The exception
to thisisthe * Catch All Aregl. Y ou don't have to have one of these, but it isuseful if
you want to automaticaly move an object back to its origind location when it is
dropped in the wrong place.

To st up the catch dl area, make sure that you click in the * Accept Any Object’ field,
and aso that this responseis located as the last response on the interaction (so that the
user has an opportunity to make a correct choice before the catch all takes effect).

Then enlarge the area on the screen (the dotted lines can be moved and re-gzed with
the corner grab handles) so that it covers the entire screen.

The effect of thisisthat when any object is dropped on screen in anywhere other than
the correct areathe catch al areawill take effect. If you then change the *On Drop’
field to contain * Put Back’ Authorware will move the object back to its last place on
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screen when it is dropped — useful if you want to ensure that the user drops the object
only in a correct place.
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Pull Down Menu

Many user are now quite familiar with the use of mernus and it can be reassuring to
them if they see a menu that contains smple commands, such as‘Save', ‘Print’ or

‘Quit’

Setting up apu” down menuin Colors: |:| Backaground D Chroma key
Authorwareis quite easy Size: |B00xE00 [SYGA] -]
provi de(_j that you _reme"_nbe" to Options: v Center on Screen

st the file properties to include e

‘MenuBar’ (Modify — Fle— ¥ tenu Bar
Properties). Y ou do not have to [~ Task Bar
include the Title Bar, but you [ Overlay Menu
must include atick in the ‘Menu [ Match Window Colar
Ba’ fidd, otherwise no menu [ Standard Appearance
will ever gppesar. [ Windows 3.1 Metrics

Pull down menus can contain
whatever interactions you want; Playback [nteraction Chl

they arein effect just another |
response. However it is usud to have them contain the code to carry out utility like
tasks, such asload or save afile, print some information or quit from the program.

For these to work as people expect them and for them to be available throughout most
of the program you might want to put the interaction &t the top of the flow line and st
the responses to be ‘ Perpetua’ with a Branch option
of ‘Return’

The user will then have access to the option for al of
the time that the program is running as they would
normaly expect.
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Conditional

This response is much more a devel opers response rather than one over which the user
has any direct control. Imagine astuation in which auser isrequired to do two or
more thingsin the same f

interaction, for exa*npletypein _J;\ Conditional * . Text Entry

some text and then click on two o Jjp A S B Sten 2

buttons. Buttanl & Buttan2 &M ame<:"""
Y ou would need to know that all ’_ T

three things had been carried out

before dlowing the user to leave the interaction. Generdly the condition would be set
to consder the value of one or more variables, so for example you could check that a
counter had been reached, or aflag set indicating that al three conditions had been
met.

Notice in the example above that the condition, ‘Buttonl & Button2 & Name<>"" *
gppearsin thetitle of the response. This aso agppearsin the didogue window. You
may edit the condition in either place.

This example would work when the user clicks on Button 1 and avariable caled
‘Buttonl’ is set to be true by some code in the response area (MyButton1:=True) and
asgmilar thing hgppens when the second button is clicked. Findly, when the user
enters some text in the text response and presses the Enter key, a variable called
‘Name' is st to be equa to whatever has been typed (Name:=EntryText) and the
condition is then set and the program flow will follow the condition line to exit from
the interaction.

||Buﬁom & Button? &MName<="" Note that in this example it does
- not matter in what order the
Type: |Condiional =l buttons and text are activated.
Scope: [ Perpetual Y ou might aso want to choose
bosiee | a what point the condition is

tested. There are three options, for this.

The condition can be ‘ Off’, i.e. it will not take effect, *When True' it will trigger at
any dage that the conditions are met, even if some conditions are met as the user
entersthe interaction, and finaly ‘On False to True' the condition will only trigger a
the time that the condition changes from being fase to being true — so that if the
conditions have been set before entering the interaction, the condition will not trigger.

It isyour responsibility to ensure that the appropriate conditions have been set up
before the program reaches the interaction, depending on what you want to do.

The conditions that you might consider using are basically smple, but you can make
them more and more complex as required by extending them. Here are some
examples:

Condition Meaning
MyVar =27 Thevadue of MyVa isexactly 27
MyVar >= 27 MyVar is 27 or more
MyVar <= 27 MyVar is27 or less
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Condition Meaning

MyVar <> 27 MyVar isnot equd to 27

MyVar MyVar is True (contains any vaue other
than Q)

MyVar & My2ndVar Both MyVar and My2ndVar are True

MyVar | My2ndVar Either MyVar or My2ndVar are True

MyVar ="“Agrees’ MyVar has the vdue “ Agrees’

There are many more complex ways of expressng conditions, but these will form the
basis of most requirementsin the early days of using conditional responses.

Key Press

Sometimes you will want the user to Smply press a key on the keyboard and have
Authorware respond in some way that depends on what key they have pressed. An
example might be amenu where the user has to choose by pressing ‘H’ to view the

Help I screen.

Ke_upresses 1 A - _
Thereare P - - o anumber of points to note about this
particular * * * EnterlRetum  response.

Firdly it cannot be made perpetud; if you want
akey pressto be perpetua you must use a button and assign a key press to the button.
The button can then be located somewhere off the visible screen so that the user will
never actudly seeit but the key associated with the button will fill be available. Note
that this technique can cause some problemsiif you aso have atext input response as

the key press will take precedence over the text — you will need to make the perpetud
inactive using the * Active If" technique described below.

Secondly, you should take ) Keppresses

account of the user’s a—o—a—3 E'Ej
likelinood of pressing either & ErieRetun
the upper or lower case |etter. L_[_L_|

Authorware correctly
consgiders these to be different Properties: Response
keys, you can therefore dlow

the user to press either by ||;3|,¢

separating them with avertica Tope: |Keypress
bar ‘[. Thisisusualy found
on the backdash key on your Keylsk |al
keyboard ‘\'. -

Y ou can use the same technique to alow the user to press dternative keys for the
same response, so for example ‘gA|b|B|c|C’ would trigger the same response if the
user pressed a, b or cin upper or lower case.

Thirdly certain keys actudly have names, for example ‘Return’ and ‘Enter’ are
identified with the full words— Authorware considers these to be different keys.

Other named keys are ‘LeftArrow’, ‘RightArrow’, ‘UpArrow’ and ‘DownArrow’ are
examples, asare‘Tab', ‘Home' and ‘End’. (These names are not case senditive).

To accept any key press, use the question mark ‘7.
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TriesLimit

Thisresponseis very useful if you want to alow a user to have anumber of goes at
answering an interaction but eedly limit just how many.

Y ou can add this response to your
interaction in the same way as any
other. The only property that you
would be likely to want to set for
this response is the maximum
number of triesthat the user is
alowed.

You could if you wished use a
vaiablein the ‘Maximum Tries
field, for example if you wanted to
change the number of attempts
alowed depending on the previous
experience of the user.

This response cannot be set to be perpetual.

TimeLimit

II! Liestion Arzwer 1
C'—C'—D—# Anzwer 2
Anzwer 3

MHurnber of Tries

I
L _J
Properties: Response

|Number of Tries

Type: | Tries Lirnit
M aximum Tres: |2

Thisresponse is very useful if you want to limit the amount of time that auser is

alowed to respond to an interaction

Y ou can add this response to your interaction in the same way as any other. Themain
property that you would be likely to want to set for this response is the amount of time

dlowed, in seconds

1 Timed Irteraction Az in b You could if you wished use
QT Answer avaiadleinthe‘Time
* ? * onswer 2 Limit field, for exampleif
Y you wanted to change the
tmedllowe kpercing on
the previous experience of
|xixr15wer in & the user.
Tpe: | Time Limit By satting the ' Show Time
Remalning’ you can cause
Tirne Limit: |5 the rather ugly little darm
— clock to be displayed.
= Interraption: |E|:nnt|nue Tirning
: : iy If you set ‘ Restart For Each
Optiohs: [ Show Time Remaining ,
[ Bestart for Each Try Try to be on then the clock

will re-st itsdlf back to the

sart each time that the user makes a choice from the options.

This response cannot be set to be perpetual.
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Event

The event responseis basically designed to ded with norn Authorware applications
that are running within your piece. Such things as ActiveX or Hash movies will carry

E; Flazh File

l'\ event response
E/_E +

finizhed
Finished

out some internd action that will cause an ‘event’ to
be passed to the Authorware piece which will then
trigger the action within the piece. These are
usudly rather advanced topics and while they are
somewhat beyond the scope of abasic coursea
sample sructureis shown here.

A Hash movie has been inserted into the flow line
using ‘Insert Media— Flash Movi€ it has been
given the name ‘Hash Fil€. Thissmple movie

places an object on screen, movesit over 50 frames and then passes amessage using

the Hash function ‘GetURL .
Authorware picks this up and the
event istriggered.

There are a number of properties
that can be amended rdating to
the event, its name, type and
timing. They however depend on
the originating object sending a
message in arecognised form.
Badicdly you need to know just
what is being passed and when to
use this response.

finished
Type: | Ewent j

Double-click a sender or event ta turn it an

Sender; |con Buggy
% lcon Flagh File

Event Mame:

Dezcription;

Options: | Suzpend Other Events

Ewvent Fezponze
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Active If

On anumber of occasions above reference has been made to making responses active
a cetantimes. In fact the default value is that dl responses are active when their
parent interaction icon is active. There will however aso be many occasions when for
one reason or another you want to disable aresponse, for example a* Continue' button
may be disabled until a user has completed some task.

Unless you specifically st an active condition therefore, you can take it thet the
responseis active. As soon asyou set a condition the response will be inactive unless
the condition ismet.

Lets consder asmple example.

Y ou have a button that you want to
switch on or off depending on what
is happening on screen, maybe a
movieis playing and & thistime
you want to make sure that the user
cannot move elsewhere in the
program until the movie has

Scare; | completed.

