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H duthopotikn pov epyacio ekmovidnke katd £va peydio mocooto oto Epyaotipilo
>> Multimedia connect labatory’’,kdtw and v enifieyn tov Kabnynt oL
Ap.ABavaciov I'.Mardapov,tov omoio guyoplotd ToAD yio TV ToAvTIUN fordeia Tov
pov £dmaoe og kpioipa onpeio g deEaymyng Tov TeEAMKoD amoTeAESUATOG. AKOLLO
0ého va evyopliomom tov [N'edpyro Mapakn| ,0 omoiog fjtav dimha pov kb’ 0An v
JLpKELR TOL SOVAELA Y10 TNV SMAMUOTIKY LT, Y10 VAL oL dMGeL TV Ponbeta
tov.EvkatakAéwdt 06Am va evyopiotiom 0Aovg 6Goug e Borncay yio va ¢tioytel To
TEMKO 0VTO OMOTELEGLLAL.
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IHepiinwn

Ta [Molvpéoa etvar pio amd Ti¢ TOAVGLINTNUEVES TEXVOAOYIEG TOV aPYDV TNG
dekaetiog tov 90.To evolapépov avTo lval dtkatoAoynuévo,apov ta IloAvpéca
ATOTELOVV TO GNUELD CLUVAVTNONG TEVTE UEYIA®Y BLOpMYOVIDV TG
TANPOPOPIKNG, TV TNAETIKOIVOVIDV,NAEKTPOVIK®OV EKOOCEWV,TNG Plropmyaviag audio
Kot video KaBdg Kot g Propnyaviag tng TNAEOPICNG Kot TOV KV LA TOYPApov. Mia
aVOAOYN AVOCTATOON EXEPEPE KL 1 ELPAVIOT) TNG ETICTHUNG TOV SIKTO®V
VIOAOYIOT®V o711 dgkaetian Tov 70,p€PVOVTOS O KOVTE TV TANPOPOPIKN LE TIC
TNAETIKOWV®VIEG. AVTN 1 TPOGEYYIOT] 00N YNGE GE TPOIOVTO TOV GTOYELAV GTNV AYOPdL
emyeipnoewv. Ta molvpéoa Ekavay KATL TEPIGGATEPO, SLEVPLVAV TNV AYOPE TV
TPOIOVIOV TOV TAPUTAVE® BLOUNYaVIDV TOL TAEOV GTOYEVOVY KOl GTOVS KOTAVOAMTES.

H etvoporoyia Tov ayyAtkov 6pov twv moAvpécov eival multimedia. O 6pog avtdg
amoteleiton amd dvo pépn : to Tpdhepa multi kKo v piCo media. Multi
TpoépyeTor amd TNV Aotvikn AEEN multus wov onpaivel” TloAvdpOupoc™”,
"TloAamAddc””. Media : eivar o mAinBouvtikog apBudg g Aotvikng AéEng medium
mov onuatvel “'péco’’, "kévrpo . ITo mpdspata  AEEN Gpyloe VO YPNCILOTOIEITOL
kot oG “Evduapecog 7, " Mecorafntig . Kotd cuvénela o opiopdc mov tpokuntet
etvar multimedia mov onuaiver " 'TloAlamioi Mecorapntéc’ M “'TloAlamAd Méca”".

Ta moAlvpéoa Exovv e16éABeL TAov otV KabnuepvotTa poc. Mepikés e@aployEg
TOV TOAVUEG®V £IVOL GTNV EMOYYEALATIKY| OGS KATAPTIOT),GTOV TOVPIGHO,OTIC
EMOTALES KOl YEVIKOTEPA GTNV 10TPIKN,0T TEpimTeEpa TaL Aeyoueva kiosks,oe CDs,o¢
DVDs,oto0 Internet, 6to ypogeio kot 610 omitt.

2V cvvéyela akolovBovv dvo Aoy Yo to Director. To Director dnpovpynnke amd
v etarpeio g Macromedia. Aviiket otnv kotnyopio twv Cast/Score/Scripting
paradigm gpyodeiowv kKot Tpoceépetat TO60 og TAatedpua MS Windows 660 kot og
nhatedpua Macintosh.To Director givat moAd kadd epyaieio yio v avamtuén
EPAPLOYDV TOL oTnpilovtal 6To animation aAAG VOTEPEL GTOV YEPIGUO KELLEVOL KL
oTN ONUIOVPYiK TOAOTAOK®Y SOUMV EAEYXOV TNG PONG TG TANPOPOPiaG Ao TO
xpnotm .

Xpnowonoinoa kot €y® to Macromedia Director MX2004 yio vo. kata.okevdow pio
EPAPLOYT] LOPPOTIKOD EMUTEOOV,N om0l O avaeEPETAL GE TodLd PKpNS NAKiNG Tov
®¢ an®TEPO 6KOTO Ba £xel TNV expddnomn g yeoypaeiag g EAAESOG ,m omoia
epappoy” Ba mepthapPdvel Tovg Vopovg ,ta ToTdpa ,to fouva,Tic AMpveg kot to
Mpévia. ‘Etor n epappoyn mov katackevaca Ba eival omnv ovsia Eva matyvidt to
omoio Ba &xer v popoen evog Puzzle adrd pe 0épa v F'ewypagio e EAAGSOG TO
o100 £YE1 WG ATMTEPO GTOYO TNV LOPOOOT).



L.Ta Hpoypannato Adobe Photoshop CS2 ka1 Macromedia
Director MX2004

[Tpwv Eekiviio® va Tapovstdlm TV SIMA®UOTIKY LoV gpyacio Bempd okdmIo Vo
KOV Lo YPNYOPN GLUVOTTIKY] TOPOVGIOGT TOV TPOYPUUUATOV TOV XPTCLULOTOINca
Yo TNV JEKTEPAIMON TNG STAMUATIKNG epyaciag pov. Etot ot avayvdoteg Oa
eEowkelwbovv pe 1o mepiPdiiov tov Adobe Photoshop CS2 kon pe 1o mepipdAiov Tov
Macromedia Director MX2004.

1. T\ givon To Adobe Photoshop CS2

To Adobe Photoshop CS2 &ivat éva emaryyeAlaTikd TPOYPOLLLLOL LLE TO OTTOI0 UTOPOVLLE
VoL OMILLOVPYNCOVUE AVTIKEILEVA, EIKOVEG OALA KO VO, ETEEEPYUCTOVUE YNPLOKES
EIKOVEG Y10 VO £YOVUE KOAVTEPN TTOLOTNTA EIKOVAG. 'ETot pe 10 Tpodypappa oavtod
UTOPOVLE VO TOVUE OTL EYOVE YNOLOKT ENEEEPYOCTIO POTOYPAPING OVAAOYO LE OVTO
7OV EMBVUOVUE VO KAVOLLLE.

Adobe‘Photoshoprcs2

What's Mew in Photoshop
Mew Features At & Glance
Mesy Feature Highlights

See it in Action (video clips)

Tutorials
Learn the Basics
Advanced Techniques (Online)

wiorking With What's Mew:

Al

Adabe

Ewkéva 1.1 Evcoymyikn gikovo tov Adobe PhotoshopCS2




Me to Adobe Photoshop CS2 pmopodpe va dnpovpyncovpe e0KoAo Kot oA
avtikeipeva Ta omoia dev Ba £xovv €€ 1 Kivnon. To @€ kot TV kivnon pwropovue
va v dmcovpe péca omd to Macromedia Director MX2004.

1.2 H weproyn epyacioc (The work area) tov Adobe
Photoshop CS2

Me 10 mov Ba avoiEovpe to Adobe Photoshop CS2 pag epgavilel to mepipdiiov
gpyaciog Tov T0 omoio umopovpe va dovpE 6TV KOV 1.2. XV cuvéyela mhw and
10 menu bar>File>Open—>Postcard.psd BAéne ewcdva 1.3.To mepipdArov epyaciog
tov Adobe Photoshop CS2 sivau:

1. To menu bar givau n pmépa wov €xet to File, Edit, Image ,Layer ,Select,
Filter,View, Window and Help(BAéne ewcdva 1.3 A).

2. To options bar Tpoc@épel EMAOYEC Yo TV XPNON EVOG OTOLOVONTOTE
epyareiov ko Ppioketar akpPog and kdtw ond To menu bar(PAéne ewcova 1.3
B).

3. To toolbox mepiéyet epyaieio yio v dnpovpyia v eneéepyasio eKOVOV
Bpioketat kdtm amd To options bar(PAéne swova 1.3 C).

4. To active image area gp@ovilel TV mepLoy EKTELECTG TOL OVOLYHEVOD
apyeiov. To mapdBupo mepi€yetl Tov avorypévo apyeio mov ovoudleron
document window(BAéne ewcova 1.3 H).

5. To palettes pag BonBdet va mapakorovBolpe Kot Vo TPOTOTOIOVE TIG
ewoveg(Préne ewcova 1.3 F).

6. To palette well pag Bonddet va opyavdVOLLE TO YPOUOTO GTNV TEPLOYN
epyaoiog (PAéne ewkdva 1.3 E).
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Ewova 1.2 Avorypa Adobe Photoshop CS2
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Fhotashop work area
A. Menu bar 8. Ootions bar €. Toolbox 0. Go to Bridge E. Palette well F. Palettes G. Status bar H. dctive image area

Ewéva 1.3 To wepriparrov epyacios Tov Adobe Photoshop CS2




1.3 Status bar

To status bar eivar tomroBetnpévo 610 KaT® Akpo Tov kdbe document window kot
delyvel yprolueg TAnpoeopies , dOmmwg n Tpéxwv peyébuvon ,to puéyebog tov apyeiov
K0l GOVTOUEG 00N YIEG YL TNV XPNOT| TOV dPAGTIKOD EPYOUAEIOV.

1.4 Pop-up palettes(Xponota)

Ta pop-up palettes epodialovv gvkola TV €16000 GTIC SOEGILEG EMAOYEG YiaL TIG
Bovptoeg(brushes),yla ta prolopoto(swatches),yia v kAion(gradients),yio to
oTiA(styles),ywa Ta oxédia(patterns),ylo ta eprypappoTocontours) Kot TEAOS Yo, TO
oynpoto(shapes).Mmopodpe vo KATOGKEVAGOLVLE, TPOTOTOW|GOVLE TIG POP-Up
palettes amd v aAdoyn ovOUATOG ,TNV JYPOEN TOV GTOXEI®V , TNV POPT®GN, TNV
amof1KeLoT KoL TV avTIKATAoTAoT PAodnKoV.
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Ewovo 1.4 Pop-up palettes

Kévovtag KAk oto Beddit mov deiyvel to A oty Ewdva 1.4 BAémerg v pop-up
palette. Evd kdvovtog KAk oto B otnv Ewova 1.4 BAémelg 1o pevod tov pop-up

palette.



1.5 Xyetikd ne tnv £pyoAistodnnkn kon tao gpyaieia Tov Adobe
Photoshop CS2

Ao Vv TpOTN oTLypn Tov Ba avoi&ovpe TV €QoproYn , 1 EPYAAEL0OT KN
epnpoavifetor omd Vv aplotepn pepLd e 000vnc. Mmopovpe vo LETAPEPOVIE TNV
epyarelodnkn oépvovtag v oty pndpa titAov(title bar). Mrmopovpe eniong va
deiovpe N va kpOYoLUE TNV £pyarelodnNkn amd v exthoyn windows—>tools. Mepikd
amo o epyadeio g epyarelofnkng £xovv emAoyEc, ol omoieg eppavioviot

o€ YEVIKO TTAAIC10 amd TO EPYOAEID EMAOYDOV TNG UTAPAS. AVTA TEPLEYOLV TAL
gpyoadeio To omoial LG ALPT)VOVV VAL YPTGLLOTOMGOVLLE TOV TOUTO,TNV ETIAOYN,TO
YPOUA, TNV YOO, TO OElY L, TNV £KOOGT, TNV KIvN oM, TNV oNUEl®ON Kot TNV OWT| TG
ewovag. AAla epyadela péca otV pYAAE00NK GE APNVOLV v 0ALAEELS TOL
ypouato Tov Tapdoknviov(foreground) kot Tov edvtov(background).

Toolbox overview
@ Selection tools ® Painting tools @ Annotation,
=i Rectangular = 5 Brush (B) measuring, and
Marquee (M) & Pencil (B) navigation tools
2 Elliptical Marquee (M) o =
& Single '-Iuan & E:ILLII;-'anwnt (B .j];; 'r%-tﬁs \[N] otation [N
L |‘-"|(|I='C|l:|:_"?_ |:|‘.'1:| B - v Audio Annotation (M)

® 5 History Brush (Y)

=== Single - 8 ¥ Evedropper (1)
Marquee (M) 277 artHistory Brush (V] )" Color sampler 1)
ko Move (V) = _H Gradient (G) &7 Measure 1)

I;J Lasso (L)
a}" Palygonal Lasso (L)
B Magnetic Lasso (L)

® %, Magic Wand (W)

® |ndicates default tool - * Keyboard shartcuts appearin parenthesis

¢y Paint Bucket (G)

@ Drawing and type
tools

= & path salaction (A)
% Direct Selection (A

®:'% Hand (H)
md Zoom (Z)

@ ImageReady only
tools

o Crop and slice tools =M, Ractangle Image
s £ crop (€) "Q pen @) Map (P)
) ,} Freeform Pen (F) -\HJ Circle Image Map (F)
-_}’ Slice (K) & add Anchor Wy Palygen Image Map (P)
X Slice Select Paint (P}
& Delete Anchor u "y Image Map Selact (J)
. Paint (F) "
@ Retouching tools = | TabRectangle (R}
[N Convert Anchor @ pill Rectangle (R]
;. -dy Spot Healing Brush (J) Paint (P} it Rectangie (k)
L & Healing Brush () ® | Horizontal Type (T} ol \Tlr?s«::g!ﬁtl;‘l;;?em;‘p
"IP ho- 4 E‘:“ Patch ) [T vertical Type (1)
£ ® Red Eye (1) 3 ' = fi Tog Iia slices
== - Visibility (Q)
. % u 2 Clone stamp (S) P Ver tical 1 Preview D -
7 R pattern Stamp [5) [ I\.E;L_?T_Iype u Jly Preview Document
o w @ Preview in Browser
T :I = & Eraser (E} ® _| Rectangle (U} @ [emd+option+P)
. ﬂ ZF Background Eraser (E) ) Roundsd
q F 7 Magic Eraser (E) Rectangle (1)
i a = () Blur (R) < Ellipse (U)
3 [\ Sharpen (R o Pi:'h-"gi:"_] w
2 smudge (R) s Line (U]
L] LF Custom Shape (L)
L{I‘] =t 5 ® Dodge (0)
EBum (0
_\I'I o, @ sponae (0

Ewova 1.5Ta gpyoareio g epyarerodnkns tov Adobe PhotoshopCS2

10




1.6 O owrhocrocuoc(Dublicate) moc eikovac 6to Photoshop.

Mmropeic va OImAac1doelg po TANPT ekOva, 1 omoio TeEPEYEL OA T
otpopota(layers), To layer masks kot ta kavédiio(channels) péca oe o dtobéoun
pvnun xopic v arodnkevon oto dioko. Ta Prpota mov akoiovBovvton sivat ta
edne:

1. Avorypa g eiovag Tov BELOVE VO OITAAGIAGOVLLE.

2. Eméyo Image > Duplicate.

3. Zmv ovvéyela ey to dvoua tov duplicate layer.

4. Apa 0éAo va S1mhacldcm To image Kot vo Kave Evoon (merge) tov layers,

emiéyo Duplicate Merged Layers Only. I'a va dtacdom ta layers

So@oMi® OTL avT N EMAOYN €lvart Un emAeypévn.
5. Kévo khk oto OK.

