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Forward

While this manual is provide free of charge you are not free to use it for any purpose. In
deed you are only permitted to use this manual for non-profit purposes (e.g. education
institutions). Also, you are required to contact me and provide information as to how and why
you are using the manual. In return | will contact you and let you know when the next version
is available. | am currently working on a new version to take into account version 4 of
Authorware. The new manual will also cover some of the more advanced techniques.

To date this manual has been used by approximately 500+ people to my knowledge. Ranging
from the general public to MSc and Ph.D. students. And in the large comments have been
very good. However, to remain a useful resource | require your comments.

Please let me know what you think of this manual, all comments help in the production of the
next version

This short course of tutorials only scratched the surface of Authorware. There are many
useful features are not been demonstrated. However, after completing the tutorials in this
booklet, you should now have an appreciation of what Authorware is capable of. You should
also be able to use Authorware to build quite complex applications, involving many different
types of interactions.

Following on from this booklet, an extended set of notes has been created. These additional
tutorials take you thought some of the more advanced facilities available within Authorware.

I hope that you enjoy this set of tutorials and that you don’t have too many problems working
through them. If you have time | would appreciate any comments on this document and the
software.

Kind regards,

Spencer Hudson

spencer@ideasmerchant.com
www.ldeasMerchant.com

Macromedia Authorware Copyright © 1997-2000
authorware-beginners-vla.doc 2 of 82 Spencer Hudson



Contents:

FORWIARD ...ttt sttt sttt bbbt b e bt e s bt e s bt e s be e sb e e sbe e eb e e s bt e s bt e sbe e nbe e sbeesbeesbeesaeenneas 2
15" TUTORIAL - BUILDING A SIMPLE APPLICATION (OPENING SEQUENCE)................ 4
1) Opening Authorware ProfeSSIoNal .............oouiiiiiiiiiiiie i 5
2) Sarting a NeW apPliCaLTION, ........ceiiiiieie et bbb bbb 5
3) After Selecting @ NEW FITE. ..ooui i e 6
4) Setting up the NEewW apPIICALION. ......coiviiiieiie et sree 7
5) Placing the * display icon” on the flow [iNE! ..o 8
6) USING the “ IMOLION TCON” ......eiiiieie ettt ettt et e 9
7) USING thE Erase 100N ....ccveiitiiitieitie ettt neeas 12
8) USING the WEIT ICON......eoiiiiiiiiitie ettt bbb bbb neeas 13
9) Calculationicon - thelast thing fOr NOW...........ccoiiiiiiiiiien s 14
QUICK reVIieW Of MALEITAIS.......cvve e e et e e srae e snae e snaeesreeeees 16
[ YOUP OWIN ML ...ttt et et ettt ettt ettt e 16
2P TUTORIAL - A PASSWORD AND IDENTIFICATION SECTION .....coveveereeeieeeeieneeeaen 18
1) AQAING 8 SOUNG.....cc.veiiieiiieitie ittt sttt st sb e sb e b e sb e e sbeesbeesbeesbeesbeenbeens 19
2) Grouping together & SECtioN Of ICONS.........eiiiiiiiiie s 20
3) PassWOrd/IdentifiCatioN ..........coeeiieiiiiie e 22
4) More elegant INtErACHIONS. .........uiiiiriiiiee ittt b et e be e 28
[ YOUE OWIN TIIES L.ttt ettt et ettt ettt ettt ettt et et et et e nbe et eaee 34
S U000 0721 TP PP ETP TR 35
3"° TUTORIAL - BUILDING A SIMPLE GAME/PUZZLE........cieieeeeeeeeeeesereeersenee s 36
[ YOUE OWIN TIMIE.. ettt ettt ettt e b e et b e e bttt e b e et et et et et et enne e 44
S U000 0721 PP STPURR PP 44
4™ TUTORIAL - SCORESAND HYPERTEXT HELP SYSTEM ...oovvceceeeceeecee e, 45
1) More elegant interactions - timer facility.........ccoooeeveiiine i 45
2) AHYPErteXt HEIPD SYSIEIM ...ttt sb e sbe e naeas 46
S U000 0721 YT PO E PP PPPN 56
[ YOUE OWIN TIMIE. ..ottt ettt ettt ettt ettt ettt et et ettt et et e 56
5™ TUTORIAL - ADVANCED FEATURES INVESTIGATION.......coveveieeeeeieeeeee e 57
1) Towards more intelligent interactions, a qUESLIONNAITE! ..........ccoveeiieiieiie s 57
S U010 0721 TP PP ROPS TP 72
[ YOUE OWIN TIMIE..c ettt ettt et et et e b e ettt ettt et e et e e b et enbe e 72
6" TUTORIAL - SUMMARY “WHAT NOW?” ....cooiiiiiieieeeeeeeeeee e ens s e 73
1) Variabl @S/ FUNCHONS.......couiiitiiitie ittt sttt bbb e st sb e e st e e sbeesbeesbeenreen 73
2) DEfINING TADS. ....ceteeiteeitie ittt rb e bbbt sbe e b e b sbe b b naeenneas 76
3) DEfiNING TONES.....c.veiitieitieitie bbb bbb bbbt b sneenaeas 78
4) DEfINING DULLONS. ...ttt b et sttt et et 79
S U000 072 TP P OPEPRR PR PPP 82
[ YOUE OWIN TIMIE.. ettt ettt ettt ettt e b e bttt et et et e b et et et et e 82
Macromedia Authorware Copyright © 1997-2000

authorware-beginners-vla.doc 3 of 82 Spencer Hudson



“Up and Running With
Macromedia Authorware”

This set of introductory tutorials to Authorware version 3.x will have a common theme running all
thought them. We will be creating a simple puzzle. The tutorials will cover the creation of an (1)
opening sequence; (2) a password and user identification section; (3) puzzle; (4) scores and help
system, embedding hypertext; (5) advanced features - building a questionnaire and saving to afile; (6)
summary...

1% Tutorial - Building a simple application (opening sequence)

In thistutorial some of the basic features of Authorware professional will be shown. We will be
creating the opening sequence to the puzzle application. In thistutorial we will be investigating the
use of the following icons.

Display Icon
Wait Icon

Erase Icon
Motion Icon
Calculation Icon

We will also be examining how an application is set up, including:

Default screen size
Default background colours

A brief introduction to some other Authorware features will also be given:

Importing images

Note: The operating system used to create these notes was Windows 95. Therefore screens may
differ in some ways to those that you experience. If you do have any difficulties about this or any
other matter please ask for help. This document is intended to be used in conjunction with avery
hands on and interactive tuition style - and without your active participation things will be harder.
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1) Opening Authorware Professional

Click on the Authorware professional icon.

The Authorware 3.x icon

2) Starting a new application,

Select “new” from the dialogue box. Note that the opening message box has not been shown.

B are

File Edit Data Libraries Attibutes Text Tt Help ]

W= E R E R el ) mlsle) =] 2]

2

Directories:

Cancel I

marcusZ.aiw ? 5 o
. (L] @psion Hew
[ cardwork
(1 data Metwork. _.

(da
| 1 hpcalc ha

List Files of Typpe: Dnves:
|All available ;I I =3 c: aond02abac j

DEBBIGOBIODRE
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3) After selecting a new file.

Notice the flow line is empty (but not for long)!

W Authorware

File Edit Data Libraries Attibutes Text Tt Help

[N =3 =18 S E A ] mEs) E 2]

i [Untitled]

G

= T Lewel 1

POEHE S OOIOQEE

5
I
A
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s

2
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Help is aways available within Authorware. Try accessing it from the “Help” menu. Before asking
guestions try using the help facility, and searching on keywords!
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4) Setting up the new application.

Before we can begin programming the application we heed to set up some of the applications
attributes (i.e. screen size). These options are set by opening the “File’” menu, followed by the “File
setup...” option. The following dialogue box is shown.

Do the following:
Provide the application with atitle, e.g. “First Application”
Select the “ Size” option aand select “MAC 9 (512x342)”

File Setup

File: 322K in 12 iconz, 0 vars Memory: 15 876K

Title: — Presentation Window
First Application

|

¥ Uszer Menu Bar [V Overlay Menu Bar

Fomt Mapping... Palette... |

Content Search Path:

I ¥ Title Bar
Backoground. .. I |:|
— W ait Button
Chroma Key.__ I .
Label: IEuntinue
Button Type ——————— —'When User Returns

" Resume {* Restat at Beginning

Set... | Continue

Return Effect: |Nune j|

1] I Cancel I
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5) Placing the “display icon” on the flow line!

0y i [Untitled]
The display icon T

Click on, and drag the display icon onto the flow line. A

more complete flow line is shown on the right.

Change the “untitled” label to something different (e.g.

opening title page)

To edit the contents of the “display icon” just double click

onit. Below isan example of what you will see. Notice

Lewvel 1

the little editing tools dialogue box that becomes available.
This is always opened when a display icon is opened.

& Authonware

Edit Data Librariez Attibutes Text Tw it Help
D= [ [B] ] [oefaur swie) =] [8] 7] [[d]2E7) [5]2] [2]
i3 ]

Level 1

T
Opening *indow

i Prezentation Window
File
B Opening Window
& A+
R o B ¢

PHREEENS OO NRE

5
I
o
3

z=al)

Y ou will now be able to place text, lines, circles, boxes etc. on the surface of the display icon. Of
course you will want to change the default attributes of elements (e.g. colour, font, line size and so
on). These are changed through the menus - which can bring up more tools from under both the
Attributes menu (i.e. Effects..., Lines..., Fills..., Modes..., Colours...; Bring to front, Send to back;
and so on) and the Text menu (i.e. Font, Size, Style, Alignment, Scrolling, ...).

Enter into the display icon your name and course. Also add a coloured back ground! These features
are explained at the end of this section.
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6) Using the “Motion Icon”

i [Untitled]

Level 1

Next we will move an object around the screen. However, before we ] Opening Window

can do thiswe will need an object to move. For this reason add

another display icon onto the flow line and place aball iniit - it is the Ball

ball that we will be moving around the screen.

The flowline should now look something like the one on the | eft.
Notice that | have been labelling theiconsas| go aong. The
importance of this will become more obvious as applications become

more complicated.

-
Motion Icon

We are now ready to move the ball around the screen.

Click on and drag the motion icon onto the flow line (i.e. below the ball display icon you have just

added, as instructed in the above paragraph).
Label the motion icon “Moving ball around screen”

Double click on the ball display icon and close the window (this tells the software what element it

is that we want to move).
Next double click on the mation icon.
Y ou should see something like this:

' Pregentation Window

File

Moving ball around screen E |
Drag object to destination Direct to Point
Hate
| wait Until Done ]|
" Speed Layer:l
Replay Change Type._. | Cancel |

Click on “change type”

Macromedia Authorware
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Y ou should now see the following dialogue box.

ation Type

Direct

" To Fixed Point

Direct ta Paint
" To Calculated
Point on Line

4
o

%&.ﬂ

Direct to Line

Along Path

Path ta End

" To Calculated Point

100
—+
u]

Fath ta Paint

" To Calculated
Point on Grid

y
i IK
i Cancel |

Now select “To End” as the type of motion that we want to see.

Click on the “ OK” button - please note that simple steps such as this will be assumed and
not always detailed in the instructions - use your common sense.

Learning is better achieve when you explore - if you do get stuck ask a friend or the tutor.

Next click on the circle, you will notice alittle triangle appear within the ball. This denotes both
the starting point of the motion and the type of path (i.e. straight) it will be taking.

©

Y ou will aso notice that the dialogue box has change to take into account the new type of motion.

koving ball around zcreen
Drag object to create path Path to End
Edit Path
Fe [wait Until Done -]
[ "Undo i Delete Point |
Rate Motion When TRUE:
05 |
(" Speed Layer:
i+ Time |
Heplay | Change Type._. | 1] | Cancel
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Next click on the circle and move it across the screen.

You will noticealineis drawn - thisindicates the path the ball isto take. Also, you will also
notice that at the beginning and end of the line are little triangles - more on this later.

Now press replay. You should see the ball move from the starting point to the end point. Try
playing with the Rate settings (enter any number and select time then speed to see what happens -
to begin with select 5 and time).

Now we will add another point in the line.

Click on the middle of theline. Y ou should now see three triangles!

e S

Next, click and drag the middle triangle up.

Click on reply and see the new path taken.
Now double click on the middle triangle and notice it change into a circle, aso notice the shape of
the path has changed (i.e. circles denote a curved path and triangles a straight path)

G
As many mid-points can be added to a path as you like. Try the following example and make the
ball bounce.