Defineavariadle, letscdl it
‘Buttons. Before the movie garts,

Button Fesponse | et the variable to be * Off
(Buttons.=" Off"), then play the movie and once it is completed, set the variable to be
‘On’ (Buttons="0n").

If you now set the *Active If” field in the response properties to be ‘Buttons="On" ’
the button will be active or not dependant on the value of the variable * Button'.

Y ou can use this technique on any response. Even onethat is set to be ‘ Perpetud’, so
for examplea‘Hedp' option could be available throughout the mgority of the program
but be disabled during aquiz.

Scope: | Perpetual

Active [F: |Eutt|:uns="I:IN"

Eraze: |.-’-'-.fter Mext Entry

Branch: | Ty Again

Lol Lef Lo

Statuz: | Mat Judged

(=1 Calculation
The caculation icon (usudly cdled ‘cac’ icon) iswhere most of the programming is
done. There are gpparently two different types of caculation, the tandard calculation
icon that stands adone and is visble on the flow line and onethat IS attached to any
other icon and isindicated by an equassign ‘=’

displayed dongside the other icon. In practice there PreMaodule quiz 1|

is no difference between an entry in astandaone T Do quiz
cacicon and the same entry in an attached calc.

Y ou can use either completely interchangegbly. [

It iswithin the calc icon that you can control variables and use functions. These are
explained in more detail later.
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Map

The map icon is essentia in your programs, but it does not actualy do anything itsdlf.
It isacontainer icon that contains any of the other icons. It often contains other map
icons and can be ‘nested’ in thisway to any depth.

Double clicking on amap icon will open it to show its contents.

A group of other icons can be inserted into amap icon by highlighting them dl at the
sametime (click and drag across them as a group) and then hold down the * Ctrl” key
and press ‘G’ (for Group).

To ‘ungroup’ amap icon, select it and then hold down * Shift’, *Ctrl” and pressthe ‘G’
key.

Be aware that ddeting amap icon will dso ddetedl of theiconsthat it contains.
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EIE]

Movies
The movieicon alows you to import video dipsin a

number of standard formats, these include AVI, Alien

MOV, FLC and FLI. DIB sequentid files can aso

be treated as movies for these purposes. In each

case you will need to identify the file you wish to :

include. Y ou can control such features asthe start Control Movie End
and end frame of the movie and its playback speed. EAT T Emﬁue
Movies are displayed in front of anything dse on the %:I éE éE éEJ Restart
screen and while they must be explicitly deleted you Del Alier,

will find thet trandtions for display and deletion
have no effect.

There are anumber of controls that you can impose on amovie, induding pausing it,
re-tarting and causing it to go to a particular frame. These could be controlled within
an interaction arrangement as above. For your information the contents of the four
cac icons shown above are listed here:

End MediaSeek(lconiD@"Alien”, MediaLength@"Alien”)
Pause MediaPause(lconiD@"Alien”, TRUE)
MyPause=TRUE
Continue MediaPause(IconiD@"Alien”, FALSE)
MyPause:=FALSE

Restart MediaSeek(IlconlD@"Alien”, 0)
MediaPlay(lconlD@"Alien™)
MyPause:=FALSE

Note that the Pause and Continue buttons are physicaly located exactly on top of each
other, that their propertiesinclude a‘Hide When Inactive’ and that they are set to be
inactive when MyPause is False and True respectively.

Alien Other properties of aMovieicon
that you should consider are,
File: |."~Fi ezourcesiblienSong mpg II:(S)VCVOtI’I:CleJII”?;\]/(II;e/ ;E;)f?oe\l\llo Ir?]y(’;;i;
Storage: [Extemal timesit isto be played.
Layer: | The drop down menus controls
Mode: | =] these options.

Options: [ Prevent Automatic Erase
[ Eraze Previous Content
I
[v Audic On
[v Usze Movie Palette
r

b ovie Timing Layaut

Authorware 6.0 Course Notes 46 Verson 2.0
© 1998-2003 Castle Computer Services



: Concurrent means thet the
Alien :
program flow continues,
Authorware can do other things

Concurrency: | Concurrent j whilethe movieis ba ng plalyed,
Play: |Fised Mumber of Times ~|  inparticular to utilise the control
[ framework shown above the
movie must be set as Concurrent,
Rate: | fes  otherwise the program would
I_ pause when the movie starts and
Start Frame: [1 wait for it to finish before reaching
the controls.
End Frame: |

‘Wait Until Doneé meanswhat it
says, Authorware will stop al other tasks until the movie has reached the last frame.
Perpetua means that the movie will be available even after Authorware has left that

part of the gpplication. Y ou can then use variables to control the movie from

elsawherein the program. Itisnot ,

i h . Concurrency: |F'erpetua| ﬂ
available when display or map icons are PR
‘atached’ to the movieicon (see  Sound’ Flav: | Concurent

below for an example of this).

To control how many timesamovie

playsusethe‘Play’ fidd, generaly thiswill be ‘ Fixed Number of Times', with the
number in the blank field below set to the number 1. Y ou can set the value to be
anything you wish, or you could place avarigble in the field and st the varigble
somewhere within the program to be the
required number.

Play: |Fi:-:eu:| Murmnber of Times j

‘Fixed Number of Times

TEi {  ‘Repeatedly’ will cause the movieto keep
Rate: ——— m—  playing until it is erased.

‘“Until True' will cause the movie to repeat until the condition that you would enter
into the blank field was true, this might be something like ‘ Credits=True’ where you
would keegp the movie playing until the credits for your piece have been shown.

If you leave the ‘Rate’ fiedd blank then the movi€' s origina speed will be used,
otherwise you can show the movie a whatever frame rate you wish, by entering a
figure, or avariable.

‘Start Frame’ would normally be set to 1 to cause the movie to sart at the beginning,
leaving the ‘End Frame fidd blank would cause the movieto play until itslast frame,

Note that dl of these fields can contain variables and dso that by using the functions
as shown in the control structure above you can aso control the movie from within
the program or even give control over to the user if necessary.

If you wish to use bitmap files asamovie, thisisavery effective way to utilisea
video effect, the way to do it isto create a sequence of bitmaps, preferably dl usng
the same sze and same palette, each following on from the previous one. They must
share the same four letter start to their name and have afour digit number at the end
of the file name, smilar to this— vide0001.bmp, vide0002.bmp, videO003.bmp...

Y ou can then import the firgt of these as a movie and Authorware will autometically
include the following files until it reaches the last one in sequence. Each image will
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then be consdered as aframe in the movie and can be controlled just asthe norma
movie.

If you wish to show amovie and have displays occur at specific points dong the
movie then you can attach displays (or maps with severa displays) dongside the
movie icon and have these take effect a pre-determined pointsin the movie. These
pre-determined points can be set to ether time or frames within the movie. Seethe
next section on Sound icons for an example.

IMPORTANT NOTES

Movies by their nature are physicdly largefiles, their use should be given careful
consderation and they should only be used when they actually add to the
goplication that you are developing. In particular if you are developing a piece for
digtribution over the Internet think very carefully abouit file sizes and download
times.

AVI, MPEG QuickTime and Flash (see below) are dways stored externdly to the

Authorwarefile. If you use one of these types of movie you will aso need to
digribute it dong with the finished Authorware gpplication.

DIB, BMP FLC/FLI movies can be stored interndly within the Authorware piece,
but they will consderably add to the Size of the finished, aswell asbeing
restricted in other ways — no audio is available with these file types.
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Sound

Sound icons are very Smilar to Movie icons and can be placed in your gpplication just
like any other icon.

Test Dutput Like many forms of media you can import a
— soundfile (usudly a*.wav, or a*.mp3
AFewbiood mp3 %1 file) directly into Authorware, or you can

ikl —o T 02 leave it as an externd file. The choiceis
EF' E? E? E%' EF' %23 yours, usudly if there are many sound files
you would leave them as externd files and

Properties: Sound Icon cretealink. Thisisdone during the

1 import process, smply by dlicking in the
— AFewGiood.m *Link to File option box.
. Remember that if you chooseto leave t
. 2 .. Remember that if you ch leave the
. " file as an externd file then you must be sure
storagt to distribute it when the pieceis finished
[a]»] Fie 5 AN SeNt out to your users,
ID: 6567 File Forma -~ Once you have imported the file, or crested
Sie2z3 Vsl Chanrel  the link to it you can then set the properties

asto how it is played, in much the same
way aswith amovie. The playing rate — its speed, and concurrency can al be set.

One particularly important difference from Movieiconsisthefidd, ‘Wait for
Previous Sound'. Thiswill cause the program to pause if, when Authorware reaches
thisicon asound from apreviousicon is il playing. This helpsto ensure that
Authorware does not interrupt one sound with
another. Authorware is unable to play two * .wav
files a the same time unless you purchase an
extenson from one of the third party suppliers.

New to Authorware in version 6 isthe ability to atach icons to both Sound and Movie
icons. Thisisextremdy useful in the synchronising of Display icons with an
extended voice over, other sounds and even movies.

Begin: |
Iv fwfait for Previous Sound

& Show Media Position This atachment works like this. Y ou place
2] Test Ouput the mediaicon on the flow line as norma and
then dongsdeit place Display, or even Map
AFewGoodmp3 01 icons containing other icons. These can then
——m—m—m—— 16 be synchronised with the media asit plays.
E%I E%I E? E? E%l TC2 The synchronising can either beto time, or to
f 103 the position within the file that is playing.

(Position is probably more accurate as a
lower performing computer playing the media at a dower speed does not compromise
it).

In the example shown here, Calc icons have
been used. A single Display Icon cdled
‘Text Output’ is positioned before the sound
icon. This has acouple of varigbles Erasze Contents: |f-‘ufter Mext Event j
displayed on screen init. The property of the

Display icon has been set to ‘ Update Displayed Variables . Cac icons have been
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attached to the sound icon and these are used to change the vaue of the variables at
particular pogitions while the sound is playing.