1.7 H ypfjon Tov navigator palette.

Xpnotponotovpe To navigator palette yio v ypryopn 6wn g KOAATEYVIKNG
€PYNCI0G TOV YPNOLOTOLEITAL GOV YpIyopn 0006vn.

Mawigator ] |

L ]
™M m s

:
e
1.
o ~18

Ewova 1.6 navigator palette
A. Palette menu button B. Thumbnail display of artwork C. Proxy preview area D. Zoom text
box E.Zoom Out button F.Zoom slider G. Zoom In button

Mmropeic va kdvelg éva 1) mepiocdtepa omd ta axorovda:
1. No epoavicelg To navigator palette emAéyovtac Window = Navigator

2. No oArdEelg Ty pey€bouvon,tov THmo ¢ TIUNG oTo text box,va Kavelg KAk
610 Zoom Out 1 6t0 Zoom In kovpi.

11



3. T va petakviom v Oy TS EIKOVAG GEPVM apyd TV Oym NG TEPLOYNG
pésa otV ewova. Mropeig emiong va KAVELG KAIK TAV® otV E1KOVA Y10, VO
npocdlopicelc opatn meproyn. I'a va aALAEELS TO XpOU GE oL OpaTN
neployn emiéyeig Palette Options amd to palette menu. [1po emAéyeic to
YPOU 0td TO pop-up menu 1 pe MmAO kMK oto color box emiAéyelg to
EMBLUNTO YPOUQL.

4.

1.8 I'va Tovc yapaxkec(rulers)

O yapaxeg pog fondave oty Béom TtV elkdVOV 1] 6TV 6TOLYXELOON aKpPn BEon TV
ewovov. Otav givar opatn, ot yapakes epeaviovv Topamiedpms TG KOPLPNG Kot
™G 0pLoTEPNG HEPLAS amtd TO evepyO TapdBupo. Ot deiktec péGa 6TO YApPAKQ
eupaviCovv v Béon oy petakwvnOnke. ['a va eppavicelg 1 va eEapavicels Toug
yapoxeg emréyelc View = Rulers.

12



I1. To IIpoypauno Macromedia Director
MX2004

[Tpwv Eexviom va ToPOLGLAGH TNV SWTAMUATIKY LoV epyacio Bempd GKOTILO Vo
KOVO Lo Yp1YopT KOt GUVOTTIKY] TOPOVGIOGT] TOV TPOYPAUIOTOS TOV XPTGLULOTOINGA
YL TNV OLEKTEPOULMOT] TNG OIMAMUATIKNG EpYaciag pov. Me avtdv tov TpdTo 0
avayvoons Ba eEokelmbel pe 1o mepifaiiov tov Macromedia Director MX2004 kot
£1o1 Qo pmopéael vo Katardpetl pe peyoldtepn evkoiio Kémoa TpdypoTo. XTnv
ocuvvéyetla Ba Tapovstionm Ta Pacikd ototyeia mov anaptifovv To Director,ywpig avtd
Vo oNHoivetl 0Tt 0V vtdpyovy Kot AL, amhd Oa avapepbd o€ avtd, To omoia

ypPNovv dpeong Katavonong amd ToV ovoyvmoT.

1. Tv eivon To Macromedia Director MX2004

To Macromedia Director MX2004 eivot £va emayyeALoTiKO TpOYPOULLLLO GUYYPOPNS
TOAVUECIKOV epapuoydv (multimedia authoring tool), To omoio divet Waitepn
onuacio otV ¥pron Tov thaciov(frames) kot givol KOTAAANLO Yo TV dnpovpyio
EQOPUOYDV TTOV TTEPIEXOVV Kivnon ewovav(Animation). Ta apyeio Tov
dnpovpyovvtat £xovv v enéktoot .dir.

DIRECTORMX

Copyright @ 1997-2004 Macromedia, Inc, and its licenzors, Yersion 10.1
&l Hghts reserved, Macrornedia, the Macramedia loga, and

Drirector are tradernarks or registered trademarks of

Macrornedia, Inc. jn the United States andfor other countries,

Other matks are the properties of their respective owners,

Ewova 1 Ewcayoyun eikéva Tov Macromedia Director MX2004

Me to Director umopovpe va. S1HovpyNCOVUE OTTIKES TOPOVGLAGELS 1) AOYIGLUKO
SAOYIK®OV TOAVUEG®V e Mo Kot Bivteo. Emiong pmopodpe va dnpovpyncoovpue o
AmAEG EIKOVEC EVIVTTOOLOKA €QE,va TpocBéTovpe kivnon o avtikeipeva. To Director
Baoileton oty dekmepainon pag Oeatpikng napdotaons . OAn n dpdon g

13



ePappoyng yivetar otnv oknvn (Stage)kot To cast givor 6Aot ot nfomorol amd Tovg
omoiovg KaBEvag Exetl S10POPETIKO POLO TAV® GTNV OK1VN Kot eppovifovtot pe v
Hopen T®V sprites(eI0mwA),COLPOVE LLE TNV YPOVIKT d1000yN TOL KaAeiTol
score(maptitovpa) Ko 1 omoia ALl ato LEAT TOL cast Tov Kot TOTE va epgaviovton
névo otnv oknvn. OAo avtd mov Teptypdyape ovopdletor movie Kot ivat £va apyeio
tov Director.Etol ) k40 tavia ,to ka0e péhog Tov cast,to KaOe £idwA0 Kot To KGO
nmloico(frame) pmopel va €xetl to dkd tov kKM®OKa(script) omd micw. To Director
UTOPEL VO YPTCLOTOMGEL dVO0 YADGGES TPOYPUULATICHOD 1 pior elvar 1 Javascript
Kot 1 AN elvan n Lingo.Xtnv dekmepaimon e 61kNG LoV SIMA®UATIKNG EPYUCTog
eY® ypnotpomoinoa v Lingo.

1. 2 Anmovpyio Towiac 6to Director

[Ma va dnpiovpyncovpe o epappoyn (toawvia )oto Director ,mpémet va KAVOLLLE TV
e€ng ddwacio:

1. Zviloyn Tov VKOV (oTolyeio néc®v). Anloadn OAa ta ypaeikd ,ot
QPOTOYPAPiES ,Ta fivTED,01 )(01,TO KEIUEVO , TIG KIVOVUEVEG
ewoveg(animation photos) kot GAAeg tavies. 'Etot propodpe va
OMovpyNGoLvUE Ta oTotyEln pEcmV péca amod To 1010 To Director 1§ amd
AL EEOTEPIKA TTPOYPELLLOTA KOL GTNV GUVEYXEL OVOL TO, ELGAYOVLLE GTNV
epapuoyn pog. To Director mepiéyetr éva epyaeio Loypapikng Kot £vol
dAro gpyadeio dnuovpyiog KEWEVOUL.

2. TomoBétnon TV oToyimv nécmv 6TV cKnvi(stage) Kol 610 score.
H oxnvn elvar avtd mov PAETEL 0 ¥pOTNG KOt TO score elval 1) YPOUUN
YPOVOL GTNV OTOL0 OPYOVAOVOLLLE TO TO T GLUPAIVEL ,TOV KOt TOTE.

3. IIp6cOseon ariniemidopaonc (interactivity) kon script. H
aAAnAemiopaon mepriapPdverl S1dpopa TAKTPO EVIOANG N dALL GTOLY ELN
TAONYNONG, T OO0 LITOPOVV VO LLOG LETAPEPOLY GE QAL LLEPT) TNG
epapuoyNs (toviag).Méom tov scripts pmopodpe va Tpochiécovpie Qe
o€ po Tovia.

4. Téhog £yovpe T0 TOKETAPIGUO KOL TNV dravoun TG
tawiac(movie).ITaxetdpovpe 600 1| mepiocdTepeg Tavieg pali Kot
onovpyovpe éva tpoPoiéa(projector, To omoio givar Eva avTtdVOLO
TPOYPULLLLO TTOL UTTOPEL VO EKTEAEGEL O KAOE ypNoTNG ,XWPig va givat
avaYKOGIEVOS Va £xel To Director 6Tov VTOAOYIGTI TOL Yl VO TPEEEL
v gpappoyn. TELOG Umopovpe VoL GOGOVLE TNV EPOPLOYN HOG KOL GE
popoen Shockwave yio vor UTOpovLE AV TV POPTOCOVUE GE L0
16TOGEADA.
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Ewoéva 1. 2 To Ileprfairov Tov Macromedia Director MX2004
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1.3 oxknv1] (stage)

H oxmvn etvar 0 ydpog 6mov dradpapatiCetor n tovio (epappoyn), OnAadn o xdpog
oMoV yivetal 1 dpdon kot To Tapdbvpo TG Umopel va KaAOWEL OAOKAN PN TV 006vn 1
EVOL T 0L TNG OKOLLOL LTTOPOVLLE KO VOL TO KOVOLLE minimize (Vo T0 KpOWOLE
eviehm¢ amd v 006vn pog. To mpoemieyuévo péyedog g oknvig eivon 640X480
pixels.Av tdpa 1 epappoyn pog BEAovpe va Exet peyoldtepo i pkpdtepo péyebog
oKNVNG 10 aAAGCovpe amd TNV de&ld peptd g 086vng mov ivan To Property Inspector
KAVOVTOG TPATO KAIK GTI GKNVI OOTE VoL EMAEYEL KOl GTI) GUVEYELD TAE OO TO
Property Inspector oty koptéha movie 6to medio stage size Kol EMAEY® TNV
avdAvon mov &L va Exm kdbe popd.
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Ewéva 1.3 oknvij(stage) tov Macromedia Director MX2004

1. 4 O Iivoxkac EAéyyovu( Control Panel)

O IMivaxag EAéyyov(Control Panel) ypnoipomoteiton yio va pmopel vo avamopayet
(Play),va otapatdet (stop) kot vo emavagépovpe(rewind) pia tovio oty apyr tg.
YuvnBwg poAg avoiEovpe To Director o mivakag eAéyyov Ppioketon akpifdg KdTm
amo v oknvi(stage). AAAIDG v Y10t OTO100NTOTE AOYO TO KAEIGOLE UTOPOVLLE VOL TO
EMAVAPEPOLLLE TV 000VN, Tyaivovtag and To menu bar 6to window—> control
panel. Ta TANkTpa TOV TIVaKE EAEYYOVL OTMOC UTOPOVLE VO SOVUE HOLALoVV LE TOL
TANKTPO HoG GLGKELNG video.

Control Panel kS

M m bk a1 » IT fps_| 30 ";l fps | - o ofi .

Ewova 1.4 Control Panel Tov Director
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1.5 O ITivakoc EAEyyov( Control Panel)

Onwg eimape mapoandve to cast meptdapfavel Tovg nBomotovg mov ypetdleTor pio
Beatpikn mapaywyn yu vo deEoydel.'Etot to Director pumopel va €xet oty 0160e0m
TOV oL YKApo oo nomwolovg (cast). Ta péAn tov cast dev eivan BEPara Tparypatikol
N00mo101,0ALA OTTMG ElMOLE TAPATAVE® LUITOPOVV VO, Vol GTOTXELD LEGMY ,0TWG
ewoveg bitmap,eikdveg Vector(diavdopata),ypoeikd ,pivieo,nyot, keipevo 1 oakopo
Kol dAAeg Tovieg Tov id1ov Tov Director 1) tovieg tov flash «.a.

= .
@ Untitled: Score, Cast @.ﬁ
i P Score
{ w Cast:Internal =

W | 4 e |[O] 1
A
I 3 3 g g : g g
1] 1 1z 13 e} 15 16 i 18
] 0 | iz K] 74 5 6 7
L] 73 ] | ] K] 74 5 T3
w
£ >

Ewova 1. STo wepipairov Tov Internal Cast tov Macromedia Director MX2004
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Onwg provpe va dovpe kdbe d10popeTikdc THTOg LEAOVG TOL cast oyetiletan pe va
dtapopeTikd ewkovidro. To eikovidio givar o ypnoo dtav T0 GTIA TPOBOANG TOV
cast(cast view style) etvau AMota(list) kot o gikovido etvar 1 udévn avamopdotact Tov
epnpoavifeton og avtnv TV TpoPorn). Akdua Tapatnpeiote Tov TitAo Tov cast: Internal

. To Internal (ecwtepikd) cast givar 1o mpokabopiopévo cast tov Director kot dev

umopet va oraypaeet. Kabe cast mov onpiovpyeite pmopet va amodnkevoetl Eo¢ kot

32000 pédn kon pmopeite va €xete amepldopioto aptduod cast —Bempntikd TOLAGYIGTOV

0 TEPLOPIoHOG Ba TiBeTOn PLOVO amd TIG SVVATOTNTEG TOV VITOAOYIGTY| GOG.

@ Untitled: Score, Cast

[=]%]

£ P Score

i w Cast:Internal

Bl

il:=
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Ewéva 1.6 Excaymyr] cast pehdv 6to Macromedia Director MX2004

Téhog pmopodpe va dovpe 0Tt Yo kéBe cast member gpeaviCeton po puviatovpa poli
LE Vol EIKOVIO0 TOV avVOTaPLoTé TOV TOTTO oTOoL TOL cast pédovc. o Tapdderypo To
€KOVIO10 TOV TIVEAOL onpaivel OTL TO GLYKEKPIUEVO cast member givatl Ypapiko,evd

T0 Ypaupa A onuoaivetl keipevo.