\/\/ &\/\/\Q

Y ou should now have aflow line that looks something like this

i [Untitled]

T Level 1
R Opening Window
=] Eal

E kowinig ball around screen

l

We can now run the application to see what it islook like. Do run an application go to the menu
and select “Try It” and then run. Notice that you could also press CTRL+R.
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7) Using the Erase Icon

Now that we can put e ements on the screen, and move them around next we need to be able to erase
them. To do thiswe use the erase icon

4 Erase Icon

The eraseicon isvery easy to use. Just add it to the flow line in the usual way. (Don't forget to
give the icon a description, e.g. “erase the ball™)

i [Untitled]

R Opening Window
=] Eal

J Faowing ball araund screen

Level 1

&3 Eraze the bal
=g

Next, open and close the icon that we want to erase. This shows Authorware which elements we
want to erase

Now double click on the eraseicon

Y ou will now see the usual application window with the ball in it

Click on the ball and it will be added to erase dialogue box

¢ Eraze the ball

Click Objectiz] to Erase

Effect: [[TMSTS—_— -] concel |
[ Prevent Cross-fade Replay |

[ Erasze All Icons Except: Hemoye

Ball

[

Notice that | have selected an erase effect
Have alook and see what other erase effects are available and what they do
Run the application now (CTRL+R) and see how things look

Macromedia Authorware Copyright © 1997-2000
authorware-beginners-vla.doc 12 of 82 Spencer Hudson



8) Using the Wait Icon

Y ou may have notice when you last ran the application that as soon as the animation had finished the
ball was erased. Their isafacility in Authorware to wait a defined period before continuing. In this
case it would alow end-users to marvel at your brilliant motion of the ball.

To make Authorware wait we use (unsurprisingly) the wait icon

]
Wait Icon

We will put the wait icon between the motion and erase icons.

B [Untitled]
%]
%]
A

B wait for users bo marvel

% Eraze the ball

Level 1
Opening Window

Ball

koving ball around screen

Now double click on the wait icon and define the wait properties

I+ Keyppress
[+ Show Button

Time Limit: I Seconds

I” Show Time Bemaining

1] 4 I Cancel |

Within the wait icon there are a number of options that can be selected. We can make the end-
user wait until: (1) they press amouse; (2) make akey press; (3) they press a button. We can also
define atime period. If we do thiswe can also put select to put alittle clock on the screen that
counts down the time

Try running the application now and see what happens
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9) Calculation icon - the last thing for now

When running the application the last time you may or may not have noticed that at the end noting
happens. The screen just stays there. | will now explain how to quit your application properly. To do
this we will need to add one final icon to the program.

E The calculation icon

Drag a calculation icon to the end of the flow line, (give it a suitable name).

i [Urtitled]

Lewvel 1
Opening Window

Ball

b oving ball around soreen
wait for uzers to marvel
Eraze the ball

Terminate applicatior|

Now double click on the icon, you will be greeted by atext entry area.

¢ Terminate application

i | =

B

As | can’'t remember what the command to quit an application | will take you through the online
assistance feature.

First, go to the menu and select Data, then Show functions, (notice the keyboard short cut
SHIFT+CTRL+F)

Mew Yariable... Shift+Chrl+H j [

Show Yariables...  Shift+Chrl+

E Show Functions...  Shift+Crrl+F

Load Funchion... ®
= [ urmber Earmat. . Level 1
Calculations. . Clrl+=

Ll?"‘-_"'ﬁ"

Macromedia Authorware Copyright © 1997-2000
authorware-beginners-vla.doc 14 of 82 Spencer Hudson



You are now greeted with alist of the different types of functions (programming commands)
available within Authorware. (I suggest that you spend some time here and investigate the
different functions available).

Functions

Category:

[General M|

Beep =
FlushkK.eys

Initialize
MediaPause
MediaPlay
MediaSeek
MoveWindow
Prezskey

PrintScreen Show lcon |
Quit hd

Description:

— Referenced By

=

=]
[Load! . Hename. .. [Inload Pazte | Done I

We want to look for an exit command, and as it happensit is on the bottom of the first list. Show
below is the information that is presented when you click on this function.

Functions

Category:
General j|

Beep B
FluzshkK.eys

Initialize

MediaPause
MediaPlay

MediaSeek
MoveWindow
Prezskey

PrintScreen Show lcon |
Quit R

Description:

Quit[option] =
Quit immediately exitz the file: O - Quit to Program Manager

or return to file if jumped to from another file. 1 - Quit to

Program Manager. 2 - Quit to DOS. For a description of the

options. zee "Authorware Reference.™

— Referenced By

-

[Load! . Hename. .. [Inlmad Paste | Done I

At this point Authorware does something really quite nice. It assumes that as you wanted to look
up the command you will want to useit. And rather than having to write down the function on a
piece of paper to then put it into the cal culation icon we have the “paste” button.

Click on the paste button, then the done button
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¢ Terminate application
Quit]option] E|
=
| o

The calculation icon has now had Quit(option) put into it, the command to terminate the
application.

Delete the word option from between the brackets, then close the dialogue box. It isimportant not
to delete the brackets, just remove the word option from between them, see below:

¢ Terminate application

Quit] | =]

=

A1 ¥

Run the application now (CTRL+R).
Notice the difference?

Quick review of materials

Run application = CTRL+R

Show functions = SHIFT+CTRL+F

Quit application = “quit()”

Motion paths: (1) triangle = straight line; (2) circles = curved lines.

Eraseicon - for quickness use ‘erase all except’ option

When the application is running press CTRL+P to pause and edit the objects on the screen!

In your own time!

Set

ting up an application:

The “Button Type” dialogue option. Within this (i.e. click on Set) you can change the look of and
interactions of default buttons within Authorware. This includes attaching sounds to buttons when
they are pressed - or even when the mouse goes over the button!

These settings can be reviewed/changed at any time.

The reason for configuring the screen size to the small 512x342 is so that you can see both the
screen being developed and the authoring tools. This will become more obvious astime
progresses.

Erase |con:

Sometimes there are a great deal of elements on the screen and selecting the “ erase al icons
except” (thosein the erase dialogue box) is a faster option.

As many elements as you like can be added to the list to be erased (or not erased). A scroll bar is
shown when there are more than can fit in the small space!

Wait Icon

The continue button and the clock counting down time left can both be moved on the screen. This
is done by pausing the application while running (CTRL+P), making the alterations and
continuing (i.e. press CTRL+P again).

It is considered good interaction practice if when using await icon a message is placed on the
screen informing the users of what is happening, (i.e. either show clock or show button).
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In General
Use the Sound Icon - it is very similar in operation to those that have already been described!

Other features of particular interest - it is strongly suggested that you should explore how these
features can be used.

O,

|
e [ [ ] EEENEN NEm

o a Y] S

Modes Colour Lines Fills

B

]

EEEEEEEEEE N
ENEEEREEEEEEREE
EEEEEEEEEEEEEEE %

e EEEEEEEEE
Tralg'ent - L EEE ﬂ]]]]]]]]]
[

i

Images can be imported and shown in Authorware via the Display 1con by a number of different
mechanisms. (1) you can use the cut and paste facility offered by the operating system; or (2) when
we are editing a Display Icon we can import afile. The following instructions show how to import an
image.

1) Open the Display icon

2) Select File, then Import... from the menu (no quick key options)

W Authorware

Edt Data Librares Attnbutes Text Tt Help
MHew File Chrl+r
Open File. .. Chrl+0

LCloze Chrl+af

Y ou will now see the importing dialogue box. Simply select the image you wish to import
and then position it on the screen

Irpart which file?
File Hame: Directories:
c:-hdataim._A\backogrnd
cloudsw9_ bmp — et E
grnstnd_bmp £ data
£5 mm_resou
£ graphics
5 backgrnd
List Files of Type: Drives: ¥ Show Preview
All available j I =) ¢: aondlZabac j | Paste I Crop Cancel
Macromedia Authorware Copyright © 1997-2000
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2" Tutorial - A Password and Identification Section

In thistutorial you will be introduced to the interaction icon. You will also build upon you experience
with the display icon.

In the previous tutorial we explored the use of the display icon, the motion icon and the wait icon.
Y ou were also asked to have alook at the sound icon. The introduction was intended to allow you to
create an opening screen to the application what we will be creating.

Below is one example of an opening sequence. In this opening sequence a sound is played, a
background image is placed on the screen, then a ball and the opening message. Finally the ball is
moved around the screen. We will now add to this the part of the application - the password and
identification section.

1.3

Level 1
Opening Ywindow

Eall

Foving ball around screen
wait for ugers to marvel
Eraze the ball

Teminate application

In this next section we will be making use of the following icons:
Sound Icon (review)
Group Icon
Interaction Icon (three types:. text, tries limit and the time limit)

Macromedia Authorware Copyright © 1997-2000
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1) Adding a sound

For those of you who have not played with the sound icon, it will now be quickly reviewed. The
sound icon is used to add a sound to the application.

The Sound Icon

Drag the sound icon to the flow line
Double click on the sound icon, you will not see the following dialogue box:

F'|,5|_|r| a =ound

Play Sound
| wait Until Done S |

Speed [# of Norm

File Hame: Directories: “
I : Im c:‘data‘imm.___\best-one -
Start Playing Whe

I burp.wav Al g eh E

eating. way £5) data Metwork._. |

b footstpz_way
funky_1_wav £5 mm_rezou

Load Sound

Cancel I

Load groan_way i ‘3 sounds

DLl | laughing. way 3 best-one
mwbummer_ wavy =
MWMaroon. way hd
List Files of Type: Drives:
All available j I =0 c: aorid02abac j

Y ou now have to select a sound file to be played, select any.
Then you will be shown the main sound icon dia ogue box:

F'|,3_|r| a zound

| wait Until Done A ~ Play Sound

* Once
Speed [% of Normal):
s :
|100 | Times
Start Playing When TRUE: " Until TRUE:
| 3 [ ] [™ After Previous Sound

Load... | Info... |

Cancel |

The main option to consider at this moment is the drop down box that says “Wait Until Done”.
This says that the application will wait until the sound file is played before continuing onto the
next icon on the flow line. It is suggested that you change this option to “concurrent”.

If you decided to load a different sound file select the “Load” button.

Note only wave files can be played with the sound icon. MIDI files are accessed a different way.

So now everyone should be at the same point!
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2) Grouping together a section of icons

Before we begin using the Interaction icon it is useful/essential to know how to group icons together.

We will practice this operation on the introduction set of icons.

-
The group icon

On the screen your application should now look something like the picture

on theleft. | have made afew changes to the application and you should
update yours to.

I have imported an image an placed it in the Background display icon
The application details display icon just contains details no graphics!
These elements have been separated so that | can do individual erases

on the elements. Also so that | can leave the background visible for the

whole application (i.e. never erase it)

We are now going to group together al the icons (except the terminate
icon) .

i [Untitled]
Level 1
Flay a zound

Backaground

Application Detailz

Ball

kaving ball around zcreen
wait for uzers to marvel
Eraze the ball

Terminate application

First, highlight/select all the icons, this can be done in a number of ways. Thefirst oneto be
demonstrated is the “mouse box”. Thisiswhere you click at the top left and hold the left button

down, then drag the box so that it covers all the icons you want.

The second method and possibly easier oneisto click on eachiconin
the shift button. Both methods result in the icons being highlighted.

i [Untitled] % [Untitled]
: Lewvel 1 Lewel 1
Play alzound Play a zound
|
Backgound Background

|
Applicition Details
|

Ball !

+ [+ B+ =+ =+

|
Moving ball around screen

=
=
5

|
wait fok users to marvel
|

Eraze the bal

Terminate application

First method Result

e

turn whilst holding down

Application Detailz

Ball

koving ball around screen
wait for users to marvel
Eraze the ball

Terminate application

Now press CTRL+G, this tells the computer to group together all the selected iconsinto one.
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Y ou should now see the following:

& tut-1.a%wm

& 3 Lewvel 1
=

Et:l Teminate application

Give the Group icon atitle, e.g. “Opening Sequence”.
If you want to re-examine the icons that have disappeared into the group icon just double click on
it, You will then see some think like:

=

File Edit Data Librariezs Attibutes Text Tt Help

DS[E] R | AR mERE
= H

El I3 Uniitied]

i Openning Sequence

Level 1 Level 2
B Openning Sequence Play a zound
Teminate application Backaground

Application Detailz
Eall
taving ball around screen

wait for uzers ko marvel

Eraze the ball

z
-
=]
&
@
=

Notice how the flow lineis now alot less complicated. Also how the flow lineis“Level 1" and
the group icon is“Level 2".
The Authorware windows (i.e. “tut-1.a3w” and “Opening sequence”) can be moved around and
sized on the screen as you wish.
Aswell as grouping icons together you can aso drag a group icon to the flow line and then fill it.
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3) Password/ldentification

You are al familiar with a password system and that is what we will be building next, asimple
password system. To do this we will make use of the interaction icon.

E?> The Interaction Icon

Drag an interaction icon to the flow line:

Level 1
Opening Seguence

»

Terminate application

Don't forget to give it atitle (e.g. “password”)

With our password system their will be three options: (1) get it right; (2) get it wrong; and (3) try
again.

If the end-user uses the correct password then they will progress onto the next part of the
application.

If they get it wrong they will be allowed two more attempts.

If they fail to enter the correct password an error message will be displayed and then the program
will exit.