When you are using Display icons attached to amediaicon you have the choice asto
when the contents of the Display icon are erased. Thisisaso contained in the
synchroniseicon; it isvery amilar in extent to the erase options available with an

I nteract or Decision icon.

Video
Thefind icon isthe video control icon. Thisis dmost redundant and isintended to

alow the program to control avideo or videodisk player attached to the computer and
showing its output on astandard TV screen.

This icon has been replaced in Version 7 of Authorware by the DVD icon.

Start and Stop
;f;} The white and black flags shown below the icons have no effect in the finished
. program but alow you to indicate where in the development environment the
" program should start and stop when you run it. These flags are very useful to
test just a small section of the program without running through long sections that you
know are correct.

Drag the flags to the appropriate points on the flow line where you need them. By
clicking on the empty spaces in the icon bar the flags will automaticaly be returned to
their ‘home posgtions.

Colours

Although the colour paette displayed at the bottom of the tool bar does not
change any of the properties of the gpplication that the end-user will see, it can
be very useful for the developer. Y ou can decide for yourself how these colours
aregoing to beusaed. A couple of examples might be:

Each member of a development team could have their own colour assigned, so
that they each know who is working on a particular section of the application.

When an icon contains work that has been quaity assured, it could be coloured
green. Maybe keeping red for new work and blue for items under construction
with orange for icons that have been QA’d but require corrections.

Tutorids could be coloured brown and interactionsin grey.

Andsoon...
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Button Editor

To cdl thisfacility a button editor implies that you can actudly edit the buttons
themsalves within Authorware. Thisis not the case, what you can actudly doisto
import graphics created outside Authorware into the piece that you are cresting and
use them as though they were standard Windows type buttons.

Y ou can access the button editor in two ways,

End either directly by dicking on ‘Window —
End Type: |Button  Buttons' from the menu bar, or from within the
properties window of a button responseto an
Seope | | nteraction icon.
Buttons.. el | In either case you will see the same dialogue
~ window.

Thiswill show dl of the available buttons that your piece knows about. By default
these will be the

sorderd ircovstype T

buttons that you are . N

familiar with from Presview D ezcription

norma Windows Standard ‘Windows Buttan

Om‘di Or]sI If af]y nor]_ WELEM 15"-1- tlj,'tEE:
standard buttons have : :

been defined asin this Mative Platfarm Buttan

example you will see End System 154 hytes
theminthelis aswdl. A

At this stage you can Standard Macintash Checkbow

define which particular O End System 154 bytes

button you wish the A

current response to use. Standard ‘Windows 3.1 Checkbox

Just scroll up and down " End Systern 154 bytes
through the list until you A e
see the one that you a
need, click onit and Systermn Buttans: |S_I.Istem j |'IEI j

then click on the ‘OK’ _

button. Y our choice will Add.. | | Ed. | Leiec]
then be applied to the response that you were editing.
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Certain button types should be treated as a specia case. Generadly most of the buttons
that you use are of the * Click once and forget’ variety. You click on them, some
function is carried out and then you move on to the next task. However thisis not the
case with a class of button

cdled ‘Radio Buttons . Standard ‘Windows Checkbos
Y ou will have used these [ End System 154 bytes
somewhere in your use of A
C(?mpUterS: perhaps M ative Platfarm Checkbox
without redisng it. These [T End Syztem 154 hytes
buttons are designed to A
fd|OW you to (;I; choi one Standard Macintozh B adio-Button
rom armge i OICES, 2 End System 154 hytes
before confirming your A
choice. Inthisstuation
the choices are mutud |y Standard Windows 3.1 Radio-Buttan
exdusive— dicking on a ' End Spstem 154 bytes
different choice will de- A
select the previous choice. System Buttons: |S_I,Istem j |'IEI j

In the examples shown on

the left, the circular buttons are classed asradio Buttons. The square ones are dso
choice buttons, but by convention you can make severa choices when presented with
the square buttons and only one when presented with the circular ones.

Authorware dlows you to use dl buttons in exactly the sameway. To match your
piece to the accepted Radio Button standard you will have to do allittle work.

Firg build the Interaction with the required responses. In this
example we have a smple question, three possible choicesand a
confirmation button. On screen the user will see the example

Make one choice:

. {l‘- n
shown on theright Choice 1
[ Slngle Choice Canfirm Whét is happening inthe " Choice 2
— T T Choice 1 background isthat a structure 5 ]
%:I élfl éEI EEIJ chaice 2 jike this shown on the left Choice 3
has been created.

Confirm |
The actual work to make the buttons behave in the correct way is
done in the Calc icons below the three responses. In the  Choice One' response we
have this smple code:

Checked@"Choice Two":=FALSE
Checked@" Choice Three

"'=FALSE
The system variable ‘ Checked' contains either True or False for the button named
immediately after it. In this case what happens when the user clicks on *Choice One
is that the code in the Calc icon gives Checked for the other buttons on that
Interaction avaue of False, which removes the marker for them.

A smilar processis used to ‘unset’ * Choice One when the user clicks on ether of the
other two buttons.

Findly when the user dickson ‘Confirm’ the Interaction is exited and the Calc icon
under *Confirm’ can then carry out whatever further processing you require.
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Adding Your Own Buttons

It iseadly possible to add in your own design of button to your piece, using the

Button Editor.
3

Button Editor

Shaba
Neemal  Checked

w[S] @]
oorn| @ ][ @ |
Disabled

Button Desciphon:

Giraphic |U3e mpoited d|
Labet |Mome

Sound |N-:-*e L

I Automaticaly Check

Photoshop or whatever you normaly use.

When the editor window
shown aboveison
screen, click on the *Add’
button and you will be
shown the button sate
window.

Notice that there are
eight possible ‘ States’ for
abutton. Generdly you
only need to use three or
four. The buttons should
generdly be designedin
aseparate graphics
editor; Fireworks,

Design your button to have an ‘Up’ state, which isits norma appearance, asmilar
but dightly depressed appearance for the ‘Down’ state, and you may want athird
appearance for the button when the cursor is pointing at it, perhaps a different colour

S0 that the user knows something will happen when they dick.
Save the graphicsin a convenient location.

Y ou can then select which of the states you want to import by clicking on the

appropriate graphic in the eight button window.

Usethe ‘Import’ button and then navigate to the
graphic that you designed to match the choice that you
have just made. The graphic will then be imported
into the gpplication.

Notice that the default vaues for dl button Sates are

‘Same AsUp' soif you do not specifically import another graphic the *Up’ graphic

will be used.

Repeet the processfor al of the states for which you have designed a graphic, when
you have completed these states click on the ‘OK’ button and the button is then ready

for sdection.

Three other items should be mentioned in this areg, the fist isthe use of a sound file
attached to the button. If you decide to use this option then generdly you should
attach the sound to the ‘Down’ gtate, so thet it will play when the user clicks on the

button.

To atach a sound, smply select the state from the
eight graphic window and click on the * Import’
button next to the Sound field, navigate to the sound
fileand sdect it.

Label:

Sound: | MHone

Graphic: |L|selm|:u:|rteu:| ﬂ
Label: |Nn:|ne j
Sound: |Nu:une j

Graphic: |L|selm|:unrteu:| j

Show Label

The second item to be considered is the font and text colour on those buttons that you

decide should have text displayed on them.
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To change the font, or the colour of the text, you must ensure that the button is
alowed to have text displayed on it. To do thisthe‘Labd’ fied should display
‘Show Labd’.

Now click on the text actudly displayed in the button example graphic and grab
T hoice 18 handles will be shown around the text to show that it selected.
=]

Y ou can now click ‘Text — Font” from the menu to select the font
and sze of text that you want. If you press‘Ctrl — K’ the colour palette will be
displayed so that you can choose the colour that you want.

Thethird item is the importation of a button graphic in adightly different form.
Normaly when a button graphic isimported, it isdisplayed in a‘matted’ format. In
thisformat any pure white colour on the button that is not itself surrounded by another
colour is made transparent, this makes the button appear to st directly on the
background and generdly gives the best appearance.

Occasiondly you will want to import a graphic that does not do this. Where the white
should actudly appear as white on the button. To cause thisto happen, you import
the button as normal, but you must hold down the * Cirl” key during the whole
importation process.
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Functions & Variables

Introduction

There are two icons on the tool bar at the top of the screen in Authorware. One will
display the functions dialogue box and the other the variables didogue box. Both of
these work in asmilar way, dl of the functions and variables are salit into different
categories and you can choose the category that you want by clicking on the down
arrow next to the category list box.

Once you have selected the category that you are interested in using you can scroll up
and down in the function or variable box until you find the specific one that you want
to use.

There are two categories that need specid mention. These are *All’ and one that will
ether be ‘Untitled’ or will have the name of your program. The‘All’ category is
ussful if you cannot find the function or varigble you want asit showsdl of the
avalableinterna functions and varigbles

The other category will contain different items for every program you cregte.
Functions, which are not available interndly, are provided externaly. These can be
loaded from the functions dialogue box. There are anumber provided on the
Authorware CD, the most common one to useisthe ‘Cover’ function. Thiswill
provide a black background around a program that does not occupy al of the
available screen.

Variables can be created at any time in an Authorware program, they are completely
untyped, that isthey can be either numeric or string variables and can be changed
from one type to another as required. It ispossible to define avariable as a particular
typeif there is some reason to do this. The first time that Authorware encounters a
variable or when you have firg created it, you will be asked to confirm the variable
name, give it an initid vaue and offer the opportunity to attach acomment to it. I
you assign theinitid value as*”, that isanull sring, then the variable will be treeted
asadtring for digplay purposes.