1.6 To weprfarrov Tov Score

To Score 6mwg éxete KataAdPet ,etvor pio otk avarapdotacn 6cmv cupfoivovv

otV oknvn. H oxnvi mpofaiiel Eva pdvo Kapé evad 1o score ToAAG Kapé

tavtdypova. To score pag EMTPETEL AKOLLO VO, OPYOVAOGOVLE TNV TOVIi [LOG GE
emimeda Kot kopé. 'Etotl ypnoonolovpe to score o BdAlovpe og pon aAAnAovyio Kot
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VoL GLYYPOVIGOVE TIG EVEPYELEG TOL cast. Me v Bonfeta tov score Aépe Aowmdv ota
cast member Ot va epeavicfovv oty oknvn .0t oplovtieg ypappég ovopdlovton
kavaAlo(Channels). Av topa to AvdTEPO KAVAALL TOV SCOTe KOt TO KAVAALL TOV EQE
dev elval epeovi) UTOPOVLLE VO, T ELPAVIGOVUE KAVOVTOS KAIK GTO TANKTPO
Hide/show Effects Channels,to omoio Bpicketar otnyv 0e€1d mievpd Tov score.

@ Untitled: Score, Cast

i% Score

1 i

&
(3]

=|
Flember o

b<]

i Caztnternal

oy

Ewova 1.7 To meprpairov Tov Macromedia Director MX2004

Ynrdpyovv ta €£1¢g KovaAio:

1. To kavéir PvOuov(tempo channel): O pvOudg sivor n toyydTnTOL
VOTOPOY®YNG TNG TOVING , O€ KapE av 0eLTEPOAETTO,ONANON pvOuilovpe TV
ToyvTNTO TNG Toviog o mAaicto avd devteporento(fps, frames per second).H
npokabopiopévn Ty oto Director givon 30 kapé va
devteporento(fps),mpoteivovpe dOpwg po pOduon ota 15 1 ota 24 fps.
Kavovtag duthd KAk o€ éva kapé 610 Kavail puBuov ,umopodue va
aAAdEovpe To pLOUO o€ ekelvo TO KOPE KOl 6€ OGO TO KOAOVOOVV.

2. To kovam marétac(palette Channel):To kavait ToréTog ypnoponoteiton
Lovo dTav dNUOLPYOVHE Tovies Yo xpmua 8-bit pe 256 ypopoto. Aniadn
Opilovpe ta S100€GLO YPOUOTO VIO VTV TNV TOLVI.

3. To kavém perdafaong (transition Channel):To kavéi petdfoong pog
eMTPENEL va OMpovpyode HeTaPaoelg (EVOAAAYEC)UETAED SLOUPOPETIKAOV
EVOTNTOV NG TOviog pag. ANAadT| 6 oVTO TO KaVAAL TpocHETovpe e@é
evailoyng maaiciov. To Director mepiéyet 52 drapopetikéc petafdoeig

20



4. To kavair Hyov 1 kot 2(sound Channel): Ta kovéiio yov 6to  score
EMTELOVV TNV TPOGHNKTN dVO OLUPOPETIKAOV LOVGIKMV KOUUATIOV 1) NYNTIKOV
€QE.

5. To kavéi Xvpreprpopdc(Behavior Channel):To kovéil copmeprpopds eivat
Hio 101KY] TEPIMTOON —OEV E1val OVTE KAVAAL E0MAOL OALA 00TE Eval
Tpaypotikd kavdAl. To kovadt copmeprpopds etvat to pépog émov
tomofeTovvTOon TaL script TV kKopé. AnAadn o€ avTd TO KAVAAL LTOPOVLLE VO
yYphwyoopue Eva Tpoypappa (script) yio 0AOKANPO TO TAAIGLO

To kavair mharsiov (Frame Channel) 1| ypopun ypovov (timeline) givot 1o
OKLOGHEVO KAVAAM TTOL TTEPLEYEL TOoVg aptduovg 5,10,15,20,25,30,35«.a. Ot apBpol
avtoi SnAmvovy Tov aplfud miaiciov. Ta mAaiclo TapioTdvouy To fHoTo (g
towviog. Kabe omin tov score avtiototyel o€ éva miaicto. Ta mlaicio apBpodvton
amd T aploTEPE TPOG TaL OELAL.

I Mlember Vl |

Ewova 1. 8 H ypapp] xpoévov Tov Macromedia Director MX2004

[Tévew 610 Kavai TAoisiov vdpyet | kepaln avamapoywyns (playback head),n omoia
KWVeltan HEcO 6TO score Kot ONAMVEL To TAaic1o Tov epgavieton ot oknvi. Emiong
1N KEPOAT OVOTOPAY®OYNG KIVEITOL TAV®D G 0TO100TOTE TANIGLO 1] GE OTOLOONTOTE
KeM Kévovpe KAIK.




Ewéva 1. 9 H ypappiy xpévov Tov Macromedia Director MX2004

v eikéva 2.9,0mw¢ pwopovpe va dovue eppaviCovral Ta aplOunuéve Kovaiio to
omoia Bpickovtal KAT® amd T0 KavAaAil mThasiov ovopdloviot Kavala el®A®V (sprite
channels). Ta kavéAio 0VTA ¥PNGYLOTOIOVVTOL Y10, VO GUAAEEOVE KOIL VOL
ovyypovicovpe OAa Ta OTTIKA GTotKEln HECWV, OGS ivor To YpaEKd ,Ta ooty eio
@OVTOV ,T0L TANKTPO EVTOANG ,01 )01 Ta. Keipeva Kot ta Bivteo. Ymapyovv 1000
dwbéopa kavdlo elddAlmv. H pikpodtepn povada tov score mov eivar £va pukpd
opBoydvio ovopaleton keri(cell).

2.11pocsOnkn ExomAiov(Sprite) 6tny oknvn.

Kd&0e gidwro(sprite) eivar po avamapdotacn evog cast member Kot yio Vol TO
ONUovpYNGOLLLE ,6EpVOVLE AmAa €vol cast member omd TO cast 6GTo score Kot T0
aenvovpe ekel. X210 eldwAo kotarapBdvel 30 mAaiota ,m onoia givar pia
TPOEMAEYUEVT] TIUY| Kol LITOPOVLE VO TNV OAALEOVLE.
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Ewova 2.1 To score mapdBuvpo tov Macromedia Director MX2004

To kdBe eldwA0 GTO score £xel Lo GTPOYYLAT KOLKIOO TOL INADVEL TNV 0PN TOV
TAOGIOV KO [0 kPN UTAPa 6TO TEAOG TOL dNAMVEL TO TEAOG TOV TAUIGTIOV. 11|
GUVEYELDL LWTTOPOVLLE VO LETOKIVI)GOVLLE 1] VO GOPOLLLE TO TAOIGLA OVTE Y10 VOl
aAraovpe To péyebog Tov eld®Aov. Otav dnpovpyovue éva eidmA0 6TO score Kot Oyt
oTNV oKNVN T0T€ 10 €idmAo kevIpdpeTar avtdpota oty oknvi. To kdbe idwAo
moipvel cav apBpd tov aptdud tov cast member mov Tapiotdvovy. Xto Director Ta

eldwAa Tov BpioKovTal o KATM 6TV P l60ywyNS epgavitoviot Téve amd to
eldmAa Tov Ppiockovtol To Thv® GTNV GEPA EICUYOYNG.

3. O oprouoc tTov pvOuov Touviog
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@ eaxample1: Score, Cast
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Ewova 3.1 To score mapdBvpo Tov Macromedia Director MX2004 ota 20sec

O puOuodg sivor n taydTa pe TV omoia Kiveital n keeaAn avamapoywyng(playback
head) an6 miaiclo og mhaicto. O pvOUdS TG Touviag petpiéton oe TAaico ava
devteporento 1 frames per second. Av avénoovpe to pubuod ,to Director Oa
avamopAyEL TIC KIVIGELS TOL TovTepa. H apykn pvbuon tovg sivon 30fps. Téhog
TPEMEL VO, EYOVUE VITOYLV HOG OTL 1) OTOLAONTOTE ALY TOV PLOUOV piag Touviag dgv
emmpedlel TV Ta\LTNTO CVOTAPOYMOYNG TOV NXOL Kot Tov PBivieo otn Touvia.

4.MpocOkn 1yov

2V oVvEYELD LTopovLE Vo TpocsBécovpe évav o oto Director, o omoiog Ha
emovalopupavetor cuvéyela LEypL va TeEAEU®oEL 1) Tavia 1 Ba dtopkel pepcd pdévo

mhaiota. [IpocBétm Nyo ,petapépovtag Eva cast member 1xov 610 KavdAl yov 1 oo
score.
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@ eaxample1: Score, Cast

% Score

Bla

&
(2]

o 1 | Dimitra Galani - 01 - Oyo meres mono
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==
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Ewoéva 4.1 To score mapdBuvpo Tov Macromedia Director MX2004 pe cast 1y0v 610
Kavai nyov 1

21 cVVEYEL avoTyOLLE TO TAOIGLO SLAGYOL TTOL TTEPLEYEL TIG 1OIOTNTEG TOL KOl
emAéym to mAaiolo eEAéyyov Loop. Me avtdv tov 1pdmo o 1yog Ba avamapdysTot
Kkaf’0An v ddpkela ¢ taviag. 'Etot €govpe povoikn vtdkpovon oe o touvio
!Emerta yuo va gipaote olyovpot 0Tt 0 oG Ba avamapdyetor pEypt 1o TEA0G TG
Toviog TPEMEL vo, GOPOVLLE TO TEAOG TOL GUYKEKPLUEVOD Sprite Tov TEPLEYEL TOV NYO
néypt eket mov teleidvel n touvia. To Director pag divet emiong v dvvatdtTa vo
Eyovpe Kot 0evTEPO NYO oTN Tovia pag. O Myog avtdg TomobeTeiTon 6TO KOVAA YOV
2.211 GUVEYELD UTOPOVLE VO GLVOVAGOVIE TOVS YOV MGTE VO OVATOPEYOVTOL

TOVTOYPOVO LE TO EPE EVOALAYNG 006VNG Ko VoL dDCOVLE TEPIEGOTEPT LOVTAVIO GE
po tovia.
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I

£ ¥ Property Inspector

Dimitre  Climitra Galani - 01 - Oya meres mono
Galani - Internal .
L - =@

Sound

Locp =

-

DOwration: 0:03:54.292
Sample Fate: 44.100 kHz

Eit Depth: 16 bits

Channels: stereo

Ewdéva 4.2 To property inspector mapd@vpo tov Macromedia Director MX2004 tov cast
Myov

5.Tv kaver o Behavior Inspector

Me tov Behavior Inspector pmopovpe va. onpovpyncovpe scripts yopic va ypetdletot
va ypaeovue Kot vo Buopopacte OAeG Tig eviodég ¢ Lingo 1 tng Javascript. Avtod pog
BonBdel 6To Vo KOTOVOT|GOVLE KOl GTH GUVEYELDL VO LTOPECOVLE VO YPAWOLLLE GE 10,
amd 11 oo avtég YAwooeg(Lingo,Javascript). Ta scripts mov dnpovpyovpe HEG® TOL
behavior inspector ovopdlovtal GUUTEPIPOPES,TIG OTOIES ALPOV TIG SNULOVPYCOVLE
umopovue va Tig avabdécovpe o mhaicla M eldmAo LEca GTOo score.
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£ ¥ Code 2:Behavior Inspec.._.

x|

—

+

-

b

13 | CastMember: Dimitra Galani- 01-[

Ewova 5.1 To behavior inspector mapéd@vpo Tov Macromedia Director MX2004

[Ma va dOmpiovpyncovpe pia véo GUUTEPLPOPE ,KAVOLLE KAMK GTO TANKTPO LE TO
oLUPoA0 TOV GTAVPOV(+) kel TOV pag Oeiyvel TO PEAdKL KAT® akpPdg amd To
oTowpo PAéne eikdva 6.1 kat ot cvvéyeln emthéyovpe New Behavior. Xtnv cuvéyeia
enpaviCetat éva miaicto 61aAdyov to omoio ovopdletor Name Behavior,oto omoio
TPEMEL VO, SMGOVUE EVOL OVOLLO GLUTTEPLPOPAS. APOD dMCOLLE TO OVOpX dnpuovpyeital
aLTOVOLLO KoL TO OVTIGTOLYO LEAOG GTO cast.

Mame Behawvior

Behavior Name:

w Behavior]|

Cancel

Ewova 5.2 To name behavior mapd@vpo Tov Macromedia Director MX2004
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11 cuvE el LOALG SNUIOVPYNGOLLE T VEX GUUTEPLPOPE ThpE ThAl oTo Behavior
Inspector aAAd 6To deVTEPO TANKTPO OV £XEL TO GTOVPO(+) Kot TATAE TO BEAdKL TOV
elvar axp1Pag amd Kot kot avoiyovpe to pevov pe ta events.Eva copfav mov
umopovpe va emdéEovpe givar to Mouse Down ,Mouse up,Mouse Enter,Mouse
Within kot To Mouse Leave. ‘Eneita av kdvoope KAk oty 6e&1d pepid tov Behavior
Inspector oto Window Script o pog eppavicet éva script window e Tov KOOKO GE
Lingo mov dnpovpyndnke avtdpata yio avtr| TNV copmepipopd(PAréne sucova 6.
4).Avtd o scripts GUUTEPIPOPDOV UTOPOVLLE VOL TOL GUPOLVUE EVOL TAAIGLO , Y10 VOL TOV
avabécovpe €101 éva script.