First we will deal will the correct password!
Drag a group icon to the right of the interaction icon (X marks the spot!):
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Y ou will now see something like this:

# Authonware

File Edit Data Libraries Attributes Text T lt Help

o 2] [sE]E) ZE 2]

B = =T E R RS )

Bl 5 -2 a3w

T Lewvel 1
Opening Sequence
E ; " Text Entry
» Password 1 2z Hot Spot " Keypress
T Untitled 2 Hot Dbject " Tries Limit
EE " " Target Area " Time Limit

. L B  Pull-down Menu
Terminate application
= (" Conditional (1] 4 I Cancel

&
~
=l
<&
)
=1
=

We now have to tell the computer what type of an interaction we would like to have. Of course,
we want to get a password, therefor itisa“Text Entry”.

Select the “Text Entry” option

Notice the little icon that appear above the group icon and to the left of the “ Text Entry” optionin
the dialogue box above. These are the quick reference icons - Authorwareis avery visually
orientated development environment.

k. " Text Entiy

Y ou should now be looking at something like this:

W k-2 23w

Level 1

| Intitle:

Terminate application

The “Untitled” label iswhere the actual password goes, for my examples | am going to use the
word stick as the password. Give your group icon atitle now - i.e. select your password.

Now we will |et the program know that thisis a correct option. To do this double click on the
small icon above the group icon you have just placed (circle marks the spot this time):

£ swu:uru:l )i

=
k... L
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Y ou will now see the following dialogue box, change the options to match this box (i.e. select
“Correct Response” and “Exit Interaction”):

Text Entre Responze Options

Match IF Uszer Enters:
Isti-::k

Match At Least I Words

[ Incremental M atching

lgnore
[ Capitalization [¥ Extra Punctuation
[ All Spaces v Extra Words v Word Order
Eraze Feedback:
| On Exit 7
Change Type... I | 1] 4 I |Eune-::t Hezponse j|
OK - Edit Map |~ cancel | [Exit Interaction B

Y ou will now see something like this:

k-2 83w

Level 1

Paszwiord
k... =3

+ ghick,

|§Terminate anolication

Notice how since changing the dialogue box entry from “Try Again” to “Exit Interaction” the flow
line has changed accordingly. Astime passes and you practice and experiment with Authorware
you will be able to read the flow line, (top tip: use good/descriptive icon labels).

Next we will take care of al the wrong responses.

First we will take care of the incorrect responses. To do this drag a group icon to the flow line,
just to the right of the previous group icon. Namethisicon *. The* must come after the password
on the flow line, asthe * takes everything else. Things should look this now:

W hut-2 a3

Dpening Sequence

Level 1

FPazsword

B F.—F... + zhick

Terminate application

“ Make sure yours looks like this!”
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With this icon we don’t want the use to have a single go and exit, we want the end-user to have
another go. To do this double-click on the “ Response Type” icon:

Pazzwiard
6}."_ 5

E...

Y ou should now see a dialogue box like this:

i Avthonware
File Edit Data Libraries Attibutes Test Trolt Help

E [FE [ |£|\|E|¥§||

= 1] EES)] EE 2]

Text Entmy Responze Options
Match If User Enters:
Match At Least |

™ Incremental Matching

Level 1
Opening Sequence

Words
+slick,

Ignore

Terminate application

EHEEOCBI0nGE]l

|+ Capitalization

[+ Extra Punctuation

™ All Spaces ¥ Extra Words ¥ word Order
Eraze Feedback:
| On Exit i
Change Type.__ | | 1] 8 I |‘w‘mng Responze j|
OK - Edit Map | cancel |[Try Again =l

Alter the dialogue box entries to match this dialogue box. (i.e. “Wrong Response”, “Try again”).

Finally we will add the tries limit

interaction.

First, drag another group icon to the flow line, place it before the other two, like this:

i Authorware

File Edit Data Librariez Attributes  Text

Tt Help

| 3 =1 A e S )

&

Select the “ Response Type” as

AR EEE EFEE

E _ Lewvel 1
z Opening Sequence = Button r. € Text Entiy
.l Pazsword . = Hot Spot 2 Keppress
@ e Rriiiat 2 Hot Dbject "
i - = " Target Area @ ¢ Time Limit
J_ E ¢ Pull-down Menu
I?Terminate application = " Conditional oK I Cancel |

Next, double-click on the “Tries Limit” response typeicon, i.e.:

“Tries Limit”.

-
|
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Y ou should now see the following dialogue box:

B Authonsare
File Edt Data Libranes Aftnbutes Test Tt Help

ClElE) = = =]z ml=lo] (=1 (2]

7,

Jpening Sequence

.
: Pazzward . Mazimum Tries: Erase Feedback:

- T_b"'_b"' +gtir;t|EIEd ':I3 |Afler Next Entry j| b

@ n@_ _ Change Type... | | ox | |NDtJudgEd j|

<> ?Terminate application OK - Edit Map | Cancel I | Exit Interaction j| 4

&

Enter 3 for the number of maximum tries allowed at the password. Don't forget to set up the name
for theicon (eg. “3tries’).
The whole thing should now look something like this:

Lewvel 1

- Opening Sequence

F'asswu:urd
. Jhries
* * * +st||:k

Teminate application

Y ou can now run the application. However, you wont see much as you are yet to place more detail
within the group icons (i.e. the error messages and the like). We will now add appropriate
messages for each of the group icons.

First we will deal with the correct response. Double click on, and open the password group icon
(for methisisthe “stick” icon).

% Authonware
Eile Edit Data Libraies Atributes Test Tmlt Help

IIIMN@%I R E e e

Level 1

- Opening 5equence

F'asswu:uru:l .
#_} 3 tries
* * +ztick,

Terminate application

Level 2
=] Comect Answer Meszage

Wait 3 seconds

@O@Q@HEE

Asyou can see | have added a*“ Correct Answer Message” (i.e. display icon) and a“Wait 3
seconds’ (i.e. wait icon). Add these to your own application and fill them appropriately.
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Y ou should do the same for all three of the group icons (i.e. add a display icon, with appropriately
placed message and await icon).
Run the application and see how the whole thing works.
You might find it a bit annoying to have to run through the whole application just to get to the bit
you want to see running. Authorware has a special function to get around this, the start and stop
flags.

A

START

-

STOF

Simply put you place the start flag where you want the program to start running from, and the end
flag where you want it to stop (you don’t have to use aend flag if you don’t want to).

In the following picture | have placed the start flag at the beginning of the section that we have
been working during these last few exercises.

& Authonware
FEile Edt Data Libranes Attibutes Text Tmelt Help

| 3 [=1{E = B

W b2 A

AL @E]D) 3] 2]

Lewel 1

- Opening Sequence

Pazzword
#_’ 3 tries
* * + stu:k

Termminate application

@] Corect Answer Message
Wialt 3 zeconds

QO@QQH <Y

As yet we have not been using the button bar, but now | will introduce you to run and run from

flag icon.
The run icon and the run from start flag icon.

Obvioudly, the run from flag icon won't be shown unless their is aflag being used.
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4) More elegant interactions

The program as it stands works but it isn't very elegant. Indeed, it is extremely rough, therefore we
will now add some smoothing features. We will start with the main interaction icon and then work
down the flow line!
At the moment when the box comes up asking the end-user to enter their password it is assumed
that the end-user actually knows that it is a password to be entered. We will now prefix the box
with “Password:”.
First double-click on the interaction icon
Having double clicked on the interaction icon, you will be greeted with the following dialogue box:

o Avthonware

File Edit Data Librariez Attibutez Text Tt Help

= =1 A EE T R || []

azaword

[TiPauze Before Exiting
= Show, Button

Eraze Interaction:
|On Exit N

Eraze Effect:

?Terminat | Mone j|
Text Entry Options |

| OK - Edit Display |

[ OO E K E

L 1] 4 Cancel |

Click on the button “OK - Edit Display”
You will now see the customary display icon type dialogue box

1 Pregentation Window

File

Password

Copyright © 1997-2000
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Edit this display so that “Password:” appearsin front of the text entry box, e.g.

While you are here you can put a box around the whole password thing to make it stand out if you
want, (practice your Authorware drawing skills).

Next we will look at the wrong password message (i.e. the “*” group icon).

Double-click on “*” group icon. We will now tailor the error message that you should have
already set up in here. Y ou should have something like this on your screen at the moment:

i Authorware
File Edt Data Libraries Attributes Text Tt Help

I | A=IEEEES]

F tut-2 adw

1 DI

Lewvel 1
- Opening 5equence

J 3 tries T Lewel 2

F'asswu:urd
—_— ...

?J'

Teminate application

+ stu:k ] wrong password message

arr) '/ ait 3 seconds

OO0 N K E

To improve the error message we will be doing two things: (1) adding a count and using variables;
(2) tailoring the error message to the number of attempts.

Their are a number of ways to achieve the desired effect, this tutorial will only show one.

First add a calculation icon above the “Wrong password message” display icon, call it “Error
Message”

ol Oparna s ]

P - 7 Level 2
assw::ur_’ 2 hries Bl Fior message
+ stu:k

* * @] ‘wirong pazsword message

Terminate application

Wait 3 seconds

Now double-click on the new calculation icon (i.e. “error message”). Enter in the following
exactly asitis. You can of course, change the error messages and anything else once you
understand what is happening.
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¢ Errar message
wrand_passward_count =wrong_passward_caunt+1 j|
if varong_password_count =1 then

ermor_meszage ;= "1st wiohg pazsword - pleaze iy again'
elze if wrong_password_count = 2 then

eror_meszage ;= '"2nd wrong password - LAST ATTEMPT - get it nght - pleaze try again, "
end i
=

1 .

“ Be careful when copying the details from the above box!”

Y ou should be able to read through the above and work out what is happening. Basically a count
of the number of wrong passwords entered is being set up. Asthe number of wrong passwords
goes up the error message is atered appropriately.

Once you have entered the above section of code close the calculation icon dialogue box
(CTRL+F4).

When you select close, Authorware will then look at the ‘ code’ that you have just entered and
check that it understands what you are asking it to do.

Authonware

@ Save calculation changes to icon “Error meszage™?
[To bypaszs this confirmation press the Enter key on

the numernic keypad to save changes or the Ezcape
key to cancel changes_]

Ho Cancel

Select “Yes' - Authorware will now check the code. As Authorware works through the ‘ code’ it
will ook at the different variable to check that it know them. If it does not it will as you to enter
in details about them:

Copy the details in the following dialogue boxes:

M ew Wariable M ew W ariable
Mame: Iwrung_passwurd_-::uunt Hame: Iermr_mexsage
Initial value: Il] Initial value: I-m
Dezcnption: Dezcnption:

This iz the varniable that counts the ﬂ This iz the vanable that holds the ﬂ
number of wrong passwords that the tailored error messages |
end user has entered.

=] =]
1] 4 I Cancel I 1] 4 I Cancel I

Aswith the function “ Quit” that we looked up (calculation icon page 14) you can aso look up
variables.
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Go to the menu, “Data’ then “ Show Variables’, or press SHIFT+CTRL+V

W Autharware

File Edit Libraries  Afibutes Test T it Help

D=

Hew Yanable... Shift+Chil+H

Shift+Chrl+

Show W ariables...

m Show Functions... Shift+Chil+F
[ Load Function...

Level 1

[ umter Farmat....

¥
L, Calculations. .. Chil+= Bl Fror message

T

Terminate application

‘%] wirong password message

Wait 3 zeconds

HAIT

ORI e B K E

Y ou will now see the following dialogue box:

Yariahles

Category: Initial ¥alue: Current ¥ alue:

CET— [
Reforenced By

wrong_password_coun Eror message

Show lcon |
Description:

Thiz i1z the vanable that holds the taillored ermor messages.

Hew._ __ Rename.__ [¥elete Pazte | Done I

Y our category might be different. Select category, and choose the option which is the same name
asyou application. In my caseitis“tut-2.a3w".

You will then see alist of you two new variables.

It shows the Initia value that the variable is set to and the current value, (this changes as the
program isused). You can edit any of these values.

Also of interest isthe window called “ Referenced By”. This windows shows all the icons that
make use of the variable, thisis very useful for debugging programs. If you click on “Error
message” and then the “ Show Icon” button it will show you the icon in question. Y ou may find
this feature useful when developing your own applications.

Now we will make use of the “error_message” variable in the “Wrong password message” display
icon.
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Double-click on the “”wrong password message” display icon

Lewvel 2

(=1 Emnor mezzage

] wrong pazsword message

HAIT|

Wait 3 zeconds

We will now change the current message to be the “error_message”. Displaying avariablein
Authorware is very simple, you just place the name of the variable in atext element surrounded by
curly brackets (i.e. “{error_message}” ).

Things should now ook like this:

i Presentation ‘Window

File

ng pazsword me.__

i EIEEE

~p
»

"YEntryText}" is the wrong password

ferror_message}

Before we go on, we should check the position of the error message and the button for the pause.
Run the application and enter an incorrect password.

Press CTRL+P when you get the error message up!

| have assumed that you have configured the wait icon as follows:

Wait Options

Wait For

v K.eppress
[¥ Show Button

Time Limit: I Seconds

[T |5how Time Bemaimng

| 1] I Cancel |
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Y ou should now have something like this on your screen:

% Presentation Window

File

Spencer R.