A vaue can be assigned to avariable by usng the *:=' function. It isworth noting
that the ‘=" dign is used within Authorware as a comparison operator. In particular:-
A:=B means st the variable A to be the same asvariable B

and

A=B means compare the varidble A with variable B (the result can be either True or
Fase).

It is possible to show any variable, either system user in adisplay screen by inserting
atext block with the text tool and typing in the variable name surrounded by curly
brackets, ‘{* and ‘}’.

If the vadlue of the variable will change and you wish to dways show the current value
of the variable then while the display icon is open, select ‘Modify’, ‘1con’,
‘Properties and click the ‘Update displayed variable’ option on the Display Page.
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Variables

System Variables

All the system variables are B Variables X
listed in the Variables didogue =

box. These are broken down Categony: General I riitial % alue: Current W alue:
into twelve Categories plus you & =] o 131415926536
can see‘All’ varigblesin the ParagiaphClicked @1 E e
lig. FathCount Circle
P athPozition

Some of the variables can have Eaiﬁ glected

o . ath | ype
values assgned to them in ParcentComect
exactly the same way as cusom Percentwmni
vanalblei_ i.e. BranchPath=2 is P ostiorst
avadidthingtodo. Such Positiory’
vaiableswill dso have vaues E:g;ﬂ'ﬁ iy
ass'gned to them by the Previoustd atch
program. Recordzlocation ™
Any attempt to assgn avaueto D escription:
avariable that cannot have a Fi iz the ratio of a circle's circumferance to its diameter
vaue assgned will Smply [3.1415326536).

generate an error message
during development. So you
should not worry about this New.. | Feneme | | | [ Dore_|

aspect of variables. Any error
will be trapped before the system is packaged.

The system variables dl have adescription of their purpose and current value shown
in the dialogue window. To seethe precise use of these variables smply click on the
vaiablenameinthelis.

If any variable has been used in the gpplication then the ‘ Referenced By’ fidd will
automatically contain the name of theiconsusaing it. If you arelooking for a
particular varidble in your piece then thisisavery useful festure. 1t meansthat you
can look up the variable in the didogue window and then by clicking on it and
clicking on the * Show Icon’ button you will be taken straight to that icon.

Probably the most useful system varigbleis Filelocation. This variable dways
contains the full path name to the folder in which the application was when it started
running. Holding this value as a variable means that relative paths to other folders
can easily be found, for example-

For an gpplication that is started in CA\Maths
The variable Flelocation holds “ C\Maths\\”

Note that in Authorware to use a backdash within a character string you must repest
it. Thisisbecause Authorware uses asingle backdash as a specid marker called an
‘Escape Character’.

Soif you wish to save records to afile CAMaths\Records, you could just use a custom
variable say MyRecords and st this to be Filel ocation’™” Records\\RecordFile.txt”.
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Even if the gpplication were moved to a different disk or folder the RecordFile.txt
would still be accessible as the folder just under the current one.

Custom Variables

There are two basic types of custom variable, character or numeric. Character strings
are aso often caled *Strings . It isgenerdly consdered good practice to define a
variable as one type or the other and then gtick to thistype. Authorware however will
alow you to change the type of avariable as you wish.

A variableis can be thought of as abox into which we put avaue. Thisis done with a
datement like this-

StudentN ame:= “lsaac Newton” Thisis acharacter variable.
CurrentScore:= 23 Thisisanumber variable,

Every variable has a name, there are very few rules governing variable names, but
they should start with aletter and not contain punctuation marks or spaces.

It isagood idea to use descriptive names for your variables, and when necessary to
use more than one word for a variable name then the first letter of each word should
be capitalised to make it easier to read.

StudentName Is agood variable name, you know whét is
held by this variable

J67 Isapoor variable name, what does it refer to?

2ndDate Isaprohibited name. It beginswith a
number. It would be better to use
SecondDate.

First Question Isaprohibited name. It containsa space. It
would be better to use FirstQuestion

scorefromthirdquestion Is okay to use but would be more easily read
if you had used capitds
ScoreFromThirdQuestion

Y ou can assign vaues to your variables whenever you need to do so. On occasons
you will want to add or subtract avaue to an exiging varigble. Y ou can do thislike
this-

CurrentScore:=NewScore+OldScore Combines old and new to give current.
CurrentScore:= CurrentScore+1 Takes the value of CurrentScore and adds 1 to
it.

CurrentScore:=CurrentScore- Pendty Reduces the vaue of CurrentScore by
whatever pendty you assgn.
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Character or string variables can be handled in away that is Smilar to numbers, you
can add two or more strings of characters together to make a new string, so for
example-

FullName = FirstName™ “ "~SecondName Adds the first name and a space and
the second name to give a persons
full name

The 'V or carat character adds two pieces of text together. This processis correctly
caled concatenation.

If the personsfirst name is held as Michael and their second name as Faraday, then
some Authorware program might look like this-

FirgName= “Michad”
SecondName:= “ Faraday”
FullName=FirsgName™* ""SecondName

The effect of thisisthat when you display { FullName} Authorware will replace it
with Michael Faraday.

Lists

A specid form of variable within Authorware is caled alist (other programming
languages call them arrays). A ligtissmply aseries of varigbles, related by a
common name and identified with a number, like this-

Firg wetdl Authorware that MY Usersisalist by defining it assuch. Therearea
couple of ways of doing this and the easiest is shown here:

MyUser:=[]

MyUserq1]:= “James Ligter”
MyUserq 2):= “Horence Nightingde”’
MyUserq 3]:= “Jane Austen”

And so on. The benefits of this are that we can recover any particular value by using
avaiable asthe index, like this-

ii=3 Sat the value of the index:
CurrentUser:=MyUsei] CurrentUser is Jane Austen

An dternative way of defining avarigble asaligt is by usng the Array function,
which works like this-

MySubjects=Array(“”,50) This crestes avariable cdled
MySubjects, tells Authorware that it is for
characters and reserves 50 spaces for it.

MyScores.=Array(100,25) This creates a variable called MyScores,
tells Authorware that it is for numbers,
creates 50 spaces and fills each of those
spaces with the value 100.

There are many uses of thistype of variable and practice is recommended.
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Functions

There are agreat many functions
built into Authorware, most are
beyond the scope of an introductory
course, but severa are essential and
will be covered briefly here. Note
that many functions require an
argument, which isthe name given
to the things that must follow the
function name. These arguments
are always surrounded by brackets.
When arguments are not required
by afunction you MUST include
empty brackets‘()’. Many
functions thet are not built into
Authorware are avalablein

externd files. Theseadd
condderably to the functiondity of
Authorware and some are
consdered essentid.

Internal Functions

Quit()

Functions @

Cateqony:

Math |

ABS
ACOS
ArrapGet
ArrapSet
ASIM
ATAM

Cos

ExF

ExF10

Fraction

IMT

LM

LOG10 b

Dezcription;

Referenced By

EEr

g hi il

value ;= AveragefanyLizt] or wvalue ;= Averagefa L b o, d. e |, A

Average returnz the average value of the top level elements in

b

| Dione |

Thisfunction is essentid asit will close the Authorware application and return control

to Windows.

The possible arguments are numeric and work like this-

Quit() or Quit(0)

No space between the brackets. Closes the gpplication. Returns

to another Authorware gpplication if the current application was
cdled by it, otherwise returns to Windows.

Thisisthe most common usage.

Quit(1)
Quit(2)
Quit(3)

UpperCase
LowerCase

These two functions will set dl the charactersin a string to be upper or lower case

respectively.

MyName:=UpperCase(* Fred Bloggs’)

Closes the gpplication. Returnsto Windows.
Closes the application and restarts the computer.

Closes the gpplication and then closes Windows (except for
Windows 3.1).

MyName will contain FRED BLOGGS
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MyName:=L owerCase(* Fred BLOGGS”) MyName will contain fred bloggs
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Capitalize (Note the spelling)
This function will set the first character of every word in astring to be a capitd.

MyS ogan:=Capitdize(* bolton wanderers MySlogan will contain Bolton Wanderers
for ever™) For Ever

These functions and indeed any that can operate on character strings work just as well
with variables as they do with littords enclosed in quotes so that: -

MySlogan:="bolton wanderers for ever”
MyS ogan:=Capitdize(MySogan)
MySlogan will then contain the sentence  Bolton Wanderers For Ever’.

Thereis ancther optiona argument to the Capitaize function, that isif you useit with
the number 1 after the character string only the first word will be capitdised, like
this-

MySentence:="reebok is aworld class sadium.”
My Sentence:=Capitalize(MySentence,1)
MySentence will now contain, Reebok is aworld class stadium.

SubStr

Often you will want to get just part of astring of characters, for exampleto get the
firdt five letters of someone s surname to generate an ID number. The SubStr
function will do this

Surname="Wilkinson”
PartSurname:=SubStr(Surname,1,5) PartSurname will contain Wilki
Y ou could then concatenate this with a course code to give an identifier like this

CourseCode:= “AH1243"

Surname= “Wilkinson’

DateOfBirth:= “12/03/83"
PartSurname:=SubStr(Surname,1,5)

| dentifier:=CourseCode™PartSurname™DateOf Birth

| dentifier would now contain AH1243Wilki12/03/83.

There are anumber of other functions that deal with characters and alittle
experimentation will reved that these are both versatile and powerful.

If...Then...Else...End If

Thisisaprogramming function but don't |et that put you off if you are not a
programmer. All it doesis check to see if something istrue and does onething if it is
and something dseif itisnot. For example:

If it israining then take araincoat, € se take ajacket.
If the answer is right then add one to the score, else don't add one to the score.
In Authorware you would use this function like this-
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If ResponseToQuestion = “Alfred the Great” then

score:=score+1

dse

scorei=score-1

end if

The effect of thisisto seeif the user typed Alfred the Greet in response to a question,
if they did then we add one to their score or because thisis a particularly important
question if they get it wrong we subtract one.