-
I

i ¥ Code 2:Behavior Inspec. ..

e

+ @

-

| kowlar [Inkernal] Score Behawvior

-

13 | CastMember: koular [Internal)

Ewéva 5.3 To behavior inspector mapdBvpo tov Macromedia Director MX2004 Yo To events
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@E.axampleh Script

(i " Scrnpt:Behavior Scrnpt 7-koular

+ 4 bk |D | koular ﬂ T
Lirgo 'v- mousellp -v'
on mou==lp me

go to the frame +1]

=nd

& Jum

=3

Internal v
= L=
-~
-V

. - i

Ewova 5. 4 To script behavior TapdOvpo tov Macromedia Director MX2004

6. H BioOnkn Xovuneproop®v (Library Palette)

10 Macromedia Director MX2004 vrdpyet pia fipAtodnkn ¥poLmy GUUTEPIPOPDV
OV UTOPOVLLE VOL GUPOVUE KoL Vo, EvarmoBEécovpe Thve ota eidwAa(sprites) Kot oTo
mlaico(frames) Yo vo SNUOVPYNGOLLE GUEGES TPOCUPLOGUEVES GUUTEPLPOPES.

» =
i * Code:Library o ¥ Code:Library -
i Eiehaviors - Autamatic ﬂ, IS e
Camponents
3D LT ) X
A tra | A | e |l I _" ‘: =
(‘CJ k.;? | L e e e Accessibility i e o] I
,,; | o [ [ Animation F | Automatic
— » o= Caontrals Inkerackive
Inkernet L4 Sprike Transitions
Media ]
Mavigation
Paintbox
Text
11 Show Mames

Ewoéva 6.1 To library mapad@vpo tov Macromedia Director MX2004

29



Onwg pmopovpe va dovpe amd T de&ld TG wkova 7.1 vapyet o GLALOYY| amod
TOALEG KOl SLOPOPETIKES GUUTEPLPOPES ,OTO TIG OTOTEG UTOPOVLLE VA OlaAEEOLLE
OO0, GLUTEPLPOPAE. LLOG APEGEL KO VOL TNV TEPAGOVE GE KATO10 EI0MA0 1| G€ KATO10
mAaiclo g Toviog pog.

7. Ov TOTOL TOV SCripts Kol 6EPA EKTEAEGNC TOVC

Mua toavia Director pmopet va mepiéyet t€ooepic TOTOVG Scripts:

Scripts cvuneprpopéc(behaviors)
scripts parent(mioiciov)

scripts movie

scripts mov emdpoHv ot LEAT TOL cast

Ta scripts katadappdavovv po B€om oto mapdbupo tov cast(window cast), extdg
scripts péin cast. Ta scripts peA®v tov cast 0ev Lropovv va ypnoiporombodv and
Ao péAn tov cast.'Etot amobnkevovtal 6To HEAOG TOV cast GTO 0Toio aviKOuV.

Ta scripts copmeprpopdv TpoctiBeviat ota eldwAa(sprites) 1 ota TAaicio(frames)
HEGO GTO SCOTE,0VTEC OVOPEPOVTOL GTIC GLUUTEPLPOPES EWOMAMY KO GTIC GLUTEPLUPOPAL
mhociov. To cast mapdBvpo to omoio givar e pikpo péyebog yio kébe cuumepipopd
TEPIAOUPAVEL Lo GLUTTEPLPOPA EIKOVOG GT YaUnAOTEPT 0e€1d Yovia. Otav BEAove
va eAéyEovpe Tig evépyeleg evog cast EAOVG Yia £val LKpd ¥PpOovIKO SLAGTNHO 1) Lo
OLYKEKPIUEVN EVOTNTA TOL Score, ONUIOVPYOVUE VA SCTIPt GLUTEPLPOPAS .

Ta scripts parent givor g0 scripts ta omoio TEPLEYOLY TV YADCO
TPoypoppaTIcHoV Lingo 1 omoia ypnoiomoleiton yio Ty onpiovpyio Todidv
avtikelpnévov(childs odjects).Mmopolpe va ¥pnoYLOTOGOVLE Scripts parent yio vo,
ONUOVPYNGOLLLE SCTIPLS OVTIKEIEVOV TO OTTOI0L GUUTEPLPEPOVTUL KO AVTIOPOVYV
TOPOUOIMG OKOUO LTOPOVV Vo Agttovpyodv aveEdptnta and 1o Kabéva. ‘Etot ta
scripts parent(mhoiciov) avartiBevtal o Eva GUYKEKPIUEVO TANIG10 GTO Score Kot Ta.
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¥pNoomoove cuVRB®G Yo va dnpovpyncovpe xewpiotég(handlers) mov va etvon
dlBéc1potl 6°OA0 T0 TAAICIO 1 Y1l VO EAEYYOVLE TNV KEPOAT] OVOTOPOLY YNNG
(playback head) ywpig va amaiteiton €il60d0¢ omd Tov KGO ¥pNnoT.

Ta scripts Toawvidv givon dtabéotpa yror OAN v tauvia ,0tav avt avaroapdystouplay),
Kol ypnowponoteital cuviBwg yia va eAéyEovy To T B GuuPel OTav TPEYELCTANATA 1)
TOOEL TPOCOPIVA.

Ta scripts mov emdpovv ot LEAN TOV cast dlatiBevtal o Eva LEAOG TOL cast Kot givat
ypHoa 6tav BEAovE TO GLYKEKPIUEVO LEAOG TOL cast Vo eKTEAEL TavToD TOV 1610
Kdowa g Lingo aveSapt)tmg g TG Tov £Yel LECO GTO SCOTe.

8. Ta onnoavtikotepo soupavra(events) tTov Director

Ta onuavtikoétepa cuppdvta tov Director eivon ta €€1G :

e mouse Up

e mouse Down

e mouse Enter

e mouse Leave

e mouse Within

e key Up

e Key Down

e Right Mouse Up
¢ Right Mouse Down
e Begin Sprite

¢ End Sprite

e Prepare Frame

¢ Exit Frame
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o eaxample1: Script = @
£ w Script:Behavior Script 8:manos =
+ 4 b ﬁiF;;E;______ (1) g Internal :v:
Lingo v mouseEnter v =| m LT ;T Il"
-~
on nou==lp mne =
end
on mouseEnter me
end
on mouseWithin me
end :
w
£ | (3]

Ewéva 8. 1 MMapaderypo kGmorwv cvppfavrov tov Macromedia Director MX2004

I11. H ITtvywoxn nov

A @00 TEAELOCOLE TNV GUVTOUN avapopd Tov Kavoue ota Tpoypdupato Adobe
Photoshop CS2 kot Macromedia Director MX2004 sivor dpa vo tepdcovpe otnv
TOPOVGIOGT TNG TTLYLOKNG LoV gpyacios . Ed®m Oa mpooradnow va ddowm pe 660
TO KATAVONTO TPOTO YIVETOL GOPESTEPES 0ONYiES Yo TO TS SOVAEVEL TO KaOETI
TO OTO10 VTTAPYEL LEGO GTNV EQOPLOYN LOVL.

2. H Home Page T £@o.puoyns pov

H Home Page ¢ epappoyng pov kadlwcopilel Tov ypnotn Kot Tov Tpoetotudlet
AMyo oAV yia T1 TpoKeLtal va akolovdnoet. Eivor pua

Home page omnv omoia 0 ypnom¢ pnopet edkoia va dtakpivel péca amd o
YPOPIKA OTL TPOKELTOL Y10, [0 EQAPLLOYN 1 07Ol KAVEL AOYO Y10 TNV YE®YpPOPia
KOl TTI0 GLYKEKPIIEVA T Ye®Ypapia Tng EALGdOC.
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Enter

Ewova 1.1 H home page g epappoyns pov oto Macromedia Director MX2004

Onmg umopovpe va, S1akpivov e TEPAV TOV YPUPIKAOV 1] EPOPLOYT OV GE AT TO
onpeio mepiéyetl Kot VO KOLUTLAL TOL OTOi0L 08N YOVV TV EPOAPLOYN GE OLOPOPETIKT)
Katdotoon 1o kabéva. To TpdTo Kovuni Tov pmopel edKOAM Vo Slakpivel 0 ¥poTng
av mape omd v 0e&1d kAT yovia gival To Kovuni £l6O00V NG EPOPLUOYNG LoV 1|
aAMog Omwg eppaviletor oty Home page to Aeyopevo “"Enter””.

Ewoéva 1.2 To
oVuTTl 16000V TG EPUPIOYNS HOV

Ortav o ypnotng Ha matfoet To kovpuni 16660V 1 aAAdc Enter Oa e16éA0et otnv
EQOPLOYN HOL Kol £TG1 O HopE€cet Vo, KAVEL OAOL VT TTOL TEPLEYPAYA GTIV
nepinyn kot Oo avortHém de&odikd mapakdte. Oa NTav YPNGULO Vo ETCUAVE GE
AT 10 onpeio OTL GTNV EQOAPLOYN LOV OTIONTOTE TEPLEYEL KIVNOT),0AANAETIOPOGT KO
oTdNmoTE KAveEL KATLTIG® amd OA0 aVTO LILAPYEL VoS KOJKAG 0 0moiog eivat
ypappévog oe Lingo. ‘Enerta fAémovpe to kovuni ei.c660v “"Enter””,Eextvavtag n
epapuoyn pov ,kavet Eva Behavior o copmepipopd dniadn n omoia Aéyeton Fade In.
[Mopaxdto Tapatifetol o KOdkag Tov behavior oniadn to script tov Fade In:
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-— Fade In Out

-- Fades a sprite between two fade values once, multiple times, or
indefinitely.

-— vl - 9 October 1998 by Darrel Plant

-- Modified 10 January, 2000 by Tom Higgins: added the isOKToAttach
-- and resolve event handlers, removed redundant error checking.

on getBehaviorDescription me
return \

"FADE IN/OUT" & RETURN & RETURN & \

"Gives the appearance of a sprite fading in or out. " & \

"Choose whether the sprite should first appear at maximum (faded
in) or minimum (faded out) wvalues, when the fading should start, the
minimum and maximum fade values, the number of times it should fade,
and how fast it should fade. " & \

"The fade can be activated automatically in the first frame, by a
click on the sprite, or by sending the sprite an mFadeActivate
message." & RETURN & RETURN & \

"PERMITTED MEMBER TYPES:" & RETURN & \

"animated GIF, bitmap, Flash, text, vector shape" & RETURN &
RETURN & \

"PARAMETERS:" & RETURN & \

"* Fade in or out?" & RETURN & \

"* Maximum fade value™ & RETURN & \

"% Minimum fade value" & RETURN & \

"* Fade activation (automatic, click, or message)" & RETURN & \

"% Number of fade cycles" & RETURN & \

"4 Time period for fade in seconds" & RETURN & RETURN & \

"Set the number of fade cycles to -1 if you want an endless loop,
or to 0 if the fade should happen only once."
end getBehaviorDescription

on getBehaviorTooltip me
return \
"Fades a sprite between two fade values once, multiple times, or
indefinitely. " & \
"The fade can be initiated automatically, by mouse click, or via
a message to the sprite."”
end getBehaviorTooltip

—-— PROPERTIES --

property pSprite -- sprite object reference
property pStart -- time last fade started
property pActive -- activity flag for fade action
property pCompleteCycles -—- counter for fade cycles
property pFadeDiff -- difference between maximum and

minimum fade values
-- author-defined parameters

property pFaded -- does sprite begin fade in or out
property pAuto -- when does fade begin

property pFadeMax -- maximum fade value

property pFadeMin -- minimum fade value

property pCycles -- number of times to repeat fade
property pPeriodBase -- author-defined fade period
property pPeriod -- fade period in milliseconds

-—- EVENT HANDLERS --
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on beginSprite me
pFaded = resolve (pFaded)
pAuto = resolve (pAuto)
mInitialize me

end beginSprite

on resolve (prop)
case prop of

pFaded:
choicesList = ["In", "Out"]
lookup = [#in, f#out]
pAuto:
choicesList = ["Automatic", "Click'", "Message']
lookup = [#automatic, #click, #message]
end case

return lookup[findPos (choicesList, prop)]
end resolve

on prepareframe me
mUpdate me
end prepareFrame

on mouseUp me
if pAuto = #click then mActivate me
end mouseUp

-—- CUSTOM HANDLERS --

on mInitialize me
-- determine sprite reference
pSprite = sprite (me.spriteNum)
-- flag for fade action
pActive = #off
-- initialize cycle counter
pCompleteCycles = 0.5
-- convert user-set period to milliseconds
pPeriod = pPeriodBase * 1000
-- ensure that maximum is greater than minimum
if pFadeMax < pFadeMin then
-- if max is less than min, swap values
vMax = pFadeMax
pFadeMax = pFadeMin
pFadeMin = vMax
end 1if
-- determine difference between max and min
pFadeDiff = pFadeMax - pFadeMin
-- if first fade action is 'in', sprite needs to be faded
first
if pFaded = #in then
pSprite.blend = pFadeMin
else
pSprite.blend = pFadeMax
end if
-- activate sprite if automatic activation is set
if pAuto = #automatic then mActivate me
end mInitialize

on mUpdate me
-- only update sprite if active flag is set
if pActive <> #off then
-- derive current value of millisecond timer

'out'
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vMillis = the milliseconds
-- determine milliseconds elapsed since fade start

vElapsed = vMillis - pStart
-- compare elapsed time to fade period
if vElapsed >= pPeriod then
-— time has elapsed, fade should finish
-- set sprite to value for end of fade action
case pActive of
#in: pSprite.blend = pFadeMax
#out: pSprite.blend = pFadeMin
end case
-- deactivate activity flag
pActive = #off
-- increment cycle counter and reverse if necessary
mCheckCycle me
else
-- scale difference between fade values to elapsed time
vFadeDiff = integer (pFadeDiff * vElapsed / pPeriod)
-- depending on current value of activity flag, set blend
-- to starting point of flag action plus or minus scaled
-- difference between fade values
case pActive of
#in: pSprite.blend = pFadeMin + vFadeDiff
#out: pSprite.blend = pFadeMax - vFadeDiff
end case
end 1if
end if
end mUpdate

on mActivate me
-- if pFadeDiff (the difference between pFadeMax and pFadeMin) is O
-- then fade is never activated
if pFadeDiff then
-- start fade actions
-- test whether sprite should fade in or out as first action
case pFaded of
-- intiate fade in action
#in: mFadeIn me
-- initiate fade out action
#out: mFadeOut me
end case
end if
end mActivate

on mCheckCycle me
-- used to determine whether to initiate another fade action
-- this is checked after each fade action
-- set continuation flag
vContinue = FALSE
—-- check cycle setting
case pCycles of
-- if value is -1, sprite will cycle forever, set flag to TRUE
-1: vContinue = TRUE
-—- if value is 0, sprite should stop after first fade action
0: vContinue = FALSE
otherwise
-- any other value will cycle 1 to 10 times
-- each fade action increments counter by 0.5
pCompleteCycles = pCompleteCycles + 0.5
-—- compare counter to total number of cycles
if integer (pCompleteCycles) <= pCycles then
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-- if counter is less than numberof cycles, continue fading
vContinue = TRUE
end 1if
end case
-- if continuation flag has been set, then determine which way to
fade
if vContinue then
-—- compare current blend value to maximum fade
if pSprite.blend = pFadeMax then
-- if they are equal, fade sprite out
mFadeOut me
else
-- otherwise, fade sprite in
mFadeIn me
end if
end if
end mCheckCycle

on mFadeIn me
mFade me, #in
end mFadelIn

on mFadeOut me, vTarget
mFade me, #out
end mFadeOut

on mFade me, vInOut
-—- general-purpose fade handler
-- set activity flag
pActive = vInOut
-- start fade timer
pStart = the milliseconds
end mFade

--PUBLIC METHOD

--use this method to send a message to the sprite and initiate
--the Fade In or Out.