Password: letmein
"letmein" is the wrong password &

15t wrong password - please try again

“ Be careful to select an appropriate background!”

Press CTRL+P to pause the application, and now move the elements around on the screen. | have
moved the “ Continue” button to be at the bottom middle!

Already the program is alot more end-user friendly - just by simply creating more useful error
messages.

Having see the error message it should be erased. So now add an erase icon after the wait icon
that removes the error message.

Lewvel 2

=1 Eror message

=] ‘wrong password message

HAIT|

E% Erase enor message
&

Wwiat 3 zeconds

Don't forget to give the erase icon an appropriate label.

Run the application NOW.

If you see room for any visual improvements make them as you go along, (i.e. CTRL+P and: move
the elements around the screen; give then a different effect, colour... )
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In

your own time:

In genera

Th

Examine the “File Setup” option, how many icons have you used (icons used so far: ), you
have a maximum of 50 with Authorware Working Model.

Notice how big the fileis (current size: ). Now save the file and compressit and go
back to the “File Setup” menu and see how big the file is now (new compressed size: ).
Do you notice any difference? Thisis one of Authorware’'s more annoying features - you have to
opt to compress the file, it is not done by default when you save it, so keep an eye on you file size.

Colour code you icons with: It's located at the bottom of the icon/tool bar. To use these
colours just select the icons that you want to give a colour then click on acolour! Couldn’'t be
easier!

e Sound Icon

Experiment with the “Wait Until Done”, “Concurrent”, and “Perpetual” settings. Note the
perpetua setting will only work if you have “Play Sound” options set. For example if you select
“perpetual” and “Until True” the sound will continually play!

Look under the “Data’, “Load Functions” for instructions on how to play aMIDI file. Thisis not
asimple operation and you will require the use of acalculationicon! Ask for more details.

Calculation |con and variables

Experiment with the error messages and the number of tries. See what different combinations of
messages can be made.

Don't limit your self to using variables in the error message - where else can you use them?
Rather than using the calculation icon itself you can attach a calculation to anicon. Thisway you
do not use a actual icon. To do this simply select the icon you wish to have a calculation before
and press CTRL+=. You will then see the normal calculation dialogue box. Enter in you
calculation and close as normal.

Level 2 X -~ |

Level 2

=1 Eror message

=] ‘wrong password message

HAIT|

E% Erase enor message
&

Wwiat 3 zeconds

VEerses

Y ou can now add another enhancement to the interaction by clearing the password entered by the
end-user. That is, add another calculation icon (after the erase icon which says Entry Text:=""
This will have the effect of clearing the old password from the screen.

Top tip 3: Good user interfaces are all about the little touches!

Interaction Icon

Text Entry: You can ater the format (e.g. colour, size, font) of the text being entered in the
normal ways. To do this double-click on the interaction icon, select “OK - Edit Display” and then
select the text entry box. Now apply the formatting options that you want.

Text Entry: In the text entry dialogue box their is more than just the simple one word matching
facility - you can look for case sensitive, single word in a sentence, order of words... Experiment
with these extra features and with your chosen password (try making it two or three
words/numbers)
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Time Limit Option: Similar to the “Tries Limit” option, time limit as its name suggestsis a limit
on the time available to the end user to perform an interaction. Add this to the password
interaction, set the limit to 60 seconds.

Summary

Use flags (start and stop) to control which parts of the program you wish to run.
Pause and edit screen: CTRL+P

Calculation on an Icon: CTRL+=

Using variables. {variable name} use underscore only

Group icons together with: CTRL+G

Top tip 1: use descriptive icon

Top tip 2: colour icons for identification purposes

Top tip 3: good interfaces are al about the little touches

The whole application (with the time limit) should look something like this now:

& Authorware
File Edit Data Libraries Attrbutes Test Tmelt Help

NEEN A EE ] JEEMﬁmMﬂﬂ.

A k-2 adw

Lewel1
Dpening Sequence &9 clear scieen

Pax&wurd Jtries
- B0 zeconds limit
* * * + ztick

Termninate application

Level 2

‘3 Dpening Sequence
Level 2

Flay a sound

SOEHELY CEIONRE

Backaground

Application Details
Ball

Level 2

Maving ball around zcreen

5
o)
@
3

=
=] “voutwe had 3 tries” meszage

Walt 3 zeconds

clear screen

s

wait for users to mareel

]
m

Eraze the ball

b

A Deliberate mistake has been in this application can you spot it. Run the program afew times and
seeif you can see whereit is. | will give you aclueit isto go with the interactions.
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3" Tutorial - Building a simple game/puzzle

In thistutorial we will build upon the work already done on the interaction icon. Thistime we will be
focusing upon the “hot spot” interaction type. We will be creating a simple drag and drop puzzle. In
essence their will be four shapes and the end-user will have to drag them to the correct position.

We will first have to create the pieces of our puzzle. Nothing special is required but the more
interesting the better. For simplicity | will just be using circles with number in them.
We should be starting with something like this:

T Level 2
@] Corect Answer Message

part) '/ ait 3 seconds

Add an erase icon after the wait icon to clear the screen! If you have difficulty deciding what
needs to be erased don’t select anything, just run the application. When the program arrives at
this empty icon it will pause and alow you tofill itin. Then all you haveto dois select al the
elements you want to be erased!

Now we will add out four pieces of puzzle, which are to be moved into the correct position.
Drag and drop four display icons onto the flow line, one after another. All after the wait icon.
Label them Top Left, Top Right, Bottom Left and Bottom Right. The names correspond to their
places on the puzzle.

In each of the display icons add the appropriate image for the puzzle, e.g.:

# Presentation Window
0 File
@] Corect bng
= I
@ Wailt 3 secd .- I-—.
Top Left Top Lelt ]
i = [INAE =
] TopRight H [ SE S 0
|
@] Baottom Left —-. =
=] Battomn Righ ] I-.
- % o
'--l—i-l--l—inJ (8]

If you are copying my example, don’t forget to align the number within the circle (align dialogue
box: CTRL+H).

Create the other three pieces of the puzzle in asimilar way and arrange them horizontally across
the page.
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So you should now have something that looks like this:

Level 2

Wait 3 seconds
clear screen
Top Left

Top Right
Bottam Left

Battom Right

When | run the applications (notice | have set my flags), | get the following screen. Note, it is
built up from the four separate display icons showing they different pieces of the puzzle.

i Presentation ‘Window

File

v 2 3

Now that all the pieces of the puzzle are ready to start building the actual puzzle part of the
application.

Drag ainteraction icon just below the last puzzle piece, label it “game”.

Next drag adisplay icon to the flow line, and select “target ared’ as the interaction type.

= {* Target Area

Label the display icon TL, for top left.

Do this three more times, once for each of the other puzzle pieces.

Label each of the display icons TR, BL BR respectively.

Finally add one more display icon, and label it wrong place (wrong response).
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Y ou should now have something like this:

Level 2
Cormect Anawer Meszage

Wait 3 seconds
clear screen
Top Left

Top Right
Bottomn Left

Bottam Right

Game | :Pﬁ
%>_ e ke Rk m___*
L3 .4 " L3 L3 +EL
B B B B & +BR
- Lo L L ='wirong Place

To help people with the puzzle we will set up the board where the pieces will go.

Double click interaction icon and select “OK - Edit display”

Set the display to look like this (note: | have added the two lines which are crossed, thus creating
four areas within which the object can be placed, thisis to aid end-user position their puzzle
pieces):

Top tip: to move atarget click on the boarder (i.e. dotted line), to size atarget area click on thellilt
boxed on the boarder lines.

W Prezentation Window

We will now go through each of the icons and configuring target areas to respective objects.
Providing the flags are in the correct place, run the application!
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You will eventually see this screen. On this screen Authorware is asking use to identify the object
that is associated with the “TL" target area.
To associate them together simply click on the top left object.

F Presentation Window
Target &rea Options
Drag object to the target position: Mone [Chick an object]
Title: ITL [ Perpetual
|Leave at Destination j| Position & Size... |
[" Match Any Dbject
Active If TRUE: Eraze Feedback:
@ @ I |After Mext Entry j|
Change Type... I | 1].4 I |Eurrect Response j|
OK - Edit Display | Cancel | [Try Again =
allm

As shown in the next picture, when you do associate the two together the “ Target Area” moves.
Move it back to the top left!

| zertation Window T arget Area O ptions
File Drag object to the target position: Top Left
Title: [ Perpetual
|Leave at Destination j| Position & Size... I
[" Match Any Object
Active IF TRHUE: Eraze Feedback:
I |.Mtel Mext Entry j|
< Change Type... | | 0K I |Eunecl Response j|
OK - Edit Display | Cancel |[Tiy Again =
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Having moved the target area back things should look like this:

2 (3 (e

Do-O0--0
-H_ E
! L
m} i O
[ . m
|- -
Oo--0--10

Repeat the process for pieces 2, 3, and 4.

For the “Wrong place’ target area we do something a bit different.

The following dialogue box contains all the details. Thingsto note are: (1) “Put Back” that is if
an object is placed in the wrong place it is put back to its original place; (2) “Wrong Response

||:|h| s

Title: I"-'l"lﬂng Place [ Perpetual
|j| Poszition & Size__. |

¥ Match Any Object

Active If TRUE: Erase Feedback:

I |A.fter Mext Entry j|
Change Type... | | 1] 4 I |'w'mng Reszponse j|
OK - Edit Display | Cancel | [Tiy Again E

Next we will put appropriate messages in each of the display icons, e.g.:
TL ~ Top left: position the word “OK” just next to the top left box
TR ~ Top right: position the word “OK” just next to the top right box
BL ~ Bottom left: position the word “OK” just next to the bottom left box
BR~ Bottom right : position the word “OK” just next to the bottom right box
Wrong place: position the words “wrong place” somewhere on the screen

Lewvel 2

Wait 3 zeconds
clear zoreen
Top Left

Top Right These display icons
Bottarn Left

Buottarn Right

AllCarrectk atched
+TL
+TH
+BL
+BH

Ak
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The following two pictures shown what the feedback message (when the application is running)
should look like. These are the messages that you have just placed in the display icons:

@ ®eoe o @
« @ @ e

try again!

Correctly placed puzzle piece A piece placed in the wrong place

Run the application now, you will notice that their isno exit. That is, even after placing all the
piece of the puzzle in the correct place nothing happens.

We will not add afinal icon to the puzzle that will permit exiting of this part of the application.
Drag and drop a group icon to the interaction icon, place it before all the other icons.

Giveit a“Conditional” response type:

Y ou will now see the following dialogue box:

Conditiohal Dptions
Match If TRUE: I™ Perpetual
[
Auto-match: Eraze Feedback:
|I]H j| |After Mext Entrp j|
Change Type._ .. | | (1] 4 I |Nut Judged j|
OK - Edit Map | cancel |[Try Again B

We want to “Match if TRUE” that all the pieces of the puzzle have been put in place. Authorware
provide a special variable for the.
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Asyou may remember we can search for variables:

W Authorware

File Edit Libraries  Afhibutes Text To
m | Hew Yanable... Shift+Chrl+M

Show Yanables...  Shift+Chl+

Show Functions... Shift+Chil+F
Load Function. ..

[ umber Barmat..

Calculations. .. Chil+=

Open the “Show Variable” dialogue box and search for AllCorrectMatched. Paste thisinto the
“Match IF TRUE”. AllCorrectMatched is a special Authorware variable that checks that all the
“correct” elements are true.

Copy the details from the “ Conditional Options’ dialogue box below:

Conditional O |'|‘|':E: ]
Comrect Anzwer Meszage ™ ko shon
w3 . Match If TRUE: I Perpetual
Al @ seeengs I AlICormectM atched
clear screen
Auto-match: Eraze Feedbhack:
Top Left
" | When True j| |After Mext Entry j|
Top Right
Change Type... | | 1].4 | |Nut.ludged j|
Bottom Left -
_ OK - Edit Map | Cancel | |Exit Interaction j|
Bottom Right
Game |
T—R—R—R—R--- -+ :Pﬁ
B B E R +BL =
E‘J L L +BR -
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Y ou should now have a flow line that looks like:

Level 2
Comect Anawer Mezzage

Wait 3 zeconds
clear screen
Top Left

Top Right
Bottomn Left

Boattarn Right

AllCarrecthd atg
+TL

HHU

One last thing is now left to do, and that is to give an appropriate feedback message when the
puzzle is completed.

Double-click on the “ AllCorrectMatched” group icon and add the usual icons (i.e. erase, display,
wait, erase icons).