You will find that you will use this function over and over again because it is o
ussful.

Sometimes the result has only one possible action so we can drop the ese part, the
folowing are dl vdid uses of thisfunction:-

If Score>7 then The > symbol means greater

Result:= “Pass’ than.

Else If the score is more than 7

Result:=“Fal” then the person has passed

End if the test.

If Password= “ n” then We can put severd or many

User:= “Teacher” lines of functions and code

Score:=100 between the various parts of

ShowHiddenButton:=True theif then esefunction.

LEjlse__“St - False and True are cdled

S(;s;.eT-O ucent Boolean values and can be

N B used for many purposes

ShO\_NHlddenButton.—Fdse within Authorware

end if

If MyTest="running” then MyMessage="Running” If thereis no other option to
do then you can fit
everything on one line and
you don't need the else or
theend if.

Repeat with

Closdy linked to the use of ligt varidbles is the Repeat with function. This seemsto
be a complex function that has little use until you start to repeat things and then you
will seethat it is quite Sraightforward and very useful.

Y ou will dways need to do something else with thisfunction as dl it does is repesat
something a certain number of times.

Hereisasmple example-

Repeat withi:=1to 50 Can you see what UserNames
UserNames.=Usernames*MyUserdi]"Return will contain after fifty
end Repeat repeats?
‘Return’ isthe carriage return
character.
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WriteExtFile
AppendExtFile
ReadExtFile

These three functions are closdly linked and are likely to be very useful for keeping
scores, persona details like passwords and when a person has used an application.

WriteExtFile writes some information to afile on the disk. It autometicaly crestes a
new fileif one does not dready exist and overwrites one if it does.

AppendExtFile writes some information to afile on the disk. It automaticaly creates
anew fileif one does not dready exist and if thefile aready exigts then it adds the
new information to the end of the old.

ReadExtFile reads the information back from the file into Authorware where you can
processit asyou like. It does not create nor change any informetion aready held on
the disk.

In the case of thefirgt two functions you need to supply two pieces of information, the
vaue that you want to write and the name of the file to which the information isto be
written. Hereis an example:-

MyUser:= “Charles Dickens’
MySubject:= “English Literature’
MyScore:= 85

MyRecord:=MyUsaer"Tay*"MySubject" Talb*MyScore*Return
MyFileName = “ CA\\TestResults\\Test99.txt”
WriteExtFHle(MyFileName MyRecord)

Thiswould have the effect of creating afile on drive C: in folder TestResults and
cdled Test99.txt. The file would contain Charles Dickens, English Literature and 85
al separated by atab and with a carriage return at the end of the line,

If I wished to add to the file | would use the AppendExtFile function like this-

MyUser:= *Charlotte Bronte”
MySubject:= “English Literature’
MyScore:= 91

MyRecord:=MyUsaer"Tay*"MySubject" Tal*MyScore*Return
MyFileName = “ CA\\TestResults\\ Test99.txt”
AppendExtFile(MyFileName MyRecord)

And so on.
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To read the information back in | would use a ReadExtFile function like this-

MyFileName = “ CA\\TestResults\ Test99.txt”
MyInformation:=ReadExtFHle(MyFleName)

Thiswould reed the ENTIRE file into the variable Mylnformation, | would need then
to separate it into its various parts with other functions. Without getting too deeply
into this here is an example of how this might be done, seeif you can figure out what

is happening:-
Users=[] Create alist for users.
Repest with i:=1 to LineCount(MyInformation) LineCount Smply returnsthe

number of lines separated by
acarriage return

OneRecord:=GetLing(Mylnformation,i,i) Thistakes the information
hedinline‘i’ and bringsit
into the variable OneRecord.

Userdi]:=GetLine(OneRecord,1,1,Tab) User now containsthe value
inthefirst part of the variable

OneRecord, in other words
the name part of the record.
Inthis case thisis dwaysthe
first part so we usethe
number 1 rather than a
variablei. Andweindicateto
Authorware that these
particular lines are separated
by Tabs rather than carriage
returns.

End Repeat

By combining this technique of repeeting with lists we could end up with aset of lids
where the complete details of one person were held in anumber of lists but &l with
the same index number:-

Userq 1] Charles Dickens
Subject[1] English Literature
Score[ 1] 85

And so on. Thiswould dlow usto get dl of the details of any user by just referring to
the correct index

External Functions

Before you can use an externd function it must be loaded into your gpplication. This
is done from the functions window. Sdlect the category that has your application
name and click on the‘Load’ button.

Y ou will be presented with afile find didogue box and you should use thisto locate
the function. 32 bit functions have an extenson of U32 and 16 bit functions have an
extenson of UCD. Itisusudly most convenient to ensure that the function fileis

located in the same folder as the gpplication executable. The function file must bein
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the same folder when the gpplication is delivered that it was when authored. Thefile
itsdlf isnot loaded but alink between the gpplication and the function file is
established.

Once you have located and sdected the function file you will be presented with alist
of the functions that are available within it. Sdlect the ones that you need by
highlighting them and dlicking ‘ Okay’.

The functions will then be available from the functions window under the category of
the application name.

Cover.U32
Cover() and uncover()are probably the most widely used of dl of the externd

functions. Thereis NO argument insde the brackets, athough the brackets are
required.

The purpose of cover() isto ‘blank out’ the desktop surrounding the display window
on those gpplications where the display window is smaler than the screen Size as
defined by its resolution. This enables you to develop at a resolution of say 640x480,

and publish the application on a screen set a a resolution of 800x600 without showing
any of the desktop icons or background around your application.

Cover() dways and only worksin black.

Uncover() smply redisplays the background and desktop icons. Y ou should aways
use uncover() before quitting from the gpplication athough by default the normd
screen will be displayed when you exit from the application.

ODBC.U32

Note that this function is a rather advanced facility and redlly requires some
knowledge of SQL to be used effectively.

This function file contains three functions, ODBCOpen(), ODBCExecute() and
ODBCClos«().

These functions dlow the devel oper to use Authorware to communicate with any
ODBC compliant database, such as Microsoft Access.

A requirement is that the ODBC 32 hit drivers have been properly ingtaled on the
target machine and that the DNS values have been set up properly (see tMsDNS.U32
below).

Before any cdl to the database can be made a communication link must be
established, thisis done by opening the database using the function ODBCOpen()

The syntax for the open function is:
ODBCHandlee=ODBCOpen(WindowHandle, ErrorVar, Database, User, Password)

Y ou are required to supply the DNS for the database, this is the name by which the
database is known to the ODBC driver and might be something like * Courses. You
can use a string surrounded by double quotes “ Courses’ or you can use avaiable like
this

MyDataBase:=" Courses’
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ODBCHandlee=ODBCOpen(WindowHandle, ErrorVar, MyDataBase, User,
Password)

You will only need to supply a user name and password if security has been
established on the database, in which case the same comments gpply to these that
gpplied to the database name. If security has not been imposed then you can either
close the brackets after the database name or replace the user and password with two
pairs of double quotes.

WindowHandle and ErrorVariable will actudly be returned by the function so you
need not assign a vaue to them.

The function will return avaue to the variable at the left of the equals Sgn and this
vaueisthen used for dl other ODBC cdls.

Authorware uses Structured Query Language or SQL to communicate between itsalf
and the database. There is smply no space here to describe the syntax or use of SQL,
which isacomplex and powerful gpplication initsown right. What issuggested is

that any queriesthat are required are established in the database, and then the SQL
structure is copied from the database and pasted into an Authorware caculation icon.
Microsoft Accessis particularly useful for this.

The syntax is quite long and can gppear intimidating but with care excdlent results
can be obtained.

A command string must be created an exampleis given here:

ODBCCommand:="SELECT Student.StFName, Student.StSName, Courses.CrsTitle,
Courses.CrsDate, Courses.CrsScore ™

ODBCCommand:=ODBCCommand™'FROM Student INNER JOIN Courses ON
Student.Studentl D = Courses.StudentID

ODBCCommand:=ODBCCommand™'WHERE (((Student.StSName) Like
"AStSurname™™));"

This string extends over three linesin a caculation icon, thereis no particular
requirement for it to do so, but by bresking it down in this way and then building it up
it ismuch easier to read.

Thefirg line garts the ODBCCommand variable (you can cdl it what you wish, it is
amply anormd user dring variable), and indicates what pieces of information we
require from the database. In this example the forename and surname of the student
plusthetitle, date and score that were obtained for each course taken.

The second line then adds to the first a description of how the two tablesin the
database are related, the student table is related or joined to the courses table by their
having afied caled StudentID that is common to them both.

Thethird line then adds to the firgt two the criteria for the search, in this case we are
looking for al cases where the surname of the student matches (or is Smilar to) the
custom variable (in Authorware) StSurname.

Note that in SQL., string variable are surrounded by a single quote (in Access adouble
quote is used) when reading the above command you need to pay particular notice to
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how the Authorware string variable is actualy surrounded by both asingleand a
double quote as well as the concatenation character’ V.

It is very important to note that SQL does not use the asterisk’** asawild card
indicator, but requires the use of apercent Sign ‘%’ o thet a search for ‘sm9%’ will
find Smith, Smithers and so on.

Once the command has been crested you must execute it using the ODBCExecute()
function:

ReturnString:=ODBCExecute(ODBCHandle, ODBCCommand)

Note the use of the ODBCHandle variable the vaue for which was obtained when we
opened the database earlier.

The result of the search will be placed in the variable ReturnString.

Remember that thereis a system limitation in Authorware on the Sze of any variable.
You are not alowed to exceed 30,000 characters, if the search returns more than this
vaue the least that you can expect is that the string will be truncated to the first
30,000 characters.