--Example:

--sendSprite (1, #mFadeActivate)

on mFadeActivate me
-- message sent to activate sprite if not auto or by click
if pAuto = #message then mActivate me

end mFadeActivate

—— AUTHOR-DEFINED PARAMETERS

on 1sOKToAttach (me, aSpriteType, aSpriteNum)
case aSpriteType of
#graphic:
return getPos ([#animgif, #bitmap, #flash, #text, #vectorShapel,

sprite (aSpriteNum) .member.type) <> 0
#script:
return FALSE
end case
end isOKToAttach

on getPropertyDescriptionList me
vPDList = [:]
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setaProp vPDList, #pFaded, [#comment: "Fade in or out?", #format:
#string, \
#default: "In", #range: ["In", "Out"]]
setaProp vPDList, #pFadeMax, [#comment: "Maximum Fade Value",
#format: #integer, \
#default: 100, #range: [#min: 0, #max: 100]]
setaProp vPDList, #pFadeMin, [#comment: "Minimum Fade Value",
#format: #integer, \
fdefault: 0, #range: [#min: 0, #max: 100]]
setaProp vPDList, #pAuto, [#comment: "Start automatically, when
clicked, or by message?", #format: #string, \
#default: "Automatic™, \

#range: ["Automatic", "Click", "Message"]]
setaProp vPDList, #pCycles, [#comment: "Fade cycles (0 = one fade
only, -1 = repeat forever)", #format: #integer, \
#default: 0, #range: [#min: -1, #max:10]]
setaProp vPDList, #pPeriodBase, [#comment: "Time period for fade

(seconds) ", \
#format: #float, #default: 2.0, #range: [#min: .25, #max: 15.0]]
return vPDList
end getPropertyDescriptionList

Emumiéov to xovuni 16600V €xet Kot pia aAAnAenidopacn 1 oroia pog odnyel péca
TNV €QPAPLOYN LG Kol 1) 0Toio aAANAenidpaon meptypdpeTat amd Tov akoAovo
KOO

on mouseUp me
go to frame 56

end
on mouseEnter me
sprite (me.spritenum) .member=member ("Button2")
updatestage
on mouselLeave me
sprite (me.spritenum) .member=member ("Button")

updatestage

end

To dAro kovuni tnc Home page g epoproyng LoV TOV Uopel va dlokpivel EDKOAM
0 YPNOTNG OV KOITAEEL OPLOTEPA OO TO KOLUTT 16000V €ivat TO Kovpmi €£6d0L 1)
aAiog ““Exit”” button. BAéme mapakdTo:

Ewova 1.3 To kovpmi e€660v TG £QOPROYNS HOV
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Av1d 10 KOLUT ¥PNCIUOTOLEITOL £TGL MOTE O YPNOTNG VO UTOPEl va kKAeloel TV
EPapPLLOYT O0TOTE ALTOG TO BN GEL. AOVAEVEL KOt ALTO YPNGLULOTOIDVTOG KATO10
behavior 6mwg to Fade in mov mapabécape mopamdvo.

Emumiéov to xovumi £600v €xet ko pa aAAnienidopaon n ool pog Pydlet E€m amd
NV €QOPUOYN HOG KOl 1) 0Toia aAANAETiOpaon TeptypdpeTon amd Tov akoiovho
KOO

on mouseUp me
_player.quit()

end
on mousekEnter me
sprite (me.spritenum) .member=member ("B exit2'")
updatestage
on mouseleave me
sprite (me.spritenum) .member=member ("B exit")

updatestage

end

Ed® a&ilet va onueidcovpe 6Tt kKGOe KOLUTL TG EPUPLOYNS OV YPNCUYLOTOLEL TO
behavior “Rollover Cursor Change” to omoio aAAG el T HopPR TOL KEPGOPQ ,KAOE
QOpA OV VTOG TEPVEEL TAV® ard Kovuni amd amdd Peldkt o finger(ddKTLAO) Kot
o€ YEPAKL OTAV 0 KEPGOPOG TEPVAEL TTAV® 0O Ta cast members Towv puzzles mwy
vopovg,Apdvia,Aipveg,fouvd kot motdape.O KOdKos Tov cuykekpiévov behavior
elvat o akdAovbhoc:

-—- DESCRIPTION --

on getBehaviorDescription me
return \

"ROLLOVER CURSOR CHANGE" & RETURN & RETURN & \

"Changes the cursor when the mouse rolls over the current sprite.
s\

"Choose one of the pointers included with Director, or specify
two 1l-bit 16x16 pixel bitmap members: one to act as the pointer
image, the other to define the transparent/opaque areas of the
cursor." & RETURN & RETURN & \

"TIPS:" & RETURN & \

"Place a single pixel at the topRight and bottomLeft of the image

itself to create what is in fact a 17x17 pixel bitmap. " & \
"These extra pixels will not appear in the cursor (they will be
clipped) but the mask will align with them. " & \

"This ensures that the opaque area surrounds the cursor image
correctly." & RETURN & RETURN & \

"Set the regPoint of the image to define the cursor's hotspot." &
RETURN & RETURN & \

"PARAMETERS:" & RETURN & \
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"* EITHER - Use one of Director's built-in cursors." & RETURN &
RETURN & \

"% OR - Use your own bitmap images." & RETURN & \

"% Custom Image " & RETURN & \

"% Custom Mask" & RETURN & RETURN & \

"To use custom images, ensure that " & QUOTE & "1 bit bitmap" &
QUOTE & " 1is selected as the type of cursor."
end getBehaviorDescription

on getBehaviorTooltip me
return \
"Use with graphic members." & RETURN & RETURN & \
"Modifies the cursor when the mouse rolls over a sprite." &
RETURN & RETURN & \
"You can use built-in or custom images for the cursor."
end getBehaviorTooltip

—-— PROPERTIES --

property spriteNum

-- author-defined parameters
property myCursorType
property myBuiltInCursor
property myCursorMember
property myCustomCursor
property myCustomMask

-- internal properties
property mySprite

property mySavedCursor

-— EVENT HANDLERS --

on beginSprite me
SetSpriteCursor me
end beginSprite

on endSprite me
mySprite.cursor = mySavedCursor
end endSprite

—-— CUSTOM HANDLER --
on SetSpriteCursor me

mySprite = sprite (me.spriteNum)
-—- Save cursor to revert to
mySavedCursor = mySprite.cursor

-- Set the cursor of the sprite

if voidP (myCursorType) then
mySprite.cursor = myBuiltInCursor
exit

end if
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case myCursorType of
"Built-in cursor":

mySprite.cursor = myBuiltInCursor
"Cursor Member":

myCursorMember = value (myCursorMember)
cursorList = [myCursorMember.number]
mySprite.cursor = cursorlList

"l bit bitmap":
myCustomCursor = value (myCustomCursor)
cursorList = [myCustomCursor.number]

if myCustomMask <> "no mask" then
myCustomMask = value (myCustomMask)
cursorList.append (myCustomMask.number)
end if
mySprite.cursor = cursorlList
end case
end SetSpriteCursor

—-— AUTHOR-DEFINED PARAMETERS --

on isOKToAttach (me, aSpriteType, aSpriteNum)
case aSpriteType of
#graphic:
return TRUE
#script:
return FALSE
end case
end i1sOKToAttach

on getPropertyDescriptionlList me
if not the currentSpriteNum then exit

propertyDescriptionList = [:]

cursorTypes = []

cursorMembersList = GetCursorMembers (me)
cursorBitmapsList = GetCursorBitmaps (me)
cursorMasksList = duplicate (cursorBitmapsList)
cursorMasksList.addAt (1, "no mask")

cursorMembers = cursorMembersList.count ()
bitmapCursors = cursorBitmapsList.count()
if cursorMembers then
cursorTypes.append ("Cursor Member™)
end 1if
if bitmapCursors then
cursorTypes.append ("1 bit bitmap")
end 1if
if cursorTypes.count () then
cursorTypes.addAt (1, "Built-in cursor')
propertyDescriptionList.addProp \
(N
#myCursorType, \
[\
#comment: "CHOICE OF TYPE - Use which type of cursor?",
#format: #string, \

#range: cursorTypes, \
#default: cursorTypes[l]\
1\

\
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(

)

[

]

(

)

(

)

(

)

propertyDescriptionList.addProp \

\
#myBuiltInCursor, \

[\

#comment: "CHOICE OF CURSOR - Built-in cursor:",
#format: #cursor, \

#default: 280\

1\

else

return \

\
#myBuiltInCursor: \

[\

#comment: "Use which cursor?", \
#format: #cursor, \

#default: 280\

1\

end if

if cursorMembers then
propertyDescriptionList.addProp \

\

#myCursorMember, \

[\

#comment: "Cursor Member", \
#format: #member, \

#range: cursorMembersList, \
#default: cursorMembersList[1l] \
1A\

end if

if bitmapCursors then
propertyDescriptionList.addProp \

\
#myCustomCursor, \

[\

#comment: "- 1 bit bitmap (image)", \
#format: #bitmap, \

#range: cursorBitmapsList, \
#default: cursorBitmapsList[1]\

1A\

propertyDescriptionList.addProp \

\
#myCustomMask, \

[\

#comment: "1 bit bitmap (mask)"™, \
#format: #bitmap, \

#range: cursorMasksList, \
#default: cursorMasksList[1]\

7\

end if

return propertyDescriptionList

\
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end

on GetCursorMembers me
cursorMembersList = []
maxCastLib = the number of castLibs
repeat with theCastLib = 1 to maxCastLib
maxMember = the number of members of castLib theCastLib
repeat with memberNumber = 1 to maxMember
theMember = member (memberNumber, theCastLib)
if theMember.type = #cursor then
if theMember.name = EMPTY then
cursorMembersList.append (theMember)
else
cursorMembersList.append (theMember.name)
end if
end if
end repeat
end repeat
return cursorMembersList
end GetCursorMembers

on GetCursorBitmaps me
cursorBitmapsList = []
maxCastLib = the number of castLibs
repeat with theCastLib = 1 to maxCastLib
maxMember = the number of members of castLib theCastLib
repeat with memberNumber = 1 to maxMember
theMember = member (memberNumber, theCastLib)
if theMember.type = #bitmap then
if theMember.depth > 1 then next repeat
if theMember.width > 20 then next repeat
if theMember.height > 20 then next repeat

if theMember.name = EMPTY then
cursorBitmapsList.append (theMember)
else
cursorBitmapsList.append (theMember.name)
end 1if
end 1if
end repeat
end repeat
return cursorBitmapsList
end GetCursorMembers

2.H Ewooymyiki page Tng €Q0pHoyng Hov

2NV GLVEYELD 0POV KAVOVUE KAIK TOV® GTO KOVLUTL E16OCOV LETAUPEPOUACTE GTNV
EICOYMYIKT EIKOVA TNG EPAPUOYNS LoL. TNV ovopdlm eloaywmyikn ewova d10tt eivor 1
TPATY EIKOVA TTOL €Yl Kavelg dtav e16EADEL 6TV €QOPLLOYN OV Ko 1] OTtiol Ogiyvet
0TO XPNOTN Tt EIVALOVTO TOL TPOKELTAL VO AKOAOVOGEL.
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Ewova 2.1 H sicayoykn] etkévae T EQappoyns ov

Onmg umopovpe va, dovpe omd avtiy TV €KOVO €06 Kuplapyel To YoAallo ypdpuaL.
Av10 yivetor yoti 06Am 1 epapproyn Lov va LOlAlEL Le YEOYPOUPIKO YAPTY ,CVVETMG
70 Yolal10 cupPorilel TV OAAAGGO. XNV HEGT TNG EPOPLOYNG OV UTOPOVLE VOL
dovpe éva menu 6TV HopPr] EVOS AOVAOVIOD KoL TTLO0 GUYKEKPLUEVA oG Lopyopitog
OV PEPIKA OO TOL TETAALO TOL YPNGLOTOIOVVTOL MG KOVUTLA T OTToioL [Log
LETAPEPOLVV GTO EKACTOTE TEPIPAAAOV OV EYovpLe Kot emtBupovpe my Nopobg ,Afpveg
K.0LAKOUO 0V TEPAGOLLLE TAV® otd To menu buttons propdvpe vo dovue
AEMTOUEPELEG GYETIKA LE TNV EMOUEVT GEAIDO TTOV OKOAOVOETL KAl TO XPDOUA TOV
€KAOTOTE TETAALOL OAAACEL XpDOLULQL.