The application should now look something like this:

Game

4|

b2 adw
* Lewvel 1 Lewvel 2
Opening Sequence Correct Snswer Message
Wwait 3 seconds
F'asswu:urd + gick
3 tries clear screen
EEI zeconds limit
Top Left
Terminate appllcatu:un Top Right
Bottom Left

@ slComectatched ] Eattom Right

Level 3 +
AllCorrecthd atg
&3 clear soreen Game ST

"Puzzle Completed” meszage E * * * *J :gﬁ
Walt 3 seconds +BR

Al

Notes
The deliberate error from the first set of exercises has been corrected in this picture. The error was
to do with the number of attempts that could be made at the password. The error was that only
two attempts could be made, this was because the “ Tries Limit” option was positioned before the
“Text Entry” response option.
Always be very careful when positioning your interaction types.
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In your own time

In General
Examine the “File Setup” option, how many icons have you used (icons used so far: ), you
have a maximum of 50 with Authorware Working Model.
Notice how big the fileis (current size: ). Now save the file and compressit and go
back to the “File Setup” menu and see how big the file is now (new compressed size: ).
Do you notice any difference? Thisis one of Authorware’'s more annoying features - you have to
opt to compress the file, it is not done by default when you save it, so keep an eye on you file size.

Calculations
Add acalculation that keeps track of the number of times it takes the end-user to place all the
pieces of the puzzle, (this needs to be done for the next tutoria).

Interaction Icons
Target Area: Experiment with the “Put back”, “Leave at destination”, and “ Snap to centre’
options. See what effects you can get. Also, experiment with the “Position & Size...” button, you
can define precisely how large and where atarget areais. By using both of these featuresit is
possible to create very accurate target area interactions.
TriesLimit and or Time Limit: With the puzzle we can add atries limit and or atime limit to the
interaction - experiment with these!

Summary

Align elements. CTRL+H
Top tip: to move atarget click on the boarder (i.e. dotted line), to size atarget area click on thellilt
boxed on the boarder lines.
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4™ Tutorial - Scores and Hypertext Help System

Thistutorial will investigate two different features of Authorware. The first is a scoring mechanism,
the second is a hypertext help system. Thefirst of these is building upon work done in a previous
exercise (i.e. asimple counter variable was used to count the number of triesit took the end-user to
complete the puzzle). The second mechanism is a new Authorware command and possibly one of its
most useful.

1) More elegant interactions - timer facility

We will begin by adding atiming facility to the puzzle, this will require the addition of a couple of

calculation statements (not iconsi.e. CTRL+=).
First we will need to configure and start the timer. Authorware has a special variableto help us
with this, it is called “ SystemSeconds’. It contains the number of seconds since the computer was
started or restarted. We will use this as a counter - to do thisis very simple, we make a note of
SystemSeconds when we start the activity (e.g. 10) and then compare it to the value when we stop
the activity (e.g. 25). Take the two away from each other and we get the elapsed time (e.g. 15 sec).
To begin we will add a calculation to the Game interaction, this is where we will make a note of
the “ SystemSeconds’:

Game +$.:I_E:::rrectl'v1 at]
+TR
+BL —
+ER =

- Their has to be a check here ather wize the value would be
- reget each time a puzzle peice waz moved!

if Start Puzzle Time = 0 then Start Puzzle Time:=SvstemS econdd

| E

Next we will add its counter part which calculated the actual time spent doing the puzzle.
Add another calculation this time to the “ Puzzle Completed” display icon:

"Puzzle Completed'' meszage

¢ "Puzzle Completed" mes:

puzzle_time_taken: SystemSecunds =
puzzle_tlme_taken =pLizzle_time_taken-Start_Puzzle_Time
K| =

For this all to work the final step isto ater the “Puzzle Completed” display icon so that it actually
displays the time taken:

E".EEII done yvou have completed the puzzle!

Flumht:r of incorrect tries: fwrong_place}
Time taken: {puzzle_time_taken}
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Y ou should have aready setup the {wrong_place} counter. If you have not then add a calculation
(i.e. CTRL+=) to the Wrong Place icon. Enter the following calculation:

+TL
Eame +TE

+BL
+BR
Wrong Place

2) A Hypertext Help System

¢ Wwiong Place
wiong_place;=wrong_place+1

-

=

We will now add a simple hypertext help system to the application. This a contrived example and as
such won't really add much to the application. It is purely designed to show you an example of the
framework icon, and the hypertext command. Both of these tools are very useful in creating

functional applications

ﬁ] The framework icon

First of all add aframework icon to the flow line, add it in the position as shown below.

Also add a display icon.

W tut-d.a3w

i Level 1
Opening Sequence

Application Help Spstem

:I-TE]_‘ P Introduction

‘

Paszwiord + ghick,
* * * Jries

Terminate application

®

- B0 zeconds limit

Shown below are the details that | have entered into the display icon.
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Four variables have been added to the text display (i.e. { one_seen}, {two_seen}, {three_seen} and
{four_seen}), these are flags to indicate if a end-user has seen that page, (this type of feature is
considered to be end-user-friendly).

% Presentation Window

File

& €
:ﬂuurharw ye Demonstration Frogra i
jone_seen! 1) Opening screen
{rwo_seen! 2) Password
{rhree_seent 3) Scripting
{four_seenl 4) Hypertext and frameworks

Now drag another four display icons to the framework icon.
Y ou should now see aflow line like this:

& k-4 alw
T Lewvel 1
Opening Sequence

|ntroduction

.ﬁ.ppllcatlun Help Svstem D1
p2
p3
pd

F'asswcurd + gick,
Ftries
* * * * EEI zeconds limit

Terminate application

Note: If you have been checking the number of icons that you have used you will now that we
have now reached our limit of 50 icons. Therefor if we need to add anymore we will have to cut
back somewhere?

Now, add some simple text into the four display icons. Along the lines of the four subject topics:
(1) opening screen; (2) password; (3) scripting; and, (4) hypertext and frameworks.
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Their are now two things left for use to do, first we will now add the framework controls, and then we
will add the hypertext facilities.

First, lets get the framework controls to work.
Double-click on the framework icon:

pplication Help Spstem

Y ou should now see the following dia ogue box:

Framework Options

Effect Between Pages:

Mone j|

{ UK - Edit Framework :

1] 4 Cancel |

Select the button “OK - Edit Framework”
You can if you want select atransitional effect between pages, (e.g. smooth change)
Y ou should now see the Framework Dialogue box:

o but-d. 83w
7 Level 1 i Application Help System
Opening Sequence Entry: Level 1
.ﬁ.ppllcatlun Help Svstem thrnductinn & 3 T‘:r:w_e!:lfﬂn;wurk Fresw
. Mext
p2 C Y E it
i Ll
pd =
t - ||
F'asswcurd + gick, Eit: Level
Ftries
* * * * - B0 zeconds limit
Terminate application =

Basically the framework icon can be considered to be a group of navigation icons (as shown in the
diagram above on the right hand side - i.e. contained within the framework icon), which are
applied to a number of other icons. In the example what we are doing they are display icons. The
framework icon can save agreat deal of programming/effort.

In the above dialogue box on the right hand side three buttons are defined: (1) Prev; (2) Next; and,
(3) Exit. Wewill now position these on the screen.

Double-click on the button icon for the Prev button.

&= avel Framework
B _o—0
1%
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Y ou will now see;

Button Oplions
Button Hame:lﬁ Button Type —————
Optional Key[z]: I |:|
Active If TRUE: V¥ Perpetual
I Position & Size._. |
If Inactive: ™ Dim " Hide Erase Feedback:
[¥ Show as Default Button |Mter Mext Entry j|
Change Type. .. | | (1] 4 I |Nut Judged j|
OFK - Edit Havigation | Cancel | | Return j|

Notice, the button in the top right of the (Button Options) dialogue box. Thisisthe Prev button
that will be shown on the framework screen that is applied to all the other display icons. At
present the icon is drawn off the screen (thisis an error with the default positioning), therefore we
will have to manually position it.

Click on the ‘Position & Size..." button, you should now see a new diaogue box with size and
position options.

Alter the dialogue box to look like this (300x300 is within the current display icon screen size):

Fresw x| |

0K I Cancel |
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Y ou should now be able to see your Prev button, position it on the screen as shown below.

‘3 Presentation 'Window
File
Button Ophions
Button Mame: Im Button Type —————
Optional Key[s]): I I:l
Active If TRUE: ¥ Perpetual
Aurh I Poszition &k Size._.. I
HTHSEW
1) Ope If Inactive: & Dim ¢ Hide Eraze Feedback:
4 [+ Show as Default Button |Mter Mext Entry jl
2} Fas:
3} Sy Change Type... | | 1] 4 I |Nut Judged jl
4) Hyr DK - Edit Havigation | Cancel | |Hetum jl

Repeat the whole procedure for the Next button.
The Exit button, is special in as much as we will want to change the image that is the defauilt.

First double click on the Exit button , and open the dial ogue box:

Button Optionz
Button Hame:IEHit E‘BU“D" Type ———
Gox T
Optional Key[z]: I E l
Active If TRUE: v Perpetual Mere Hars
I FPosition & Size._. |
If Inactive: ™ Dim 1 Hide Eraze Feedback:
¥ Show az Default Button |After Mext Entry j|
Change Type... | | 1].4 l |Hut.ludged j|
Ok - Edit Havigation | Cancel I |Hetum j|

Now we will change the exit button from the default large one.
Click in the Button Type box:

Button Type
iz Toa
|
|
Mmrcharca
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Select the Standard Windows Button. Y ou should now see this, then select OK

Buttan Libram

Preview Description
£ Tin Wer 1.0May 2, 13595 Exit fr. Trave... =
tL Twpe: Custom _
Uorchmts Uszes: 1 il

Standard k acintozh Buttan

Type: System _

Standard Windows Checkbox
[ Exit Type: Sypstem

L)
2

-

Add... | Deleie | Edit.. | 0K | Cancel |

Now, size and position the Exit button.

Of course, we don’t know what all three buttons look like together, we now need to be able to exit
their position in relationship to each other. The next few instructions will help us to do this (note.
This procedure is very similar to that which we performed for the puzzle and the target areas).

Double-click on the interaction icon contained within the framework icon, you will see the
following dialogue box appear

b hut-4. a3w
S G Anolicat c Travel Framework
T Lewel 1 iy Application Help System
Opening Sequence I Entry: Lewvel 1 " Pause Before Exiting
" Intoduction | & Travel Framework [T [Show Button
Application Help System s Prev

Fa —

n b Hext Erase Interaction:
‘ Ei i. %17%17617 Esl [Atter Each Entry =]

mm| Eraze Effect:

Pazzword +shick Bt Level1 | None j'
b — B — ... 3 ies i
:XED seconds limit Text Entiy Options |
~ T [ 0K - Edit Display |
Terminate application 0K Cancel |
Click onthe OK - Edit Display button
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Y ou will see the familiar layout of the screen together with the three buttons, arrange them like
shown below:

W Presentation Window

File

B Travel Framework

b4 A+~
D
Yololol=

- I

= [7°

o

EDDD

T

8 e

o i

SIS I

To help layout the object | made extensive use of the Align Objectstool, and in particular: (1) align
objects horizontally; and (2) align objects spaced horizontally. Alignment is an important cue that
end-users make use of when navigating - as such interface designers need to pay close attention to it.

O
[=e o B8

D

We can now run our application help system, notice in the figure below | have added a start and stop
flag around this section. Thisisjust for speed and convenience. However, we are not yet finished,

next we will add the flags to show that you have visited a particular page. Finally, the hypertext will
be added.

A tut-4alw

Level 1
Opening Sequence

c::\

Application Help Svstem Iqtr':'du':t":'n

‘iiiii

pd

F'asswcurd + ghick,
3 tries
* * * * EEI zeconds limit

Terminate application

Using CTRL+= add a calculation to each of the display icons (i.e. p1, p2, p3, and p4) and set the
flags with appropriate values .
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Select the pl display icon,
Press CTRL +=, thus opening an empty calculation box
Show Variables = Shift+CTRL+V and paste one_seen, typein:

one_zeen="""{ =

Repeat this process for the pages p2 through p4. Thus when someone uses the application help
system they will now which pages they have seen.

Y our finished application should now be looking something like this:

r bLit-4. 3

Lewvel1
Opening 5equence

ﬂ\ Application Help Spstem Introduction

F'asswu:urd + zhick
Jtries
* * * * - B0 zeconds limit

Teminate application

The following screen shows what the application help screen looks like after a end-user has worked
through all of the slides and has returned to the main menu page.

W Prezentation Window

File

Spencer R. G. Hudson

First Application

Authorware Demonstration Frogram
1) Opening screen

* 21 Fassword

* 3) Scripting

*4) Hypertext and frameworks

= =T
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Asafina touch we will now add the hypertext element to the application. Before we can actualy add
hypertext to the application we will need to define a hypertext text style.

Go to the Text menu and select Define Styles... from the drop-down menu.

% Authorware

File Edit Data Libraries Attributes T It Help

(=3 =1 [ 2 [ i d1
HiEe b
k= i asas-aaa.aiw Style ’
o Aligrmert ¥
& o
G im| Opening Sequence =il =

F o [ =

[I;l} Application Help Swster Defi

alo=l o=l = Edit Heyigation, .
5 I e ) P

Create a hypertext text style as described below, important points. (1) Underline signifies a hyper
link; (2) cursor changes when over a hyperlink area, into a hand pointing, a user-friendly touch.