Wheat you do with the variable that is returned is a matter for yoursdlf to decide.
Using theinternd sring handling functions you can separate the varidble into
individud lines, a carriage return is usudly used as the separator between records, or
you can extract individud fidds, atab is the usud separator between fidds.

Once you have finished with the database you should close it down with the
ODBCClos() function like this:

ODBCClose(ODBCHandle)
Again we use the ODBCHandle variable discussed above.

tMsDSN.U32

All ODBC connections require that an entry exists in the ODBC driver program that
contains the DN'S by which the database is known and the file location and name of
the database involved. Normaly thisinformation must be set up by someone on each
meachine, thisis usudly impossble if the gpplication isto be digtributed widdly.

An externd function file tMsDSN.U32 which is available from The Media Shoppe as
afree download takes care of this problem for most users. The exceptionisfor any
meachine that is usng Microsoft Windows NT where the user does not have the
necessary privileges to write to the system files and regigtry. In these casesthe initia
ingtdlation and first running of the gpplication should be done by such a person and
this should take care of the initidisation of the necessary links.

Thereisonly onefunction ingde thisfile, tMsDBRegister()

This function has three arguments and should be used like this
result:=tMsDBRegister(dbReqType, dbType, doList)

dbReqType :=1.

dbType="Microsoft Access Driver (*.mdb)"
dbList:="DSN=Courses,Courses;Access,DBQ=C\AWCourse\\Courses.mdb;"
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These values will establish an ODBC link with a name of Courses, to an Access
database that is found in the specified location on the disk.

Note that in the last of the arguments Courses appears twice, and that a semi-colon
separates each vaue in this argument.

This function actudly only needs to be executed once in any ingdlation athough
repested executions will not cause duplicate entriesin the ODBC table.
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One Button Publishing

Once we have completed the gpplication it must be packaged so that the users can run
it. They don't need to have the full Authorware program, we just give them the run
time sections and a packaged program that they can run but not change.

New to verson 6 of Authorwareisthe ability to publish apiece, in aformthat is
suitable both for the Internet and for LAN/CD delivery with the minimum of fuss.
Thisis caled ‘ One Button Publishing’ athough in practice you will have to press
more than one button to set things up in the first place for anything more than the
most basic of ddivery.

Quick Start

To just accept whatever the defaults are and quickly get your application published,
amply sdlect the menu
options File— Publish —
Publish, or pressthe
function key ‘F12' on
your keyboard.

The_e Wl ” bea g,]ort _. .................... |:| K_ ................... .\ Preview | Details 5 |
delay and vaious | Lo

messages will appear on
your screen before a completion dialogue window will be displayed.

€ Information

@ One Button Publizhing completed.

You can if you wish view the details of the process by clicking on the ‘ Detalls>>’
button. Thiswill dlow you to view or save alog of the actions taken, and to view a
ligt of the files that have been created.

During the default publishing process, Authorware creates two separate versons of
your piece. Oneisintended for publication for a

S LAy are Trainingds

# ) Docs CD-ROM or LAN based ddlivery and the other is
= I Published Files intended for ddivery via the Internet.
= 3 Local These two versions are located in separate folders
i g ::;i”;es and the contents of the folders and their directory
structure must be adhered to in the delivery of
() FLASHASSET : , .
= B3 web your piece. In particular any ex_ternd files that
£ Resources you have used, and any ‘Xtrd filesthat
# ) %TRAS Authorware decides that you need must
) Resources accompany the delivered gpplication.

One of the more difficult areas for people new to Authorware to understand are the
sgnificance of the *Xtras that are added to a published piece. An Xtraisafile that
holds further functions for Authorwareto use. These Xtras might alow the
gpplication to import or view different picture formats, or play sounds. When you
have packaged your file you must ensure that the Xtras folder is located within the
gpplications folder and that it contains the correct Xtrafiles. Therewill always be
some Xtras, dthough the precise ones will vary depending upon what your piece does.

The Xtrafiles can be found in the Xtras folder ingde the folder where your
ingdlation of Authorwareis. Itisabad ideato include dl of the Xtras. Authorware
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loads all of the available Xtras when it sarts and this can dow down execution of the
goplication.

One Button Publishing Set-up

There are agrest many optionsinvolved in seiting up the one button publishing

process. Itisahighly flexible procedure that you can fine-tune to match your exact
needs. Many of these options are beyond the scope of a basic course, but some of the
more basic ones are described here.

Click on File— Publish — Publish Settings or press Ctrl F12 on your keyboard and you
will be shown the OBP Settings dialogue window. There arefive tabs acrossthe
bottom of this window.

Formats

Y ou might only want to publish for ddivery on aCD-ROM or aLAN, or perhaps
only for delivery on the INTERNET. Thisisthe screen where you will make that
choice. You can dso choose the destination of the published application by using the
gtandard Windows browse functions started by clicking onthe“..." buttons alongside
the degtination fields.

One Button Publishing |

Course or Library | J J 0k

Fublish

x)

Publish For CD, LAN, Local HDD
v Package &z |C:‘ﬁwareTrainingDS'\F’uinshed Filez\Local\zsimple2. abr J Cancel

s

[ With Runtime for Windows 9« and NT wariantz

v Copy Supparting Files

Publizh For *web
[v For'web Player |C:‘uﬁxwareTrainingDS'\F’uinshed Files'wafeh' J |sim|:ule2.aam

[v Copy Supparting Files

W web Page |C:wware TrainingD34Published FilesWwebh | |simple2.him
Remote
Export
Reset
----------------- F Drmats Package ‘ For Web Player Web Page Files ‘ Help

If you decide to deliver the piece on aCD or LAN you can also make the choice asto
whether the piece should be ‘stand-aon€e’ or require the inclusion of the Authorware
run-timefiles.

If the piece isto be delivered to computers where Authorware is not ingtalled, or
where thereis no other ingtalation of the Authorware run-time files then the Smplest
choiceisto create a‘stand-adone executablefile. Thisfile will have the usud *.exe
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extension. It will be about 1.2 megabytes larger than a ddivered gpplication that
needs the Authorware run-time files delivered separatdly. Thisisthe most common
way of ddivering the piece but it is NOT the default way o if you want to produce
stand-a one executable programs you must enter this screen and make the necessary
changes.

To cregte the piece in thisway you MUST tick the fidd *With Runtime for Windows

9x and NT variants thiswill cause the creation of the executable file. 'Y ou will still
need the Xtras and any other externd files that are required to run your piece

On the second tab of the OBP dialogue window you will be given the chance to
‘Package All Libraries Interndly. Libraries are separate files that can contain screen
objects or cac files that you use more than oncein your file. Thisis explained more
inthe Libraries section. Generdly spesking library files remain separate to the main
gpplication and can be accessed by different gpplications that might share some
common items such as logos or background images.

One Button Publishing | .

Course ar Librany | J J DK

Publizh

<]

FPackaging Options

s

[w Package Al Libranes Intermally Cancel
[ Package External Media Internally
-

[~ Resolve Broken Links at Runtime

Femote
Expart

Fezet

Formats Package | For "eb Player “Web Page I Files ‘ Help

dudl

To amplify the distribution you can choose for the library files and most externd

media files, such a sounds and graphicsto be included within the main gpplication at
thispoint. |If you are packaging for the Internet it is highly recommended that you
use this option. Y ou cannot however choose to package most movie filesinterndly,

avi, mpeg, QuickTime and flash files must dways remain externd.

If thereisalibrary file included with your piece, (in the above example there is not)
you could choose that only thoseiconsin the library that are actudly referred to in the
piece are packaged internaly with the completed file.

Thefind option on this screen would dlow an end-user to search for any filesthat are
not in the places that Authorware expects them to be, and therefore to resolve the
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broken links. A properly developed and packaged piece would not normally require
this option.
When you are publishing a piece that will be ddivered on the Internet, or an Intranet

then you can st the values that rdate to the way in which it will be ddlivered by the
web server.

Authorware packages a piece for the Internet by bresking it down into small

individud files, each of which will be given asequentiad number. Theseindividua
files are then downloaded to the user’s computer as needed (you can have some
control over this process from within the piece — see the NetPrel_oad() function).

X

One Button Publishing

Course or Library | J J Ok |

Publish
Map File ﬁ
Segment Prefix Mame: |simp Segment Size: |56 kbpz modem j | :ll Cancel

Security: W Show Security Dialog

Advanced Streamer

[~ Usze Advanced Streamer

Remate
Export

Rezet

Faormats ‘ Package Far 'web Player ‘ “Web Page Files ‘ Help

Plefel

In this page you can define the firg part of the name for the individud files, they will
al begiventheextenson ‘aas. The‘Segment Sze fidd will determine the Size of
thesefiles. Y ou should indicate the likely speed of the user’ s connection from the
drop down lig. If you choose ‘Custom’ from thislist you can then indicate the
preferred file Sze and Authorware will attempt to bresk the file into the closest it can
to the indicated file Sze. 'Y ou may want to experiment with these sizes and speeds to
achieve the best download performance for your users.

The ‘Advanced Streamer’ facility will only gpply to those ingdlations where the
server isrunning under aWindows NT operating system. If used thiswill
automatically monitor the way in which users run through the application, and require
the downloads, it will then attempt over a period of time to automatically pre-
download the individud file ssgments in the most efficient order. You are
recommended to consult the manua for advice on the best way to set this up.
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The HTML code for the browser in which the piece is played can dso be modified by
the OBP st up facility.

In the main you will not need to make many changes to this page, dthough there are a
couple of items that should attract your attention.

One Button Publishing I

X

Course ar Librany | J 0k |
T Publizh
HTHL Template: |Default ﬂ Cancel

IJzez an [Internet Explorer] OBJECT and [Netscape Navigator) EMBED
tag to dizplay Authonware,

Template Description:

Pane Title: |L|ntit|ed Drocurment

Playback.