2.1 To xovuni Nopot ad To menu pHov.

O ypnotg mov emBupel va maél 610 puzzle TV VOU®dV deV £YEL O TO VO, TOTHGEL TO
rkovuni Nopoti amd 1o pevoo.
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Ewova 2.2.1 H sieaymykn eikova g €pappoyns pov to kovpmi Nopoi
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N.Apradiag

Y

N.ApyeAidog

N.ArmwhAoapravaviag

N.Ayio Opog

N

Ewéva 2.1.1 To neprfariiov Tov kovpmiov Nopoi

Ortav o ypriotng matnoet to kKovpuni Nopoi o Bpebel otoakdAovBo mepifdirov.Avtd
70 TEPIPAALOV OOTEAEITOL OO OPLOTEPA OO EVOL YEDYPAPIKO YAPTN UE T OPLOL TOV
VOU®V Kot 2 Kovumid to €va gtvat o EAeyyog Tov puzzle kot to GAlo givor To kovumi
Home button tg epappoyng pov to omoio pog Pydlet otnv tponyoduevn celido. Ao
TNV 0PLOTEPN LEPL UTOPOVLE VO OOVLE Ta. cast members TV VOUMV LE To OVOLLOTOL
Tovg amd endve.EmmAéov pmopodpe va dovpe kot pa scrollbar  omoia okpordpet ta
cast member TV VOU®OV e TOL OVOLOTO TOVS TPOG TO EXAVE KO TPOG TOL KAT.

O K®OKOG TOV KOLUTIOV EAEYYOG EXEL TPOYPOUUATIOTEL £TGL MGTE VO EAEYYEL AV KOl
Ta 52 cast members T@V voumv £xovv pmel otic cwotég 0éoeig (xInit, Ynit). Av ta 52
cast members T@V VOU®OV EYOVV UTEL GOGTO GTO TEAOG TOL TTALE VAL KAVOVLE TOV
élexyo pag epeaviCel éva pop-up mapdbopo pe mv AéEN “’Bravo’’ dnAadn ta
KOUUATIO TV VOU®V £xovv TortoBetnOel cwotd. AAAing pog epeaviletl éva dAlo pop-
up mapdbvpo pe tig AéEeig < Aokipaoce Zavd’’ To omoio onuaivel OTL To. KOUUATIO OEV
£x0Bv unet cwotd.O kMoo ToV KOLVUTLOV givor 0 ENG :

global xInit
global yInit
global lists
global listx
global listy
global sizex
global sizey
global flag
global k
global pressed
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on beginSprite me
lists=1list ()
listx=1ist ()
listy=list ()
sizex=1list ()
sizey=list ()
pressed = list()
repeat with i =5 to 56
lists.append (i)
listx.append(sprite (i) .locH)
listy.append(sprite (i) .locV)
sizex.append (sprite (i) .width)
sizey.append(sprite (i) .height)
if i<=56 then
sprite (i) .1locH=801+40
sprite (i) .locVv=690-106* (i-4)

end if

if sprite(i).locVv>690 or sprite(i).locV<4d5 then
sprite (i) .visible = false

end if

sprite (i) .width=sprite (i) .width/2
sprite (i) .height=sprite (i) .height/2
pressed.append (0)

end repeat
repeat with i =62 to 113
if i<=113 then

sprite (i) .1locH=801+130
sprite (i) .locV=650-106* (i-61)

end if

if sprite(i).locVv>690 or sprite(i).locV<45 then
sprite(i).visible = false

end if

end repeat

-- getCurPos sprite(5)
repeat with i=5 to 56
--res sprite (i)

end repeat
end beginSprite

on mouseDown me
repeat with i=5 to 56
xInit = getAt(listx,i-4)
yInit = getAt(listy,i-4)
checkwhat sprite (i)

end repeat
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if flag=true then

alert ("Mopd&po! !I!l™M)
else

alert ("Aoxklpococe BEova!!!M)
end 1if

end mouseDown

--on fixme me
-— if ((sprite(k).locH -xInit) .abs<3 ) and ((sprite(k).locV -
yInit) .abs<3) then sprite(k).loc = point(xInit,yInit)

--updateStage (the stage)

—-—-checkwhat me
-—-end fixme me

on checkwhat me
flag=true
if sprite(me.spritenum).loc =point (xInit,yInit) then
flag = flag*true
else
flag=flag*false
end if

end checkwhat me
end

To dAho kovumi g oeAldag avtrg éwvat To home button,to omoio gival e oynua £vog
OTTIOV KOl OV TO TOTHCOVE HOG TAEL GTNV TPONYOVUEVT] GEAMON TOL HOGTAY ETIONG
LITOPOVLLE VAL TTOPUTNPTCOVLE OTL OTOV TALE VO TO TOTHGOVUE OAAACEL XpDOUQ OTTO
yYoAdllo og KOKKIVO.O avTioToryog KOOKAS TOL KOLUTOD avTol givor o NG :

on mouseUp me
_movie.go("nomoi", "moviemenu'")
end
on mouseEnter me
sprite (me.spritenum) .member=member ("HomeButton 2")
updatestage

on mouselLeave me
sprite (me.spritenum) .member=member ("HomeButton")

updatestage

end

Ta cast members TV VOU®V oV TALE Vo ToL EMAEEOVUE KO VOL TOL GOPOVUE TAV® GTO
puzzle g ePaproyNS Hog UTopoVUE va doVUE OTL peyalmvovy g pPéyefog Kot 0Tt To
avTioToro Gvopa TV VOopoD Tov emAéEape KOKKVIEL av apnoovpe To voud
EMOVEPYETOL OTIG APYIKES TOL pLOUicELS LKpOTEPO PEYEDOC KOl TO OVOLLOL TOV VOOV
TEPVEL TO LALPO PO TTOL lye Kot TPy atnBel. AV GOPOLLE TO VOO GTO GMOOTH
0éon pmopodpe va dovpe OTL 1] ovopacio Tov vopov aAAdlel ypdpa Kot 6Tt 0 VOUOG
oT1c cwTeS B¢oeig (xInit,ylInit) ypandvetar omd to puzzle.(Drag and drop).O
aVTIoTO(0G KOOWKAS Evan 0 €61 :
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-— DESCRIPTION --

on getBehaviorDescription me
return \
"MOVE, ROTATE AND SCALE" & RETURN & RETURN & \
"Use customizable modifier keys to alter the way a sprite reacts
to the mouse. " & \
"If no modifier keys are pressed, clicking on the sprite and

dragging it moves the sprite. " & \
"If the 'rotate' modifier key is pressed, the sprite will rotate
about its registration point. " & \

"If the 'scale' modifier key is pressed, the sprite will expand
or contract according to the distance between the mouse and the
registration point. " & \

"If both modifier keys are pressed, rotation takes priority." &
RETURN & RETURN & \

"You can press and release the modifier keys as you drag the
sprite: its reaction will alter dynamically." & RETURN & RETURN & \

"PERMITTED MEMBER TYPES:" & RETURN & \

"bitmap, Flash, vector shape" & RETURN & RETURN & \

"PARAMETERS:" & RETURN & \

"% Key to press to rotate sprite" & RETURN & \

"4 Key to press to scale sprite" & RETURN & RETURN & \

"You can use any alphanumeric key or any of the following words:
Return, Tab, Space, Backspace, Command, Cmd, Shift, ShiftLock,
Option, Alt" & RETURN & RETURN & \

"PUBLIC METHODS:" & RETURN & \

"% Modify the action keys" & RETURN & \

"* Obtain behavior reference"
end getBehaviorDescription

on getBehaviorTooltip me
return \

"Use with bitmap, Flash and vector shape members." & RETURN &
RETURN & \

"Allows a sprite to be moved, rotated, or scaled by dragging it
with the mouse." & RETURN & RETURN & \

"The way the sprite reacts when the user drags it depends on
which custom action keys are being pressed. " & \

"The action key for 'rotate' has priority over the key for
'scale'. " & \

"With no action key pressed, the dragged sprite moves with the
mouse."
end getBehaviorTooltip

-—- NOTES FOR DEVELOPERS --

—-— GETTING THE SPRITE TO REACT TO THE MOUSE

-— This behavior uses three handlers to change the aspect of the
sprite: Drag,

-—- Turn and Grow. Each handler is simple enough in itself: the trick
is to

-- get them to work together. Dragging the sprite alters the point
that it

-- 1is to rotate about; rotating the sprite may alter its rect, which
is

-- modified when the size is changed...
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-- I solve this slight difficulty by using an 'if..then' section at
the

-- beginning of each handler which is only executed the first time
the handler

-— is called. This section sets the initial values of the properties
that the

-- handler will need on subsequent calls.

—-— USING KEY PRESSES TO MODIFY THE REACTION OF THE SPRITE
-- I wanted to allow you to use any keys to activate the Turn and
Grow

-- handlers. The new keyPressed () function is ideal for this. 1In
order to

-- simplify your task when authoring, I have included a
RationalizeKeys

-- function which converts words such as "Command" and "Shift" into
the

-- appropriate keycode.

—-— MODIFYING THE ACTION KEYS AT RUNTIME

-- Many games allow the player to select which action keys to use. I
have

-- included a handler in this behavior that you can use as a model
for this:

-- RotateScale SetMessage. See the handler itself for details on its
syntax.

-- Note that it is designed to accept both simple parameters and
lists. You

-— can even send it a list of lists, so that it will set all the
action keys

-- with one command. If you do this, the handler calls itself
recursively,

-- sending itself a new property list of parameters to set at each
pass.

-— HISTORY --

-— 15 October 1998, written for the D7 Behaviors Palette by James
Newton
-- 8 January 2000, updated for Director 8 by Peri Cumali

—-— PROPERTIES --

property spriteNum

-- error checking
property getPDLError
-- author-defined parameters
property myRotateKey
property myScaleKey

-- internal properties
property mySprite
property myMouseDown
property myPrevLoc
property myPrevAngle
property myPrevRect
property myClickLoc
property myDeltaloc
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property myDeltaAngle
property myDeltalength
property myAction

global xInit
global yInit

global listx
global listy

global pressed
global xcur
global ycur

-— EVENT HANDLERS --

on beginSprite me
Initialize me

global a
a=me.spriteNum

end beginSprite me

on mouseDown me
global sizex
global sizey

xcur=sprite (me.spriteNum) .locH
ycur=sprite (me.spriteNum) .locV

StartAction me

sprite (me.spriteNum) .width = getAt (sizex,me.spriteNum-4)
sprite (me.spriteNum) .height = getAt(sizey,me.spriteNum-4)
setAt (pressed,me.spriteNum-4, 1)

sprite (me.spriteNum+57) .color= rgb (255, 0, 0)

end mouseDown

on mouseUpOutside me
myMouseDown = FALSE
end mouseUpOQutside

on mouseUp me
myMouseDown = FALSE

xInit=getAt (listx,me.spriteNum-4)
yInit=getAt (listx,me.spriteNum-4)

if xInit <>sprite(me.spriteNum).locH and
yInit<>sprite (me.spriteNum) .locV then
sprite (me.spriteNum) .locH=xcur
sprite (me.spriteNum) .locV=ycur
sprite (me.spriteNum+57) .color= rgb (0, 0, 0)
sprite (me.spriteNum) .width=sprite (me.spriteNum) .width/2
sprite (me.spriteNum) .height=sprite (me.spriteNum) .height/2
pressed.append (0)
end 1if
end mouseUp
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on prepareframe me
if myMouseDown then DoAction me
end prepareFrame

-- CUSTOM HANDLERS --

on Initialize me -- sent by beginSprite
mySprite = sprite (me.spriteNum)
myMember = mySprite.member

memberType = myMember.type

case memberType of
#vectorShape: mySprite.scaleMode = #autoSIze
end case

set myRotateKey to RationalizeKeys (me, myRotateKey)
set myScaleKey to RationalizeKeys (me, myScaleKey)
end Initialize

on RationalizeKeys me, theKey -- sent by Initialize, SetMessage
case theKey of
"Return": return 36
"TAB" : return 48
"Space": return 49
"backspace": return 51
"Command", "Cmd": return 55
"Shift": return 56
"ShiftLock": return 57
"Option"™, "Alt": return 58
otherwise
return char 1 of theKey
end case

end RationalizeKeys

on StartAction me -- sent by mouseDown
myMouseDown = TRUE
myClickLoc = the clickLoc
myPrevLoc = mySprite.loc
myDeltaloc = the clickLoc - myPrevLoc

end StartAction

on DoAction me -- sent by prepareFrame
if keyPressed (myRotateKey) then
Turn me
else if keyPressed (myScaleKey) then
Grow me
else
Drag me
end 1if
end DoAction

on Grow me -- sent by DoAction
if myAction <> #scale then
myAction = #scale
myPrevRect = mySprite.rect
myPrevLoc = mySprite.loc
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myDeltaloc = the mouseloc - myPrevLoc
myDeltalength = GetLength (me, myDeltaloc)
end if
myDeltaloc = the mouseLoc - myPrevLoc
deltalength = GetLength (me, myDeltalLoc)
newRect = (myPrevRect * deltalLength) / myDeltalength
mySprite.rect = newRect
mySprite.loc = myPrevloc
end Grow
on Turn me -- sent by DoAction
if myAction <> f#rotate then
myAction = #rotate
myPrevAngle = mySprite.rotation
myPrevLoc = mySprite.loc
myDeltaloc = the mouseLoc - myPrevLoc

myDeltaAngle = GetAngle (me, myDeltaloc)
end if
myDeltaloc = the mouseloc - myPrevLoc
angle = GetAngle (me, myDeltaloc)
newAngle = myPrevAngle + angle - myDeltaAngle
mySprite.rotation = newAngle

end Turn
on Drag me -- sent by DoAction
if myAction <> f#move then
myAction = #move
end 1if
mouseDelta = the mouseLoc - myClickLoc
mySprite.loc = myClickLoc + mouseDelta - myDeltaloc
fixme me
end Drag

on fixme me

xInit = getAt(listx,me.spriteNum-4)

yInit getAt (listy,me.spriteNum-4)

if ((sprite(me.spriteNum).locH -xInit) .abs<30 ) and
((sprite(me.spriteNum).locV - yInit) .abs<30) then
sprite (me.spriteNum).loc = point (xInit,yInit)

updateStage (the stage)

end fixme me

on GetLength me, vector -- sent by Grow
deltaH = vector[1]
deltaV = vector[2]

return sgrt ((deltaH * deltaH) + (deltaV * deltaV))
end GetLength

on GetAngle me, slope -- sent by Turn
deltaH = slope[l]
deltaV = slope[Z?]
if deltaH then
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slope = float (deltaV) / deltaH
angle = atan (slope)
if deltaH < 0 then
angle = angle + pi
end if
else if deltav > 0 then
angle = pi / 2
else if deltaV < 0 then

angle = (3 * pi) / 2
else
angle = 0
end 1if
-- Convert to degrees for .rotation
angle = (angle * 180) / pi

return angle
end GetAngle

-— PUBLIC METHODS (responses to #sendSprite, #sendAllSprites, #call)

on RotateScale SetMessage me, theAction, theKey

-- Sets the action keys in response to an external call. Three
types of

-- syntax are supported:

-- 1) sendAllSprites #RotateScale SetMessage, #scale, "s"

-- 2) sendAllSprites #RotateScale SetMessage, [#action: #scale,
#key: "s"]

-- 3) sendAllSprites #RotateScale SetMessage, \

-= [[#action: #scale, #key: "s"], [#action: #rotate,
fkey: "r"1]

-- Syntax check
if 1listP (theAction) then
if ilk (theAction) = #propList then
if theAction.findPos (#action) then
if theAction.findPos (#key) then
theKey = theAction.key
theAction = theAction.action
else
-—- Error check
return #missingParameter
end if
else
-- Error check
return #missingParameter
end if
else
-- Use recursion
repeat with theProplList in theAction
if 1listP (thePropList) then
RotateScale SetMessage me, thePropList
else
return #invalidList
end if
end repeat
exit
end if
end if
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-- End of syntax check

case ilk (theKey) of
#integer, #string: -- valid parameter
otherwise
-—- Error check
return #invalidParameter
end case
case theAction of
#rotate: myRotateKey = RationalizeKeys (me, theKey)
#scale: myScaleKey = RationalizeKeys (me, theKey)
otherwise
-- Error check
return #invalidParameter
end case
end RotateScale SetMessage

on RotateScale GetReference me
-- Returns a reference to the behavior for Lingo calls
return me

end RotateScale GetReference

-— ERROR CHECKING --

on 1sOKToAttach (me, aSpriteType, aSpriteNum)
case aSpriteType of
#graphic:
return getpos ([#bitmap, #flash, #vectorShapel],
sprite (aSpriteNum) .member.type) <> 0
#script:
return FALSE
end case
end 1isOKToAttach

—-— AUTHOR-DEFINED PARAMETERS --
on getPropertyDescriptionlList me
if not the currentSpriteNum then exit

return \

[\

#myRotateKey: \

[\
fcomment: "Press which key to rotate sprite?", \
#format: #string, \
#default: "Shift" \

1,0\

#myScaleKey: \

[\
#comment: "Press which key to scale sprite?", \
#format: #string, \
#default: "Space" \

1A\

]
end getPropertyDescriptionList
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Téhog,0mwe pmopovpe va mapatnpricovpe to scrollbar amoteieiotan and 2 kovundiio
o€ oynua BELOVG T omoia To £val delyvel TAVM Kot To AALO delyvel KATm, o pmdpo
mov 0gv glval GAAN amd o evbeio ypoppn kot T€Aog amd pia pmdio, n oroia gite Ha
avePaivel Tpog ta mavo eite Ba KatePaivel mpog Ta KaT® avdAoya e TO avTioTOLNO
Berakt mov Ba mathcovpe. To kovumi BeEAdKL TPOG TA EXAVED €L TOV EENG KMIKOL:

global k

global pressed
global xInit
global yInit
global xcur
global ycur

on mouseDOWN me

k=0

repeat while the mousedown
k=k+1
if k=36000 then
if sprite(60).locV >94 then
repeat with i=5 to 56
if getAt (pressed,i-4) <1 then
sprite (i) .locV = sprite(i).locV -9

if sprite(i).locv <45 or sprite(i).locv >690 then

sprite (i) .visible = false
else
sprite (i) .visible = true
end if
end if

end repeat

repeat with i=62 to 113
sprite (i) .locV = sprite(i).locV -9

if sprite(i).locv <45 or sprite(i).locv >690 then

sprite(i) .visible = false
else

sprite (i) .visible = true
end if

end repeat
sprite (60) .locV = sprite(60).locVv-1
k=0

updatestage
end 1if

end 1if

end repeat
end

Evo to xovpmi Beddkt mpog Ta kbTm Ba £xel Tov axdAovbo kmOtKa:
global k
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global pressed
global xInit

global yInit

global xcur

global ycur

on mouseDOWN me
k=0

repeat while the mousedown
k=k+1
if k=36000 then
if sprite(60).locV <642 then
repeat with i=5 to 56
if getAt (pressed,i-4) <1 then
sprite (i) .locV = sprite(i).locV +9

if sprite(i).locv <45 or sprite(i).locv >690 then

sprite (i) .visible = false
else
sprite (i) .visible = true
end 1if
end 1if

end repeat

repeat with i=62 to 113
sprite (i) .locV = sprite(i).locV +9

if sprite(i).locv <45 or sprite(i).locv >690 then

sprite(i) .visible = false
else

sprite (i) .visible = true
end if

end repeat
sprite (60) .locV = sprite(60).locV+1l
k=0

updatestage
end 1if

end 1if

end repeat
end

2.2 To kovuni Bouvd amd To menu pov.

O ypnog mov emBupel va el 610 puzzle Twv Povvdv dev EYEL O TO VO TATHGEL
0 Kovumi Bouva amd 10 Hevov g EQapOYNG HOV.
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2peiTe Ta yeyaklTepa gou‘, )
Pouva the EAAGSoC ¢

Ewova 2.2.1 H sieaymykn elkova TG €@aproyns pov to kovpumi Bouva

e
B KapakoTandy *

e

B.@aharpd

bz

B EplpavBog

S

B.Aiktn

Ewova 2.2.2To negpipdriov Tov koopmiov Bouvva
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Otav o ypriotng matnoet 1o Kovpuni Bouva Ba Bpebel oto akdrovbo nepiBdirov. Avtd
70 TEPIPAALOV amoTEAEITOL OO OPIOTEPE OO EVO YE®YPOUPIKO XAPTN UE TO OPLOL TOV
Bouvdv kot 2 kovumid To éva etvat o heyyog Tov puzzle kot to dAlo givor To kovpml
Home button t¢ epappoyng pov to omoio pag Pydler oty mponyovuevn cerida. And
TNV 0PLoTEPT LEPLEL LTOPOVLLE VAL OOVE Ta cast members TV foVVdV Le To OVOLLOTOL
Tovg oo emdve. EmmAéov pmopovpe va dovpe ko pa scrollbar ) omoio ckAopdpet
To cast member TV VOU®OV LE To OVOLOTO TOVG TTPOG TOL EMAVE KO TPOG TO KAT.

O K®OKOG TOV KOLUTIOV EAEYYOG EXEL TPOYPOUUATIOTEL £TGL MGTE VO EAEYYEL AV KOl
ta. 16cast members TV vopdv £xovv tomobetn el otic cwotég Béoeig (xInit, Yinit).
Av 10 16 cast members TV vopdv £xovv tomobetnfel coTA 6T0 TEAOG TOV TTALE VO
KAVOLLE TOV EAEYYO LOG Kot Hog pgavilel éva pop-up mapabupo pe v AEEN
“Bravo’’ dnAadn To KOUUATIO TOV VOU®V £x0VV ToToBetnOel coTd. AAMMDS oG
enpavifetl éva aAlo pop-up mapdbupo pe tig AéEelg ©* Aokipaoe Eavd *’ 1o omoio
onpaivel 6Tt o Koppdrtio dev £xovv Tomobe el cwotd. O KOIKAG TOL KOVUTLOD
elvat o €€Ng :

global
global
global
global
global
global
global
global
global
global

xInit
yInit
lists
listx
listy
sizex
sizey
flag

k
pressed

on beginSprite me
lists=1list ()
listx=1list ()
listy=list ()
sizex=1list ()
sizey=list ()

pressed = list ()

repeat with i =5 to 20
lists.append (i)
listx.append(sprite (i) .locH)
listy.append(sprite (i) .locV)
sizex.append(sprite (i) .width)
sizey.append(sprite (i) .height)

if i<=20 then
sprite (i) .1locH=801+40
sprite (i) .locVv=690-106%* (i-4)

end if

if sprite(i).locv>690 or sprite(i).locV<45 then
sprite (i) .visible false

end if

sprite (i) .width=sprite (i) .width/2
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sprite (i) .height=sprite(i).height/2
pressed.append (0)

end repeat
repeat with 1 =26 to 41
if i<=41 then

sprite (i) .1locH=801+130
sprite (i) .1locV=650-106* (i-25)

end if

if sprite(i).locVv>690 or sprite(i).locV<45 then
sprite (i) .visible = false

end if

end repeat

-- getCurPos sprite(5)
repeat with i=5 to 20
--res sprite (i)

end repeat
end beginSprite

on mouseDown me
repeat with i=5 to 20
xInit = getAt(listx,i-4)
yInit = getAt (listy,i-4)
checkwhat sprite (i)

end repeat
if flag=true then
alert ("Mmp&pRo! ™M)
else
alert ("Aoxklpuocoe Eova! M)
end if

end mouseDown

--on fixme me
-— if ((sprite(k).locH -xInit).abs<3 ) and ((sprite(k).locV -
yInit) .abs<3) then sprite(k).loc = point (xInit,yInit)

--updateStage (the stage)

—-—-checkwhat me
-—-end fixme me

on checkwhat me
flag=true
if sprite(me.spritenum).loc =point (xInit,yInit) then
flag = flag*true
else
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flag=flag*false
end if
end checkwhat me
end

To dAAo kKovumi TG oeAidag avthg eivar To home button,to omoio gival 6e oy €vOg
OTTION KOl OV TO TOTCOVE LOG TAEL GTNV TPOTYOULEVT GEAIDO TTOV NUOCTAV EMIGNG
UTOPOVLE VO TOPATNPICOVUE OTL OTOV TALE VO TO TOTGOVUE OALALEL XpDOLOL A0
yorallo o€ KOKKIVO .O avtioTo oG KOOKAS TOL KOLUTLOV avToL glvart 0 €E1G :

on mouseUp me
_movie.go("nomoi", "moviemenu")
end
on mousekEnter me
sprite (me.spritenum) .member=member ("HomeButton 2")
updatestage

on mouselLeave me
sprite (me.spritenum) .member=member ("HomeButton")

updatestage

end

Ta cast members Tov fouvdv av e va. To ETAEEOVUE KOl VO TOL GUPOVLLE TAVE® GTO
puzzle g epappoyng pog pmopope va dove Ot peyaldvouy oe néyehog Kat 0Tt 10
aVTIGTOT(O OVOLO TV VOLOV OV EMAEENE KOKKIVICEL oV apriGovUE TO fouVO
EMOVEPYETOL OTIS OPYLKES TOV pubuicelg pkpdtepo pEyeBog Ko To Gvopa Tov Vopov
moipvel To popo ypdpa o lxe kot tpv wotndel. Av chpovpe 10 fouvod 6T cwOT
Béom umopove va dovpe 6t 1 ovopasio Tov Bovvod aALGLeL xpdua Kot 0Tt To Bouvd
o115 6oTtég Béoelg (xInit ,ylnit) ypordveratl and to puzzle.(Drag and drop).O
avTiGTOLY0G KMAKAG ivot 0 €ENG :

-— DESCRIPTION --

on getBehaviorDescription me
return \
"MOVE, ROTATE AND SCALE" & RETURN & RETURN & \
"Use customizable modifier keys to alter the way a sprite reacts
to the mouse. " & \
"If no modifier keys are pressed, clicking on the sprite and

dragging it moves the sprite. " & \
"If the 'rotate' modifier key is pressed, the sprite will rotate
about its registration point. " & \

"If the 'scale' modifier key is pressed, the sprite will expand
or contract according to the distance between the mouse and the
registration point. " & \

"If both modifier keys are pressed, rotation takes priority." &
RETURN & RETURN & \

"You can press and release the modifier keys as you drag the
sprite: its reaction will alter dynamically." & RETURN & RETURN & \

"PERMITTED MEMBER TYPES:" & RETURN & \

"bitmap, Flash, vector shape" & RETURN & RETURN & \

"PARAMETERS:" & RETURN & \

"% Key to press to rotate sprite" & RETURN & \

"% Key to press to scale sprite" & RETURN & RETURN & \
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"You can use any alphanumeric key or any of the following words:
Return, Tab, Space, Backspace, Command, Cmd, Shift, ShiftLock,
Option, Alt"™ & RETURN & RETURN & \

"PUBLIC METHODS:" & RETURN & \

"% Modify the action keys" & RETURN & \

"* Obtain behavior reference"
end getBehaviorDescription

on getBehaviorTooltip me
return \

"Use with bitmap, Flash and vector shape members." & RETURN &
RETURN & \

"Allows a sprite to be moved, rotated, or scaled by dragging it
with the mouse." & RETURN & RETURN & \

"The way the sprite reacts when the user drags it depends on
which custom action keys are being pressed. " & \

"The action key for 'rotate' has priority over the key for
'scale'. " & \

"With no action key pressed, the dragged sprite moves with the
mouse."
end getBehaviorTooltip

-—- NOTES FOR DEVELOPERS --

-— GETTING THE SPRITE TO REACT TO THE MOUSE

-—- This behavior uses three handlers to change the aspect of the
sprite: Drag,

-— Turn and Grow. Each handler is simple enough in itself: the trick
is to

-- get them to work together. Dragging the sprite alters the point
that it

-- is to rotate about; rotating the sprite may alter its rect, which
is

-- modified when the size is changed...

-- I solve this slight difficulty by using an 'if..then' section at
the

-- beginning of each handler which is only executed the first time
the handler

-- is called. This section sets the initial values of the properties
that the

-- handler will need on subsequent calls.

—-— USING KEY PRESSES TO MODIFY THE REACTION OF THE SPRITE
-- I wanted to allow you to use any keys to activate the Turn and
Grow

-- handlers. The new keyPressed () function is ideal for this. 1In
order to

-- simplify your task when authoring, I have included a
RationalizeKeys

-- function which converts words such as "Command" and "Shift" into
the

-- appropriate keycode.