Define Styles

Default Style r |Times New Roman j|

() - sanol
[Aral 12)

[Color] [ Bold

[Lucida Sans 12] .
(System 10) I~ Italic ~ Interactivity
[(Timezs MNew Homan 14 Bold) . . e

(Times New Roman 18 Italic) = I iiin None
[Times Mew Roman 30] - ¥ Single Click
[Times Mew Homan 8] r | Superzcript j|

" Double Click

[ Text Color - ™ Curzor Within
[~ 99,998.77 Eormat... I
™ Auto Highlight

v Cursor ik

[ Mavigate To EI

;hypertext

Modify I Add Hemove Heferences, | 114 |

Having defined our hyperlink text style we can now apply it to any text within our application. | will
show you how to do it for the first one - you can then go through the application on your own.

First select aword that you which to make into a hyperlink, | will use the phrase “1) Opening
screen” from the application help screen that we have just finished creating. | will link it to its
related page (you can repeat this for each of the subsequent menu options listed.

Macromedia Authorware Copyright © 1997-2000
authorware-beginners-vla.doc 54 of 82 Spencer Hudson



First, highlight the word:
= B
Aurhorware La monsrm Hion ng Yam
{ong_seent 1) [0elEe ¥y
{rwo_seen} 2) P.:Jssword
{three_seen! 3) Scripting
{four_seent 4) Hypertext and frameworks

Y ou now define what you have highlighted as a hyperlink, to do this go to the Text menu, and
select Apply Styles

i Authorware
File Edit Data Libraies  Attibutes Twlt Help

1= =T S

Authorware Demonstration Program
Jone_seen} 1) [Slei e mag=l-y
{rwo_seen! 2) Fassword
{three_seent 3) Scripting
{four_seent 4) Hypertext and frameworks

o+

]
Size *
E i Presentation Window Style 2 _
. File glignr!'nent 3
Scroling Text
i
& Apply Styles...
Define Styles. .
S Edit Mavigation...
ol ¢
(=1
[z

Y ou will how see a selection of styles that can be applied, (in this case only one), select hypertext.

i Presentation Window

File

Introduction

% +
:ﬂ«urhorwa yg Demonstration Frogram
fone_seen! 1) (S XllleRIngddy B ]
{rwo_seen} 2) Password hypertext
{three_seen! 3) Scripting
{four_seent 4) Hypertext and fran
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Y ou will now notice that the term “ Opening screen” is underlined, as all hypertext will be asit is
defined in the style. Y ou now have to define the type of hypertext link - i.e. where the link should
go to.

' Presentation Window

File

M avigate To
— Destination —Page
¢ Recent S |Applicatiun Help System j|
" Mearby
o . - Anyehere [rtroduction

Authorware Demonstration Froy | £ Caleulate Pl
{one_seen 1) STl RSty " Search p2 -
{rwo_seent 2) Fassword

{rhvee_seen} 3) Scripting
{four_seent 4) Hyperrexrand |,

" Jump to Page Fla ¥ Word F Keyword

" Call and Return I

Cancel |

Click on the page you want the link to jump to, in this case p1.
Repest this operation for the other three options.

We now have afully functional application. Test it and ensure that it works how you think it should.
If you have any questions about how it al fits together now would be a good time to put the questions
down on paper and ask.

When selecting a flag to mark when something has happened, it isimportant to select an appropriate
marker. | used a*, can you think of something better? Remember you can always use a different font
to achieve the effect that you want, (e.g. thePictofott A B C DE FGH 1 JZ ab
cd1l1234567>1)

Summary

CTRL+H = Align Objects
CTRL+= = Can't stress enough how useful thiscommand is! The facility to be able to attach a
calculation to any icon isreally useful.

In your own time

In General
Examine the “File Setup” option, how many icons have you used (icons used so far: ), you
have a maximum of 50 with Authorware Working Model
Notice how big the fileis (current size: ). Now save the file and compressit and go
back to the “File Setup” menu and see how big the file is now (new compressed size: ).
Do you notice any difference? Thisis one of Authorware’'s more annoying features - you have to
opt to compress the file, it is not done by default when you save it, so keep an eye on you file size.
Play with the alignment tool set (i.e. display icons and CTRL+H)
Define Text Styles... Play with this command and see what combinations you can come up with.
Hypertext - this uses no extraicons
CTRL+= uses no extraicons

Framework Icon
Play with the “ Effect Between Pages’ option
Add more buttons to the framework set - e.g. ajump to, search
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5™ Tutorial - Advanced features investigation

Features to be investigated: (a) file operations - writing; (b) questionnaires and multiple inputs; (c)
multiple text entries...

1) Towards more intelligent interactions, a questionnaire!

In this the penultimate tutorial, you will be creating a questionnaire. The aim isto build on what you
have already learned (i.e. practising) and adding some new skills.

The objective of the tutorial isto create a questionnaire which asks a number of questions and then
stories them to afile. The questions are divided into two parts. (1) personal details; and (2) actua
guestions.

Personal Question - Name
- Age
- Sex
Actual Question - How would you rate your computer literacy?
- How would you rate your acceptance of and
genera attitude towards new technologies?
| am enjoying the end-user interface module.

Configure the application like:

File Setup
File: 221K in 44 icons. 17 vars Memory: 32, 260K
Title: — Prezentation Window
Questionnaire Cize: |Ha-:: 9" (512x342) j|
Font Mapping... Palette. .. | ™ Center
¥ User Menu Bar [ Overlay Menu Bar
Content Search Path: )
I ¥ Title Bar
Background._. | I:I
— W ait Button
Chroma Key._. | .
Label: IEuntinue
Button Type ———— —'When User Returns

{” Hezume (* Restart at Beginning

Set . | Continue

Return Effect: |Hnne j|

1] 4 I Cancel |

From the above dialogue box, taken from the finished application, notice how many icons and
variables have been used! Also the size of the finished application.

To begin configure the application as shown above.
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. Wewill then

Next add the appropriate icons to the flow line, as shown in the below dialogue box

work through them and add their details.

Level 1

% Opening Sequence [ |
Level 2

B Opening Sequence
] Display Fesults

HRAIT

] Eackground

=1 Start Ti
@ ar Ime

Walt a few zeconds

=1 Save Results and Exit.

Two calculations are in the Opening Sequence group. Add and configure as appropriately.

|| Background
- Making the background non-movable!
b v able@ Background' =0

| Hl

i Start Time
zer_Start_Time = SystemSeconds

K| L [

The first command movable configures an abject to be unmovable at run time (CTRL+P still works
though). The second command records the start time of the application, we will use this variable later

to calculate the total time taken by the end-user in the application.

Put any background in the Background display icon!
Configure the Display Resultsicon as shown below:

1 Prezentation Window

File

Collected Results

O b 4 F

r

Mame {user_name}

Age {user_age}

Sex fuser_sex}

Answer 1: {answer1}

Answer 2: {answerz}

Answer 3; {answer3d}
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When asked for the variable details enter O asthe Initial | [REETERIaE o
Value.

Configure the Wait icon as show:

Position the timer later, using the pause (i.e. CTRL+P)
at run time. v Keypress

[~ Show Button

Time Limit: |3 Seconds

[¥ Show Time Bemaining

Now enter in the following calculations into the Save ok I Cancel |
Results and Exit calculation icon.

e Results and E xit.

- Calaculating time zpent ]
[Jzer_total_time := SpztemSeconds - Lser_Start_Time L
- Creating the STRIMG to be wirittent bo dizk

stimg := "User ID:=" " user_name™""" user_age ™" " Tuser_sew T T answerl T T answer2 TN T User_total_time

- Defining where to save the file, teling Authonware what to save (e, STRIMG),

- and finaly adding a carage RETURM to the ling [thiz aids reading of the output file)

i&ppendE wFile o\ datahhspencerteachingssbec-hoihha. THT ", sting ™ ™ = ™ Retumn)

-Exit the program

Cuit(] £
I | H

The first calculation works out the User _total_time, thisis the total time taken by the end-user to
work through the application. Next astring is created, thisis then written to atext file. When
writing to afile the keyword Return is used to create anew line. The” are used to link text and
variables entries together.

User | D =spencer ; 25; male; 4; 4; 24.21599999999999; *
User |D: =spencer; 25; male; 2; 3; 29.15900000000001; *

Table1l Example Data

The above is an example of a set of record written to the text file. Notice how each record appears on
aseparate line (i.e. Return), and how the timeis formatted. Information of this sort can be easily
imported into either a spreadsheet or another program.

Now the hard work begins... Creating the personal details entry section.
Add agroup icon to the flow line, just below Opening Sequence group icon
Call this new group icon Personal Details

Level 1
Opening 5equence

=g
Perzonal Details

] Display Fesults

HAIT

=1 Save Results and Exit.

W'ait a few seconds

Authorware only permits one EntryText at atime. As such we can not have multiple text entry boxes
on the screen. What you will be shown next isawork around. In essence we have three Hot Spots,
what when click on allow the end-user to enter in their details, one at atime.
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First, we place a I nteraction icon on the flow line.
Then we add a Button and three Hot Spots, the flow line should look like this:

9 Perzonal Details Group

T Lewvel 2
@ Upening Sequence =¥ Perzonal Details | done
E:::E—E:::E—E:::EJ + Name

Perzonal Detailz Group e it
e

=] Dizplay Fesults %:I J +Age

Wait a few seconds -

(=1 Save Results and Exit.

¢ Personal D etails

b owabled@ Personal Details":=0| ’ﬂ
=

| P

The done button has a calculation icon beneath it, all it contains is a comment:

- Perzonal datd haz been entered| |j|
K| Kl

| will now build this up abit at atime:
First things first, the done button, configure like shown below:

'3 Presentation “indow

File
Buttan Options
Button Name: IHunE Button Type
Optional Key[z]): I done
Active If TRUE: I” Perpetual
Icuntmls_un_exit Position & Size_. I
If Inactive: ¢ Dim  Hide Erase Feedback:
[~ Show as Default Button |Mter Mext Entry jl
Change Type... | | 1] 4 I |Nut Judged jl
DK - Edit Calc | Cancel | |Exit Interaction jl
name
age
E done E o

The variable controls _on_exit defaults value should be FALSE. Also, don't forget the If Inactive
= Hide, thisdirectly linked to controls_on_exit. When the controls_on_exit variableis TRUE
the button will be shown, elseit will be hidden.
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Next we will set up the interaction icon’s display

W Prezentation Window

File

Enter Personal Details Flease. ..
(click on each area and enter details)

% - ¢
Mame: {user_name}

Age: fuser_age}

Sex {user sex}

name  {user_name)
age {user_age}
done | EE% fuser_sex}

Their are two copies of the variables being displayed. The main variable display isin the middle of
the screen. On the bottom right is a smaller copy of the variables being display - thisis for debugging
purposes.

Configuring the Name hot spot, the dialogue box should look like this:

Hot Spat O ptions

Title: InamE [ Perpetual
™ Auto Highlight
[~ Mark After Matched

Optional Key(s]: I

Achve If TRUE:
I Position & Size.__ |

Custom Cursor M atch With:
Current s{'n.. Select Eursul...l | Single-click j|
| Eraze Feedback:
|Mter MNext Entry j|
Change Type._. I | 1] 8 I |Nnt.ludged j|
DK - Edit Map | | cancel |[1iy Again B

To get to this point you will have to alter: Custom Cursor and Title.
The Hot Spot for Name should be al the way across“Name  {user_name}”, like:

Repeat this for Age and Sex.
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The Interaction dialogue box will look like:

# Prezentation Window

File

Enter Fersonal Details Flease. .
(click on each area and enter details)

name

TE (=)
done —

The screen shot above, shows clearly the Hot Spotsin relation to the Interaction icon’s variables
being displayed (i.e. name {user_name}, age {user_age}, and sex {sex}).

Now we will get the individual personal details. To get thisto work we have to marry the Hot Spots
and the EntryText areastogether. That is, when a end-user clicks on Name they then enter in their
name in roughly the same spot.

First open the Name group:

# Perzonal Detailz Group

Level 2

T
= Perzonal Detailz | dohe
D—EZZ:E—EZ:ZE—EZZZEJ + Nal’ﬂE
= +5ey
i35 Cae
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Now add an I nteraction icon
Next add a calculation icon to the I nteraction, usea TextEntry response type.

Asdiscussed above the ideais to have the TextEntry areain the same position as where the
responses are displayed.
Position the TextEntry area as shown below:

W Presentation Window

File

uzer_name=EntryT ext

if uzer_name<> "' & uger_age <> "' uger_sex <

.

then contralz_on_exit .= TRUE

I

WEE N

]

Enter the details as shown above into the Calculation icon, which is attached to the TextEntry.
Repest this process for the other two persona details.

Of course, their are differences between the three interactions. They are: (1) the position of the
TextEntry areas, these have however been shown on the previous page; (2) the calculation
“user XXXX:=EntryText” will differ for each of the three.

The application should look like this now:

b5 Al

Level 1

Opening Sequence
B Personal Details Group

] Display Fesults
@ “Wait a few seconds
=1 Save Results and Exit.