Width: 200 _l;l Height: |600 J;I Match Piece
BoCalar: El#FFFFFF Match Piece

“web Plaver. |Complete 6.0 Plaver (2826 Kb]  » | |awswax cabifversion=F.0,0,63

Femote

Palette: |backgraund j “window Style:; |inF'Iace j
Expart

Rezet

Formats ‘ Package ‘ For ‘web Player ............ W EbPage’T” Help

A default HTML template is ingaled with Authorware and this will include dl of the
code necessary for your piece to be viewed viaabrowser. If you are not sure what
plug-inswill beingtalled on the user’s browser then you might want to consider one
of the dternatives.

Template

Plefel

HTHL Template: |Default ﬂ

Drata Trackin

Template Dezcription:

Detect \wWeb Player
Intermet Explarer only
Metzcape Mavigator only

Page Title: |L|ntit|eu:| Document

If you choose ‘ Detect Web Player’ the web page will automaticaly check if the
correct plug-inisingaled and if not it will download it from the Macromedia web
gte.

Y ou should set avauefor thefidd ‘Page Title' that reflects your piece; thisis the text

that will appear in the title banner across the top of the browser window (it uses the
HTML code <title>...</title>).

The playback size should usualy be set to Match the Piece and you can choose the
background colour of the browser window if you wish.
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The ‘Web Player’ field has three options; window Style: |inPlace =

onT opMinimize

The ‘Complete 6.0 Player’ isa common
choice. This player includes dl of the standard Xtrafiles, so you do not need to
worry too much about them. Once ingtalled, these files will not need to be
downloaded to the user’ s computer, saving timein the initid running process.

The ‘Compact 6.0 Player’ does not include any of the Xtrafiles. Thisplayer is
ussful for apublic facility; the download of the plug-inisrdatively smdl, taking
about 2 minutes on a 56k modem. However you will need to include the correct
Xtrafileswith your piece, making the piece itsdlf dightly longer to download and
run on the first occasion that it isrun.

The ‘Full 6.0 Player’ includes everything necessary to run not only verson 6
gpplications, but aso pieces that were developed using Authorware versions 5 and
4. You should only use this option if you are dso ddivering gpplications
developed using these older versions.

The only other option that you need to
web Player: |I:|:|m|:||ete 6.0 F'Ia_l,ler (2826 Kb) J consider on this page is whether your piece
will be ddlivered from within the browser
window, or on top of it. The safest option
isdways‘On Top' asthiswill not be
affected by the sze of the browser window, over which you have no control.

If you choose ‘inPlace’ then the gpplication will actudly play completdly within the
browser window.

Ful £.0 F'Ia._l,ler (716 Kb]

Thethird option ‘onTopMinimize will cause the piece to play on top of the browser
window, but it will gart in aminimised date.
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The most complex of the pages of this dialogue window is the Files section. Itis
however sufficiently well designed thet in genera you will not need to make many
changes for most gpplications.

One Button Publishing g|
Course ar Library | J 0k |
Fublish
£ Source [ estination Dezcription L
% CAASuthonware BAAMEMPEG 32 4M0 AABMPEG 32 MO Hhra Cancel
% CAAPesourceshdlisnS ong. mpg AResources\AlienSong mpg External Media
% ChNHTRASWAWMPRR32 AHTRAS N AWMP 332 Hlra
% CALMRTRASMEMPVIEW K32 AHTRASNEMPWIE W =32 =lra
% CohAResourceshBuggyl . ewl AResources\Bugayl. swf Euternal Media
% ChUAFLASHASSETWFLASHAST =32 L AFLASHASSETWFLASHAST X32  =ha
% ChUNRTRASUMETURL=3Z MHTRASNMETURL. 232 Hlra v
< >
Add Filefs)... | s, Clear File(s) | Rehesh |
Local ‘ B
| J Remote
| Expart
Rezet
Faormats ‘ Package Far “eb Player “Web Page .................... F ||ES’V Help |

A complete ligt of dl of the files that will be included for the download will be sown
in the main part of the window. Notice that asmdl symboal, like achainis shown at
the left of the name, if the file has been located correctly and can be ‘seen’ by the
OBP window thiswill be shown in blue. If the file has not been located then the
chanwill be broken and shown in red — you will need to correct this by making sure
that thefileisin the correct place and clicking on the ‘ Refresh’ button.

As part of the publishing process, Authorware will dways creste a small text
file that will have the same name as your origind piece, but an extenson of
‘aam’. Thisfileisreferred to asthe ‘mep file'. It containsthe names of al

* L of thefiles referred to in the main part of thiswindow and in fact is the file
referred to within the HTML code that the browser displays. Its contents are editable
in Notepad once you know what they mean.

Y ou may occasonaly need to ‘Add Files using the button shown. Thisis most
likey if, in your piece you have included externd media but have referred to it by
means of avariable rather than by explicitly naming it. This process displaysa
norma Windows ‘Find File didogue and you can then locate your extrafiles using
this. Thefile details will be shown in the main part of this page of the didogue
window.

If you sdlect afilein theligt, by dicking on it, the bottom part of the page will
become active.

[¥] %
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£ Source D eztination D'ezcription ~
% O NAUthonaane BYABMPEGIZ MO M\ABMPEG 32 xMO xhra

Y - ‘ResourceshblienSong.mpg AR esourcesiAlienS ong.mpg External Media
% CM U AHTRAS AP 132 METRASWAWMPE 32 =hra
% CALNHTRASBMPYIE W #32 METRASAEMPVIEW =22 =hra
% O\ SPesourcesiBuggel . swi MR esources\Buggyl . swf Esternal Media
% CAUAFLASHASSETAFLASHAST %32 . AFLASHASSETAFLASHAST %32 Xha
% CALAHTRASMNETURL %32 SHTRASMWMETURL x32 wira w
£ >
Aeld Filefs).. | Find Files... | Delate Fiiefs) Clear Filefs] | Refresh
Lacal ] wieh l |Jpload to Remote Server v

Source: |l::"-.f5‘-.wareTrainingEIS"~Fi ezourceshilienS ong.mpg

-
-

[ estination: |."~F| ezourceshAlienSong. mpg

D escription: |E:-:ternal Media

Y ou can then change the Source or Destingtion of thefiles. Y ou are strongly
recommended not to make any unnecessary changes to these fields that have been set
automaticaly until you are certain what you are doing. In particular you need to pay
attention to the relative location of the files to your published piece to make sure that
the files can be located by your piece when it is running.

The mogt likely occasion that you will need to make changes here is when you have
used the ‘ Add File(s)’ option and need to set the Destination location of thefile. The
easiest way to make the setting is to ensure thet the fileisin asmilar location to one
that has been detected automaticaly and copy the same location for the extrafile.
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£ Source D eztination D'ezcription ~

% T NAuthanware BYABMPEG32. M0 \ABMPEG32 M0 Hira
Y - ‘ResourceshblienSong.mpg AR esourcesiAlienS ong.mpg External Media
% T ARTRAS WAWRMPS 32 SHTRAS AP =32 Hira
% Ch L NATRASNBMPYIE W =32 SHTRASNEMPYIE W 232 Hira
% O\ SPesourcesiBuggel . swi MR esources\Buggyl . swf Esternal Media
% O AFLASHASSETWFLASHAST =32 AFLASHASSETWFLASHAST X32  Hha
% O ARTRASMNETURL.®3Z SHTRASWMETURL %32 =hra b
< >
Add File(s]. . Fird Files... | Delete File(z) Clear File(z) Refrezh
Local Wieb l Ilpload to Remote Server v

[v Include with simpled. aam

PUT: |Hesuurces'& J |.i‘-.lien51:ung.mpg
Platform: | win - [~ Preempt | OnDemand [~ Recycle [ MacBinam

Similar advice gppliesto the ‘Web' tab for a selected file,

Generally the automatic process correctly setsthese values. There are however a
couple of tipsthat might help in making the piece play better over the web.

Thefirg reatesto the ‘Recycle option. Generaly speaking the browser cachesfiles
that are downloaded for playing. It cannot however do thisfor filesthet are
downloaded by the Authorware plug-in asthisis a separate application, the default
behaviour isthat extrafiles, induding mediaand Xtrafiles are actualy deleted by the
plug-in once the piece is completed. If you select afile and click in the *Recycle
option the file is downloaded but is not deleted after use, it can then be re-used when
the piece is played again, saving possibly consderable download time.

The second relates to the ‘ Preempt’ option. This effectively worksin the opposite
way to the ‘Recycle option. If thisis sdlected then the file will always be

downloaded from the server even if it exists on the users machine. This might be
particularly useful if thefileis onethat is updated regularly at a centra location.

The*OnDemand’ option should normally be left selected; thiswill cause thefileto
only be downloaded when the piece needsiit.
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Libraries

A library isafilethat is separate from but related to your gpplication, it is used to hold
adngle ingtance of an icon that you actualy need to usein many places within the
goplication.

There are two main benefits of this. The fird isthat the file Sze of the application can
be subgtantialy reduced, a bitmap for example can be amegabytein szeand if itisto
be used in severd places the size of the gpplication would be substantially increased
for eech u If the sameimageiskept in alibrary then theinitid fileis saved once
and aseries of links are etablished. Each of theselinksisjust afew bytesin sze
giving aconsderable saving each time that the image is used.

The second benefit is that the content of the library can then be re-used for multiple
goplications. A good example of this might be a gplash screen containing alogo and
some copyright information that would then be used in every gpplication that you
produce. If acdculation is attached to an icon beforeit is placed in alibrary then the
caculaion will dso beincluded in every ingtance of the use of the icon.

Note that when you use alibrary icon in your file while you can move the location of
the contents you will not be able to add or change anything indde the icon in the
gpplication. To make changes you will need to change the icon within the library.

To create alibrary, first save your

=1 ariables . araphics.a6l application as normal, and then click
=1 Cicle » T Fle— New - L|_brary. _A second,
& Title Link] lcon ] Color_| -+ small window will be displayed

: indde the Authorware window.

& faw % e Lo This represents a separate file that
you will need to save a some stage, you can give the library file any rdevant name

that you want and save it in any file location that you wish. Remember that the

library file will need to be available to the gpplication when you package and ddliver

it (unless you use the package libraries interndly option).

To add anicon into the library you can just creete it as norma within your goplication
and then drag it from the norma flow line into the library. You could dso drag an
icon directly into the library window and then double click on t to edit and nameit as
required.

To use anicon fromthelibrary just drag it from the library and place it in the required
place on the flow line.

Note that the title of any library icon on the flow line will be displayed in itaics so
that you know that it isalibrary icon.

Y ou can have severd (up to seven) libraries associated with a single gpplication.

If you want to share alibrary with other devel opers across a network then the library
must bein alocation on the network that is shared and the first user of the library
must ‘lock’ the library so that other users can see it but not make changesto it, thisis
done by clicking on the smdl icon of apencil a the top of the library window, a
warning message will be displayed to indicate that the file has been locked.
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Models

A modd differsfrom alibrary in a least three ways.

While alibrary can contain only individua icons amodd will dmost aways
contain severd, (or even many) icons.

Libraries are redly containers for content, images or text while models usudly
contain structure.

Crucidly, librarieswill contain the actud icons and the main file will contain
links to them while amodd is physcaly imported into the main piece and forms
part of that piece.

To creste amodd, build the structure
within your piece asnormd. Make sure
Level2 ¥ that the structure is contained within a

i Perps

Perp/ars Map icon and give the Map icon aname
Perpslnt Qi that isindicative of whet it contains. In
R Lk . . .
: Help this example we have amap containing
Iff Glossary some buttons that are perpetua and will
I be available throughout the whole piece,

giving access to aquit, help and glossary
sructure. Once you have this structure
working properly agreat ded of time can
be saved by re-using it rather than by
having to re-build it for every piece that you develop.

Saving the model can be done in two different ways:

Y ou can then dlick File— Save As Mode and navigate to the Knowledge
Objects folder within your Authorware 6 folder (where Authorwareis =
actudly ingdled, not where you keep your working files). If afolder

cdled ‘Modd Pdette exists, save your mode in there with the name that

you have chosen. If thisfolder does not exist you are recommended to creste it
and save the modd there.

[}

Hold down the * Ctrl’ key and press ‘3’ on the number keys across the top of your
keyboard. A new floating paette will appear, thiswill be empty at the moment.

To populate this pa ette with your model, smply drag the map icon 1.8
containing the modd and drop it on the palette. That model will then be
avalablein dl of your future developments.

To utilise the modd in a piece that you are developing you can just drag and drop the
modd from the paette onto the flow line within your piece as you want. Holding the

mouse pointer over theicon will cause its name to appear o you know what the icon
does.

Y ou might have severd modd s that you will use many timesin the same piece, for
example a particular type of interaction, multiple choice question or text input, you
can save dl of these on the mode palette and insart them into your application as

often as you wish.
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Y ou can even organise the modd paette to contain different types of models. The
contents of this palette are actudly contained within the folder ‘Mode Pdette
referred to above. Theimportant thing about thisfolder isthat it is contained within
the ‘Knowledge Objects folder. Thisisasgnificant folder in the Authorware
ingalation.

Each time that Authorware starts it scans this folder and uses the sub-folders that it
finds there to build the Knowledge Object dialogue window. If thereisafolder cdled
‘Modd Pdlette’ then thisfolder and whatever it contains is used when the devel oper
presses ‘ Ctrl — 3 to build the model palette.

If you Right-click on the mode palette you will see a drop down menu with the
names of dl of the sub-foldersin the Knowledge Objectsfolder. Clicking on any of
those will show the KO’ s on the paette instead of the modd icons that you have
created. These KO's can then be used in the same way as though you had used them
from the norma KO window.

However, you can create whatever folders you wish within the Knowledge Objects
folder and these folders will aso become available when you right-click on the Model
Pdette. Using thisit becomes easy to creste say afolder called * Interactions and
another cdled ‘Ebooks and perhaps athird called ‘ Utilities' each containing the
necessary structure to carry out these common functions.

Y ou can actudly have severd floating paettes visble a the sametime. ‘Cirl-3 will
adways gart you with the ‘Modd Paette’ but you can then right-click, select a
different category, and ‘' Ctrl-3' again.
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Appendix A

Control Keys in Authorware

Ctrl A Sdect dl of the objectsin the current window

Cirl B Display the current working icon

Ctrl C Copies selected object or text to the clipboard

Ctrl D Digplaysthe Fill Pdette

Curl F Displays the Find dialogue box

Ctrl G ‘Groups two or more objectsinto one

Ctrl Shift G ‘Ungroups grouped objectsinto their constituent parts
Ctrl | Displaysthe properties box for icon or display

Ctrl J Jumps between the display window and the flow line
CtrlK Displaysthe Colour Palette for text and objects
Ctrl L Digplays the Line Paette for thickness and style of lines
Ctrl M Displaysthe Mode palette for text and images

Ctrl N Creates aNew Application

Ctrl Alt N Create aNew Library

Ctrl O Opens an existing gpplication

Ctrl P Pauses or resumes an application

Ctrl Q Quits Authorware or stops a running gpplication

Cirl R Runs the current gpplication

Ctrl S Saves the current gpplication

Ctrl T Displays the Transition Dialogue box

Ctrl U Displays the Video preferences box

Ctrl V Pastes the contents of the clipboard

Ctrl W Closes the current application

Ctrl X Cuts the currently selected object or text to the clipboard
Ctrl Z Undoes the last operation

The most useful and important control keys have been shown in bold, athough you
may have use for dl of them at some time the bold ones are the ones that you should

expect to use frequently.

A complete lig of dl of the available keyboard shortcuts can be found in the Help file
under Keyboard Shortcuts.

Notethat holding down the‘Ctrl’ key and clicking once on thetitle bar of an
icon will display the parents and grandparents of theicon. Thisisa highly useful

function.
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Appendix B

Using Flash Objects in Authorware

These notes do not attempt to explain how to create a Flash movie, however once
such amovie has been created it can be inserted into and controlled with an
Authorware application.

To amply insert aHash movie dlick on ‘ Insart — Media— FHash' and then browse to
find the movie file— within Authorware verson 6 the Hash movie must have been
saved as Flash version 5 or ealier.

Thiswill then insert on the flow lineaHash icon. If you do nothing else then the
movie will be played asit is encountered in the norma running of the piece. You can
use a Ddlete icon to remove it from the flowline, but the norma transtions will have
no effect on how the remova is carried out.

a = @ To a_ctudly c_ontrol the
movie you will need to
Level2 | either have created the
necessary controls within
i Buday the Hash movie itsdlf
=1 MetPreload (which is beyond the
@Flash Controls _l E;'J':E ;?Jpga:f i;csﬁlzﬁ)t;e?r of

] screenbmp

S ——=

T 1 play controls from within the
Zoomln = i
* %I_ . _*J b ouzeD owni[Cursory <> prda Authorware prece.

Hereisan example of an
Authorware control
structure that can control a
Flash movie, displayed in
anicon caled ‘Buggy’.
Notice that you actudly place the Flash movie before the control structure on the

flowline,

The NetPreload icon is Smply there to ensure that the Next part of the pieceis
downloaded in the background, to the users computer while they are marvelling at the
intricacies of the Flash movie that they are waiching.

The Flash movieis controlled by changing its properties in response to the user
clicking on the buttons attached to the ‘Fash Controls Interaction icon.

There are many of these properties and afull list can be found in the help system that
is copied to your computer when Authorwareisingdled. (Actudly this section of
help is separate from the normda Authorware help. Thefiles can befound in
‘Program FilesMacromedia\A uthorware 6\xtras\HashAsset\Help').

As an example of how these properties are used, lets consider the two controls ‘ pause
and ‘play’. When the user clicks on ether of these controls asimple piece of codeis
executed in the Calc icons below the button responses.

The*play’ icon containsthis:
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if GetSpriteProperty(@"Buggy”, #playing) = FALSE then
Cell Sprite(@"Bugay", #play)
end if
Thisfirst checksto see what the current State of the #playing property is. If itis
FALSE, then the Cdl Sprite() function is used to sart the movie playing.

The ‘pause’ icon Smply doesthe reverse:

if GetSpriteProperty(@"Buggy”, #playing) then
Cdl Sprite(@"Buggy", #stop)
end if
If the Satus of the #playing property is TRUE (you don't actualy need to use the
comparison in this situation), then the Cal Sprite() function is used to stop the movie,

To zoom in on the movie (make it appear larger) the Zoomin icon uses the following
code:

percent:=percent+10
SetlconProperty(@"Buggy”, #scde, percent)

Seeif you can figure out how to zoom out on the movie — make it appear smaller.
Remember that you don’t want it to zoom out beyond zero percent.

When the movieisfira placed on the flow line it will dways appear in the centre of

the screen at some default size. 'Y ou can change both its position and size directly by
running the piece up until the Flash movie appears then press‘ Cirl — P on the
keyboard. The piece will pause and by clicking on the movie you can sdect it, drag it
to adifferent part of the screen or use the standard Windows type grab handles around
the movie to dter itsinitid Sze.

Note that by using the property controls as outlined above you will not make the on
screen Size of the movie change. Al that you will be doing is making the appearance
of the objects within the Hash movie change 9ze. Thisis quite useful asif you have a
graphic frame around the movie, it will remain around the movie even if you zoom in
very close.
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