% Perzonal Details Group

Lewvel 2

| done
+Mame
+5en
+Age

' Marme
Level 3 Lewel 3 Level 3
Get Mame Get Sex Get Age
%:I « - . %:I .
— r%:l —
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Even though the application is not yet finished you should still be able to run the application. When
you run the application you will notice the effect of the Hot Spots and the TextEntry areas. If the
two areas don’'t match up use the pause facility (CTRL+P) to move things around. Also, check that
the results are saved to the file in the correct format (see Table 1 Example Data).

Having obtained the end-users personal details, next the questions are to be displayed and their
responses stored. This stage of the questionnaire is quite quick as once the first question has been
configured only minimal changes are required to create the next, (i.e. use cut and paste, followed by
minimal editing).

First add another group icon to the flow line, as shown:

Level 1
Opening Sequence

Perzanal Detailz Group
Cuestion 1
Dizplay Results

Walt a few zeconds

Save Aesults and Exit.

Open the group icon and drag a I nteraction icon to the flow line:

# Question 1
.T. Lewvel 2

6= [: Computer Literacy

=

f

The display icon attached to the Done button it a“empty”, just put something rubbishin it.
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Configure the Done button as shown below:

‘3 Prezentation Windaow
File
Button Ophionz
Button Mame: IDDHE Button Type
Optional Key[s]: I | Done
Active If TRUE: I Perpetual
I-::untmls_un_euit Pozition & Size.__ I
If Inactive: " Dim {* Hide Erase Feedback:
[T Show az Default Button |After Mext Entry jl
Change Type... | | (1] I |Nut Judged jl
OF - Edit Dizplay | Cancel I |E:h'.it Interaction jl

= o

We are again making use of the variable controls_on_exit.

Next we will add and position the five Radio Buttons. End-users will have the ability to select only
one of the five buttons. The selection is recorded in the variable answer1. The answer islater save to
the text file.

Drag a calculation icon to the flow line, next to the Done button, Iabel the calculation 1.

& Question 1

T Level 2

= [1: Computer Literacy
o—c0—* Dane

CT I

Now double-click on the Response Type button, as indicated by the circle:

& Question 1
T Level 2
6= [1: Computer Literacy

ot + Diane

1

Now we will configure the button to be a Radio Button and Position it appropriately.
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Configure the Button dialogue box to look like

Button Ophions

Button Hame:lﬁ Button Type

Optional Key[z]: I 1

Active If TRUE: I Perpetual

I-::untml_1 Poszition &k Size._ .. |

If Inactive: © Dim  Hide Erase Feedback:

[T Show az Default Button |Mter Mext Entiy j|
Change Type... [[ ok ] |Conrect Response ||
0K - Edit Cale | cancel | [Ty Again -]

Click on the Button Type
Y ou will now see the following dialogue box:

Buttan Libram

Preview Description
Standard ‘Windows Checkbos ~
1 Type: System

Standard Macintozh Checkbo
1 Type: System

Standard Windows Radio-buttan

Type: Spztem

Standard kacintozkh Badio-button
Type: System

Ll

Add... | Delete | Edit. | 0K | Cancel

Select the Radio-button, as indicated above
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Y ou dialogue box, and screen (position the radio-button as shown) should now look something

likethis:
1y Prezentation 'Window
File
Buttan Options
Button Name: ||1 Button Type
Optional Key[z]: I 1
Active If TRUE: ™ Perpetual
Icuntml_1 Position & Size._.. |
If Inactive:  Dim { Hide Eraze Feedback:
[” Show az Default Button |After Mext Entry j|
Change Type... | | 1] 4 I |Eune-::t Hezponsze j|
Ooo - - =
1o 0K - Edit Calc | Cancel | |Tr_1,- Again J|
oo o

Next enter the following details in the calculation icon:

i1 B
-- Option 1 chogen, dizable the other!
if question = FALSE then

[

question ;= TRUE --We have an answer to the guestion
anzwerl =1 - Recored the answer
contrals_on_exit = TRUE - Az we have an anzwer uzer can exit
control_2 := FALSE -- Dizable the other options

control_3 = FALSE
control_4 = FALSE
contral_5 ;= FALSE

‘A Huestion 1

Level 2

—

[1: Computer Literacy
@7" Dane

[

L |

+1

elze - |f the end-uzer dezelects their options
question := FALSE --We now don't have an answer
angdwerlt ="
controls_on_exit ;= FALSE
contral_1 := TRUE - Allows end-user to zelect an option
contral_2 := TRUE
control_3:= TRUE
control_4 := TRUE
contral_5:= TRUE
end if
I~
5l H

Repeat this calculation (with appropriate edits) for the other four Radio-buttons (details of
calculations with edits made are shown on the next page). Use cut and paste (CTRL+C and
CTRL+V respectively) to copy calculations, rather than re-type each one. Thiswill save you alot

of time, and effort debugging
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Of course, the calculations are no the same for all the calculations. The table below shows what
entries should be made for each of the other four calculation icons. Bold entries are the ones to watch,

(i.e. check that you have entered them correctly into the different question groups).

-- Option 2 chosen

if question = FALSE then
question := TRUE
answerl :=2
controls_on_exit := TRUE
control_1 := FALSE
control_3:=FALSE
control_4 := FALSE
control_5:=FALSE

else
question := FALSE
answerl ="
controls_on_exit := FALSE
control_1 := TRUE
control_2 := TRUE
control_3 := TRUE
control_4 := TRUE
control_5 := TRUE

end if

-- Option 3 chosen
if question = FALSE then

question := TRUE
answerl :=3
controls_on_exit := TRUE
control_1 := FALSE
control_2 := FALSE
control_4 := FALSE
control_5:=FALSE

else

question := FALSE
answerl ="
controls_on_exit := FALSE
control_1 := TRUE
control_2 := TRUE
control_3 := TRUE
control_4 := TRUE
control_5 := TRUE

end if

-- Option 4 chosen

if question = FALSE then
question := TRUE
answerl :=4
controls_on_exit := TRUE
control_1 := FALSE
control_2 := FALSE
control_3:=FALSE
control_5:=FALSE

else
question := FALSE
answerl ="
controls_on_exit := FALSE
control_1 := TRUE
control_2 := TRUE
control_3 := TRUE
control_4 := TRUE
control_5 := TRUE

end |

-- Option 5 chosen

if question = FALSE then
question := TRUE
answerl :=5
controls_on_exit := TRUE
control_1 := FALSE
control_2 := FALSE
control_3:=FALSE
control_4 := FALSE

else
question := FALSE
answerl ="
controls_on_exit := FALSE
control_1 := TRUE
control_2 := TRUE
control_3 := TRUE
control_4 := TRUE
control_5 := TRUE

end if

In essence, all that is happening is: (1) thefirst if is entered when the end-user selects an option. As

such it is recorded (into the answer 1 variable) and the other radio-buttons are disabled; (2) if the end-
user subsequently decided that their original choice was incorrect else takes care of it. It enables all of
the radio-buttons and resets the answer variable.

If this seems alittle confusing save two version of the program one with all of the calculations and
one without and see what the differences are. Alternatively ask for some help.

Finally, edit the I nteraction icon, that is, double-click on the interaction icon
Select Ok - Edit Display

Macromedia Authorware
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[1: Computer Literacy

[T ‘Pause Before Exiting;

E [1: Computer L

Erase Interaction:

" |Show Button

—_0— 0 —

T [on Exit -]

=]

Eraze Effect:

| Hone j|

Text Entry Options |

0K - Edit Display |

1] 4 Cancel |
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Edit the Interaction display screen to look like this:

W Prezentation Window

File

1) How wiould you rate your computer literacy?

Veary high average |t Wery
high |y
O 2 C3 C 4 b
IR b= ¢
B_| h | + I? Al:= {answerl}
) IEIEIEIE A= {answerl)
Done AJ= {answerd]

Useful tools for editing the screen are: Alignment (CTRL+H) and Modes (CTRL+M).

Much as with the personal details, on the bottom right of the screen their is a debugging variable
display box. Thisis particularly useful for check that you record the correct entries and for checking
the you don’t over write any variables.

Y ou can now run the program. Thistime you will notice that more information is written to the text
file. Of course, we are not yet finished two more questions are to be added. Thisis now very simple.
All we need to do is copy and paste Question 1 to create Question 2 and Question 3.

Copy and paste Question 1 to create Question 2 and Question 3

Lewvel 1
Opening 5equence

Perzonal Details Group
Cuestion 1

Cuestion 2

Cuestion 3

Dizplay Resulks

Walt a few seconds

Save Results and Exit.
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Special amendments to be made to Question 2 and Question 3 Step by step
First ater the Interaction display screen to contain the correct questions:

1 Prezentation Window

File

welCorme, alright
enjay

1 2

21 Howy wwould you rate your acceptance of and
general attitude towards new technologies

no opinian resistant technophobic
nat bathered

3 4 5
Al=
A=

Done Ad=

 Prezentation Window
File
21 lam enjoying the end-user interface module?
Wery high awerage [ oy very
high [y
i1 2 3 4 b
»_ A4 Al=
y lolOolo|= A=
A=
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Next, the calculations: Add a calculation icon to the start of both Question 2 and Question 3.
This sets up the variables so that they can be reused.

-~ Mo need to set the wariables up far the first question, B
Level 2 - only for all subsequent questions that make use of the vanables. L
ER  Setiing up questions )
| -- Setting up the variables g0 the questions will work!
Q: Attitude Ta I:l:umputers | Dane control_1 := TRUE -- Enable radio buttons
%) oo 1 control_2 := TRUE
2 contral_3:= TRUE
K] —| caontral_4 := TRUE
4 w | contral 5:= TRUE
l_ controls_on_esit := FALSE - Can't exit until answered!
question ;= FALSE - Can't exit until answered! o
I Iz

Examples of amendments to calculations for Question 2, itemsin bold are the changes. Similar
changes are made for the third question, (i.e. answer 3 as opposed to answer 1 or answer 2).

-- Option 2 chosen

if question = FALSE then
question := TRUE
answer2 =2
controls_on_exit := TRUE
control_1 := FALSE
control_3 := FALSE
control_4 := FALSE
control_5 := FALSE

else
question
answer2
controls_on_exit := FALSE
control_1 := TRUE
control_2 := TRUE
control_3 := TRUE
control_4 := TRUE
control_5 := TRUE

end if

= FALSE

-- Option 3 chosen

if question = FALSE then
question := TRUE
answer2 =3
controls_on_exit := TRUE
control_1 := FALSE
control_2 := FALSE
control_4 := FALSE
control_5 := FALSE

else
question
answer2
controls_on_exit := FALSE
control_1 := TRUE
control_2 := TRUE
control_3 := TRUE
control_4 := TRUE
control_5 := TRUE

end if

= FALSE

-- Option 4 chosen

if question = FALSE then
question := TRUE
answer2 =4
controls_on_exit := TRUE
control_1 := FALSE
control_2 := FALSE
control_3 := FALSE
control_5 := FALSE

else
question
answer2
controls_on_exit := FALSE
control_1 := TRUE
control_2 := TRUE
control_3 := TRUE
control_4 := TRUE
control_5 := TRUE

end |

= FALSE

Thisiswhat your application should look like now, (thisis a small selection):

Lewel 1
Opering Sequence

Perzonal Detail: Group
Luestion 1

Huestion 2

Huestion 3

Dizplay Resultz

Wit a few seconds

Save Results and Exit.

Level 2

| done
+Mame
+5ex
+hge

-- Option 5 chosen

if question = FALSE then
question := TRUE
answer2 =5
controls_on_exit := TRUE
control_1 := FALSE
control_2 := FALSE
control_3 := FALSE
control_4 := FALSE

else
question
answer2
controls_on_exit := FALSE
control_1 := TRUE
control_2 := TRUE
control_3 := TRUE
control_4 := TRUE
control_5 := TRUE

end if

= FALSE

% 0
T Lewvel 2
% [ Enmpuler theracy | .ID':'nE
—o— —_—.
| 2
= = 3 —
l,__ 4 =
—

Ef}u;

E?:l Setting up gquestions

Level 2

Attitude Tao Computers |
o—— 0 —— -
L T

Done

DO =

Ak
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Run the application now, to check that it performs how you would expect. It isimportant that you
check that the program works - and you understand what is happening.

Their are two errorsin this program - clue one isin a script, the other isamissing script. Run the
program a few times and see if you can spot it, and more importantly correct it.

Summary

CTRL+H = Align Objects

CTRL+M = Mode

CTRL+==Thisis still auseful command.

CTRL+X and CTRL+V = The standard windows 3.x Cut and Paste commands

In your own time

In General
Examine the “File Setup” option, how many icons have you used (icons used so far: ), you
have a maximum of 50 with Authorware Working Model
Notice how big the fileis (current size: ). Now save the file and compressit and go
back to the “File Setup” menu and see how big the file is now (new compressed size: ).
Do you notice any difference? Thisis one of Authorware’'s more annoying features - you have to
opt to compress the file, it is not done by default when you save it, so keep an eye on you file size.

Calculation Icon
Movable@"” stick” =0 this makes a display object unmovable, especialy useful for graphics.
Indeed you might have noticed that it is essential - as your graphics keep being moved around
when you click in the wrong place.
string experiment with outputting detailsto afile. Also see how the results can be imported into a
spreadsheet for analysis (e.g. MS Excel).

Interaction Icon
Hot Spot ~ play with the different options that are available, for example: double-click, different
cursors, auto highlight, mark after matched.
Radio-button ~ Edit the default radio button and see what effects you can create. For example,
specify that a sound is to be played when the users mouse is above the button.
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6™ Tutorial - Summary “What now?”

Authorware is on the surface a very simple application. As such, | am sure you now have an
appreciate for the types of things that you can achieve with it. Thistutorial isintended to take what
you have learned so far and show how the extended features of Authorware can make further
enhancements.

In thistutorial we will be enhancing the application that we created in tutoria five (i.e. the
guestionnaire). Asyou may remember their were a number of areas within which the application was
not a user-friendly as it could have been. Below are alist of the areas of Authorware that we will be
examining:

Show variables/functions (paste command, PresetEntry, Preload)
Defining tabs

Defining fonts

Defining buttons (Up/Down/Over/Disabl ed)

1) Variables/Functions

During our use of Authorware we have made use of both variables and functions. However, we have
not as yet explored how to best use and access these facilities. To demonstrate this | will now
introduce two new commands and one new procedure.

Editing and changing avariable. In tutorial five we asked the use to enter three. However, when
running the program the variables were not as visible as they could have been. To solve this, rather
than leave the variables blank we will now fill them with dots.

Go to the menu, and select Show Variables

W Authorware

File Edit Libraries  Afhibutes Text To
m | Hew Yanable... Shift+Chrl+M

Show Mariables...  Shift+Chrl+
E m Show Functions... Shift+Chil+F
[ Load Function. ..
[ umber Barmat..
[ Calculations. .. Chil+=
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Y ou should now see the following dia ogue box:

Yarables

Category: Initial ¥alue: Current Value:
tut-6_a3w j| I n

control_5 —1  Referenced By

controls_on Display Results
controls_on_exit Perzonal Details
question Save Heszults and Exit.

shrin

e i Ea—
uzel_name

user_sex

Uszer_Start_Time [ Show [con |

Uszer_total_time

Description:

End_szers age B

|

Mew._ . Hename.__ [¥elete Paszte | Done I

Asin above, select the name of your application from the Category box (top left).
Then select the user_age variable and define the initial value to be ... (aseries of dots).
Repeat this process for your other two personal details variables, (i.e. user_name and user_sex)

When the program runs now the variables will be much more visible. The dots make the empty
variables stand out.

1 Prezentation Window

File

Enter Fersonal Details Flease. .
iclick on each area and enter details)

MName:
Age:

Sew

age ...
done | se

Another enhancement can be made at thislevel, and that is when the end-user re-enters a variable
they have to enter the whole things from scratch at present. That isif | enter spencer as my name,
and subsequently want to enter spencer hudson, | have to re-enter the whole thing. What | really
want to do isjust add my surname. Thisis anice user-friendly touch, which can be donein
Authorware. In essence we pre-load the EntryText variable with a value.
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Open each of the personal details groups in turn and add the following calculation
Use CTRL += to attach a calculation to the interaction icon

0 Mame

i et Mame

- feature.

PresetEntry:=uger_name

- Pre-loading the EntryT ext wariable with the end-users name. =
- Thiz iz for the cases when the user decides to edit their name
- having already enteredt it. Thiz iz considerd to be a nice HCI

i

Remember, you need not
remember the exact
wording of avariable or a
function. You can aways
access them through the
menu and use the past
command.

" ariables

Category: Initial ¥alue: Current ¥alue:
Interaction j| Iu "

NumCount —1  Heferenced By

MumEntry Get Age

MumEntry2 Get Hame

MumEntmy3 Get Sex

ObjectChcked

ObjectM atched

ObjectMoved

PercentCorrect

PercentWron Show [con |
Description:

If you assign text to this variable, that text appears =
automatically in a text entry field during prezentation. The user
can add to this text, edit it, or delete it. See "Authorware
Reference” for more information.

Mew. . Hename. .

[¥elete

Paste | Done I

One other command is worth mentioning at this point, the function is called Preload. Thisfunction
will preload any icon - thisis particularly useful for large graphics. | have used the command to

preload the opening graphic:

A tut-B.adw

B ackground

Cuestion 1
Cuestion 2
Cuestion 3
Dizplay Resulks

W ait a few zeconds

Level 1

Perzonal Detailz Group

Save Hesults and Exit.

¢ Background
-- Making the background non-mowvablel
M owvablet' B ackground': =0

Ilzer_Start_Time := System

-- Preloading the large background asz it is a large file...
Preload(lconl D& E ackground'] |

Seconds

controls_on_exit ;= FALSE - Can't exit until answered|

D

|

Kl

You will also notice that | have moved some of the icons and cal culations around to make more
efficient use of the available resources (i.e. icons). Efficient and effective use of available resources
are key skill of any multimedia author!
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2) Defining tabs
Good alignment of elementsis essential to any spatial orientated product (e.g. a building, paper-

based). Intutorial five when getting the personal details from end-users tabs could have been used to

arrange variables. This process will now be explained:

Without spacing or tabs the personal details would look something like this:

Mame: . . -
ohAge o
Sew

(m] (m]

We will now define atab and position the three variables (signified by the dots).

First, open Personal Details Group, then double-click on the Per sonal Details interaction icon

and finally select OK - Edit Display

Perzanal Detail:

Level 1 _ s
Background [ Pause Before Exiting:
Perzanal Detail: Group 9 Perzonal Det I~ |Show Eutton
Question 1 T Eraze Interaction:
Lestion 4
=l Person: | On Exit j|

Question 2 »—.:u—s:::

Erase Effect:
(uestion 3 %:I % | None j|
Display Results L Text Entry Options |

W ait a few zeconds |

OK - Edit Display |

Save Aesults and Exit.

0K Cancel |

Y ou should now see something like this:

W Prezentation Window

File
“Enter P | Details Pl i
Mnier Fersanal Letalls Flease. . .

LIy - = U | | (=
Dl[l:hl:k on each area and enter details) o
0 o

PR |
D:ﬁ@%i (=

PRex !

|__e_}{_:_________--_--_--_- _________________ i

O
name ........
Oane
done
| = S
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Note: For smplicity | will now remove the hot-spots

Select the text tool (i.e. symbolised by the letter A) and click on the first hot-spot area
Y ou should now see something like this, no tabs define:

Personal Detailz

Enter Personal Details Please. . .
I:\E::Iilz:l-: on each area and enter details)

r
Mame{user_name}
Age{user_age]
Sex{user sext

Y ou will notice a line white line with ablack line running through it at the top of the text entry
area. The black lineiswhere you position the tabs. The are two types of tabs: (a) left align; and
(b) right aign

Insert atab between the :{ for each of theline. Y ou should notice alittle space inserted, we can
now create tabs

Personal Details

Enter Personal Details Please ...
EE”':k on each area and enter details)

F

Mame: {user_name}
Age {user_age}
Sex Juser sex}

First, select dl of the text

Now click on the black line, about half way along. You will notice al of the text lined up
underneath where you have just added a tab

n Y - ) ‘
ame:
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While al of the lines you wish to effect are select you may click-on and move the tab to the left
and to theright. To delete the tab move it off the end of the line (either to the left and off or the

right)

Their isasecond try of tab, right align. To create aright align tab simply click on the one we have

aready created. You will notice it change shape and the variable align up to the right

3) Defining fonts
One of the more underused features of Authorware isthe facility for defining fonts. However, this can
save adeveloper agreat deal of time and effort. Indeed, we have aready create one style of font in a
previous tutoria, i.e. Hypertext. Thisisnot the only use for defining fonts, we can use it to define
whole sets of titles that are to be used in an application. The main advantage being that if we need to
change style later on we can do this easily.

b 4

ame:

Juser_name}

{user_age}

;‘3

Below, you can seethat | have create astyle Title - Main it is suggested that you create similar

styles for your application

Define Styles

[Default Style]
Hypertext

(Bold)
[Syztem 10]

v |Arial Rounded MT BDj'
M 14 [
[ Bold

™ Italic
[ Underline
[ | Superscnpt j|

[ Text Color -
[~ 99,998 77 Eormat. .. |

Title - Main

Modify Add

Remove

Sample

— Interactivity

* None

i~ Single Click
" Double Click
" Cursor Within

= Auto Hightight

™| Cursor Maone

I” Havigate To IEI

Heferences. | ]9 I
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4) Defining buttons

One especially nice feature of Authorware is the facility to define and use your own buttons. This
enables the designer to create very interesting interactions. In this example we will create a new

default done button.

Open the Personal Details Group, and double click on the done button response type

G hut-6. a3 1 Perzonal Details Group

Level 1 T Level 2

B ackground *
= Perzonal Details | done
Perzonal Details Group ?—i:::i—i:::i—i:::i—"‘ + M ame
+5en

Question 1 JH J +hge
Cluestion 2

Button Type

Button Hame: ||l:|DrIE

Optional Key[z]: I | done

Active If TRUE: ™ Perpetual

Ic:nntmls_nn_euit Position & Size.__ I

If Inactive: © Dim  Hide Eraze Feedback:

[~ Show as Default Button |After Mext Entry jl
Change Type... | | 1] 4 l |Nut Judged jl
DK - Edit Calc | Cancel I |Exit Interaction jl

E:z: aQE ..
done E TEW ...

While we have the Button Options dialogue box open we will add a nice touch to the interaction.
Rather than making the end-user have to click on the done button, we will allow them to press enter.

To do this;

In the box - shown above - labelled Optional Key(s): type enter

Optional Key(z): Ienteﬂ
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Click on the Button Typeit is on the top right, you should now see

Buttan Libran

Preview Description

Standard ‘Windows Buttan

Standard M acintozh Button

Type: System _

Standard Windows Checkboy
[ done Type: System

L
I

Standard Macintosh Checkbox
[Jdone Type: System

Add... | Delete | Edit... |

Click onthe Add... button
Y ou should now see the flowing dialogue box

Button Editor
— State
MHormal Checked
up | =
Down ]
Over m B
Disabled | || i
Button Description: Graphic: |Nune j| Import... I
Label: |Nune j| |EEH[EI j|
Sound: |Nune j| Impurt...l Play I

[ Automatically Check (1] 4 I Cancel |

Essentially in this dialogue box you can define different looks for a button depending upon its state.
Each state can have a different graphic (i.e. change the look of the button), or a different sound
attached to it.

For each state a different graphic, label and sound can be combined to create a button. Their isalso
the facility (bottom right) to define a name for the button set.
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Below is an example of buttonsthat | have created. The normal button isthe same. The over button
has ayellow border around it. Thus when the end-user’s cursor goes over the button it gives the effect
of being highlighted.

Normal Over Down
Exit Exit | | Exit
done | done | . done

These button can be easily created in any graphics package. If you want to alter traditional buttons,
one tip here isto use the Print Screen facility to capture the look of the button from Authorware (i.e.
work thought the three different buttons, capture them and then edit them).

Here if my newly defined button, from the Button Library

done buttan

m Type: Cugtomn

Now redefine the other questions to use this button

Finally, when creating buttons you do not have to embed the label. That isyou can create blank
buttons, such as those available within Authorware. Thus when you define a button you leave the
label off and let Authorware put it on for you. Below is an example, where | have created buttons that
act astabs. No labels have been put on the buttons, thisis done by Authorware. Notice how in the
Button Editor | have selected the option Label: Show L abel together with Centre alignment (i.e. for
the button title, in this example the word “Button”).

tab selected over tab not selected tab not selected over

Button Editor
— State
Mormal Checked
Up| =
Drown E]
Over E] E]
Disabled| 7} || £

[araphic: ILlselmpDrted j [rnpart.... |

Label: IShn:nw Label j IEenter j
Sound: IN.:.ne j Impu:urt...l By |

[ Automatically Check k. I Cancel |

Buttan D escription:

Macromedia Authorware Copyright © 1997-2000
authorware-beginners-vla.doc 81 of 82 Spencer Hudson



Below is an example of how | used the ‘taby’ button that | defined. Notice that Authorware have added
the different labels onto the buttons for me.

WiorkiSpace

kHelp

Mote Book Frojects Event Log Upgradeing

Toolset(s) & Tool(s) Description

+ Infarmation Disemination =1 ... -

~ Presentation

~ YWfarkshop

~ Prasentation(s] and Workshop(s)
+ Mexus

~ Telephone Call

~ heating

~ Mews Snippet -

Add Tool

Summary

CTRL+H = Align Objects

CTRL+==Thisis till auseful command.

CTRL+X and CTRL+V = The standard windows 3.x Cut and Paste commands

PrtScr = Capture whole screen (Print screen) and CTRL+V to paste it into a graphics package
CTRL+PrtScr = Capture current window and CTRL+V to paste it into a graphics package

In your own time

Interaction Icon
Text Entry: create avalidation for the personal details entered, for example: age is a number
which is between....; nameisfrom alist of valid names, maybe read the names from afile.

Answer to last tutorials error

Thefirst error was in the Save Results and Exit calculation, it did not save the results from the
third question. The second error was to do with the first question, the variable controls on_exit
was not set to false.
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