—-— MODIFYING THE ACTION KEYS AT RUNTIME

-- Many games allow the player to select which action keys to use. I
have
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-- included a handler in this behavior that you can use as a model
for this:

-- RotateScale SetMessage. See the handler itself for details on its
syntax.

-- Note that it is designed to accept both simple parameters and
lists. You

-— can even send it a list of lists, so that it will set all the
action keys

-- with one command. If you do this, the handler calls itself
recursively,

-- sending itself a new property list of parameters to set at each
pass.

-— HISTORY --

-— 15 October 1998, written for the D7 Behaviors Palette by James
Newton
-- 8 January 2000, updated for Director 8 by Peri Cumali

—-— PROPERTIES --

property spriteNum

-- error checking
property getPDLError
-- author-defined parameters
property myRotateKey
property myScaleKey

-- internal properties
property mySprite
property myMouseDown
property myPrevLoc
property myPrevAngle
property myPrevRect
property myClickLoc
property myDeltaloc
property myDeltaAngle
property myDeltalength
property myAction

global xInit
global yInit

global listx
global listy

global pressed
global xcur

global ycur

-- EVENT HANDLERS --

on beginSprite me
Initialize me

global a
a=me.spriteNum

end beginSprite me
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on mouseDown me
global sizex
global sizey

xcur=sprite (me.spriteNum) .locH
ycur=sprite (me.spriteNum) .locV

StartAction me

sprite (me.spriteNum) .width = getAt (sizex,me.spriteNum-4)
sprite (me.spriteNum) .height = getAt(sizey,me.spriteNum-4)
setAt (pressed,me.spriteNum-4, 1)

sprite (me.spriteNum+21) .color= rgb (255, 0, 0)

end mouseDown

on mouseUpOutside me
myMouseDown = FALSE
end mouseUpOQutside

on mouseUp me
myMouseDown = FALSE

xInit=getAt (listx,me.spriteNum-4)
yInit=getAt (listx,me.spriteNum-4)

if xInit <>sprite(me.spriteNum).locH and
yInit<>sprite (me.spriteNum) .locV then
sprite (me.spriteNum) .locH=xcur
sprite (me.spriteNum) .locV=ycur
sprite (me.spriteNum+21) .color= rgb (0, 0, O0)
sprite (me.spriteNum) .width=sprite (me.spriteNum) .width/2
sprite (me.spriteNum) .height=sprite (me.spriteNum) .height/2
pressed.append (0)
end 1if
end mouseUp

on prepareFrame me
if myMouseDown then DoAction me

end prepareFrame

-—- CUSTOM HANDLERS --

on Initialize me -- sent by beginSprite
mySprite = sprite(me.spriteNum)
myMember = mySprite.member

memberType = myMember.type

case memberType of
#vectorShape: mySprite.scaleMode = #autoSIze
end case

set myRotateKey to RationalizeKeys (me, myRotateKey)
set myScaleKey to RationalizeKeys (me, myScaleKey)
end Initialize

on RationalizeKeys me, theKey -- sent by Initialize, SetMessage

case theKey of
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"Return": return 36

"TAB" : return 48
"Space": return 49
"backspace": return 51
"Command"™, "Cmd": return 55
"Shift": return 56
"ShiftLock": return 57
"Option"™, "AlIt": return 58
otherwise
return char 1 of theKey
end case

end RationalizeKeys

on StartAction me -- sent by mouseDown
myMouseDown = TRUE
myClickLoc = the clickLoc
myPrevLoc = mySprite.loc
myDeltaloc = the clickLoc - myPrevLoc

end StartAction

on DoAction me -- sent by prepareFrame
if keyPressed (myRotateKey) then
Turn me
else if keyPressed (myScaleKey) then
Grow me
else
Drag me
end 1if
end DoAction

on Grow me -- sent by DoAction
if myAction <> #scale then
myAction = #scale
myPrevRect = mySprite.rect
myPrevLoc = mySprite.loc
myDeltalLoc = the mouselLoc - myPrevLoc
myDeltalength = GetLength (me, myDeltaloc)
end 1if
myDeltaloc = the mouseLoc - myPrevLoc
deltalength = GetLength (me, myDeltalLoc)
newRect = (myPrevRect * deltalength) / myDeltalength
mySprite.rect = newRect
mySprite.loc = myPrevLoc

end Grow

on Turn me -- sent by DoAction
if myAction <> frotate then
myAction = #rotate
myPrevAngle = mySprite.rotation
myPrevLoc = mySprite.loc
myDeltaloc = the mouseLoc - myPrevLoc

myDeltaAngle = GetAngle (me, myDeltaloc)
end 1if
myDeltalLoc = the mouseLoc - myPrevLoc
angle = GetAngle (me, myDeltaloc)
newAngle = myPrevAngle + angle - myDeltaAngle
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mySprite.rotation = newAngle

end Turn
on Drag me -- sent by DoAction
if myAction <> #move then
myAction = #move
end 1if
mouseDelta = the mouselLoc - myClickLoc
mySprite.loc = myClickLoc + mouseDelta - myDeltaloc
fixme me
end Drag

on fixme me

xInit = getAt(listx,me.spriteNum-4)

yInit = getAt(listy,me.spriteNum-4)

if ((sprite(me.spriteNum).locH -xInit).abs<30 ) and
((sprite(me.spriteNum) .locV - yInit) .abs<30) then
sprite (me.spriteNum).loc = point (xInit,yInit)

updateStage (the stage)

end fixme me

on GetLength me, vector -- sent by Grow

deltaH = vector[1]

deltaV = vector[2]

return sqgrt ((deltaH * deltaH) + (deltaVv * deltaV))
end GetLength

on GetAngle me, slope -- sent by Turn
deltalH = slope[l]
deltaV = slope[Z?]
if deltaH then
slope = float (deltaV) / deltaH
angle = atan (slope)
if deltaH < 0 then
angle = angle + pi
end if
else if deltav > 0 then
angle = pi / 2
else if deltaV < 0 then

angle = (3 * pi) / 2
else
angle = 0
end 1if
-- Convert to degrees for .rotation
angle = (angle * 180) / pi

return angle
end GetAngle

-- PUBLIC METHODS (responses to #sendSprite, #sendAllSprites, #call)

66




on RotateScale SetMessage me, theAction, theKey

-- Sets the action keys in response to an external call. Three
types of

-- syntax are supported:

-- 1) sendAllSprites #RotateScale SetMessage, #scale, "s"

-- 2) sendAllSprites #RotateScale SetMessage, [#action: #scale,
#fkey: "s"]

-- 3) sendAllSprites #RotateScale SetMessage, \

- [ [#action: f#scale, #key: "s"], [#action: #rotate,
#key: nrn}}

-- Syntax check
if 1listP (theAction) then
if ilk (theAction) = #propList then
if theAction.findPos (#action) then
if theAction.findPos (#key) then
theKey = theAction.key
theAction = theAction.action
else
-— Error check
return #missingParameter
end if
else
-— Error check
return #missingParameter
end if
else
-— Use recursion
repeat with theProplList in theAction
if listP (theProplList) then
RotateScale SetMessage me, thePropList
else
return #invalidList
end if
end repeat
exit
end if
end if
-- End of syntax check

case 1lk (theKey) of
#integer, #string: -- valid parameter
otherwise
-- Error check
return #invalidParameter
end case
case theAction of
#rotate: myRotateKey = RationalizeKeys (me, theKey)
#scale: myScaleKey = RationalizeKeys (me, theKey)
otherwise
-- Error check
return #invalidParameter
end case
end RotateScale SetMessage

on RotateScale GetReference me
-- Returns a reference to the behavior for Lingo calls
return me

end RotateScale GetReference
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-—- ERROR CHECKING --

on isOKToAttach (me, aSpriteType, aSpriteNum)
case aSpriteType of
#graphic:
return getpos ([#bitmap, #flash, #vectorShape],
sprite (aSpriteNum) .member.type) <> 0
#script:
return FALSE
end case
end i1isOKToAttach

—— AUTHOR-DEFINED PARAMETERS --
on getPropertyDescriptionList me
if not the currentSpriteNum then exit

return \

[\
#fmyRotateKey: \
[\
fcomment: "Press which key to rotate sprite?", \
#format: #string, \
#default: "Shift" \
I, \
#myScaleKey: \
[\
#comment: "Press which key to scale sprite?", \
#format: #string, \
#default: "Space" \
1A\

]
end getPropertyDescriptionList

Téloc,0mm¢ pmopovpe va mapatnpricovpe to scrollbar amoteleiton amd 2 Kovumdaxio
oe oynpa BELovg ta omoia To éva delyvel Thve Kot To dALO delyvel KAT®, U0 Urdpo
oL OV gival GAAN amd pia evbeio ypoappn kot TEA0G amd po umdAa, 1 onoia gite Oo
avePaivel Tpog ta mhvo eite Ba katePaivel TPog TO KATM® AVAAOYO LE TO AVTIGTOLYO
Behdict mov Ba matnoovpe . To kovpmi Bedkt Tpog Ta emdve £xel Tov €Ng KOIKOL:

global k

global pressed
global xInit
global yInit
global xcur
global ycur

on mouseDOWN me

k=0
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repeat while the mousedown
k=k+1
if k=36000 then
if sprite(25).locV >94 then
repeat with i=5 to 20
if getAt (pressed,i-4) <1 then
sprite(i).locV = sprite(i).locV -9

if sprite(i).locv <45 or sprite(i).locv >690 then

sprite (i) .visible = false
else
sprite (i) .visible = true
end if
end if

end repeat

repeat with i=26 to 41
sprite (i) .locV = sprite(i).locVv -9

if sprite(i).locv <45 or sprite(i).locv >690 then

sprite (i) .visible = false
else

sprite (i) .visible = true
end if

end repeat
sprite(25).locV = sprite(25).locVv-3
k=0

updatestage
end 1if

end if

end repeat
end

Télog to kovumi BeAdKt TPOG TOL KAT® £YEL TOV AVTIGTOTYO KMOKOL:

global k

global pressed
global xInit
global yInit
global xcur
global ycur

on mouseDOWN me

k=0

repeat while the mousedown
k=k+1
if k=33000 then
if sprite(25).locV <642 then
repeat with i=5 to 20
if getAt (pressed,i-4) <1 then
sprite (i) .locV = sprite(i).locV +9
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if sprite(i).locv <45 or sprite(i).locv >690 then

sprite (i) .visible = false
else
sprite (i) .visible = true
end if
end if

end repeat

repeat with i=26 to 41
sprite (i) .locV = sprite(i).locV +9

if sprite(i).locv <45 or sprite(i).locv >690 then

sprite(i) .visible = false
else

sprite (i) .visible = true
end if

end repeat
sprite(25) .locV = sprite(25).locV+3
k=0

updatestage
end 1if

end 1if

end repeat
end

2.3.To kovuni Ayudvia 07x0 To menu LHov.
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Ewova 2.3.1 H sicaymyikn elkova g €QApRoyns Hov To Kovumi Aypdvia

S

AHpakAeiou

S7

AHyoupevitoag

S7

AEhcuaivag

Ewova 2.3.2To ngpifdriov Tov Koopmoy Apavia
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Ortav o ypriotng matnoet 1o Kovpumi Apdvia Oa Bpedei oto axdAovBo mepdiiov.
Av106 10 TEPIPAAAOV amoTEAEiTAL OO APIGTEPE OO EVAL YEWYPAPIKO XEpTN HE T Hplal
TV Bouvav Kot 2 Kovumid To éva eivar o Eheyyog Tov puzzle kot o dAlo givatl To
kovuni Home button tng epoppoyng pov 1o omoio pog Pyalet omnv mponyoduevn
oeAida. Ao TV aploTEPY| LEPLA LTOPOVUE VO, dOVLE Ta cast members TV fouvdv pe
T, OVOLOTOL TOVG oo emdve. EmmAéov pmopovpe va dovpe ko pa scrollbar 1 onoia
OoKpPOAGpEL TO cast member TV AUoVIOV PE To OVOLOTO TOVG TPOG TO. ETAVE KO TPOG
T0 KATO.

O KDOKOG TOL KOVUTIOU EAEYYOG EXEL TPOYPOUUOTIOTEL £TCL MOTE VO EAEYYEL OV KO
ta 10 cast members Tov Mpovidv €govv Tonobetn el oTig cwotég Béoeig (xInit,
Ylnit). Av ta 10 cast members T®v vopdv £xovv tomobendel 6ot 6T0 TELOC TOL
TAE Vo KAVOVLE TOV EAEYYO OGS Kot pog epeaviletl €va pop-up mapdbupo pe v AEEN
“’Bravo’” dnAadn o Koppdtio Tov Voudv £xovv tomofem el cwotd. AAMOC pog
enpaviCet éva dAAo pop-up mapdbupo pe tig AéEetg 7 Aokipaoe Zavd *’ 1o omoio
onupaivel 6t Ta Koppdrtio dgv Exovv Tomobetndel cmwotd. O KOOKG TOL KOLUTION
etvat 0 e€N¢ :

global xInit
global yInit
global lists
global listx
global listy
global sizex
global sizey
global flag
global k
global pressed

on beginSprite me
lists=1list ()
listx=1ist ()
listy=list ()
sizex=1list ()
sizey=list ()
pressed = list ()
repeat with i =5 to 14
lists.append (i)

listx.append(sprite (i) .locH)
listy.append(sprite (i) .locV)
sizex.append(sprite (i) .width)
sizey.append(sprite (i) .height)

if i<=14 then
sprite (i) .1locH=801+40
sprite (i) .locV=690-106%* (i-4)

end if

if sprite(i).locv>690 or sprite(i).locV<45 then
sprite(i) .visible = false

end if

sprite (i) .width=sprite (i) .width/2
sprite (i) .height=sprite (i) .height/2
pressed.append (0)
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end repeat
repeat with 1 =20 to 29
if i<=113 then

sprite (i) .1locH=801+130
sprite (i) .1locV=650-106* (i-19)

end if

if sprite(i).locVv>690 or sprite(i).locV<45 then
sprite (i) .visible = false

end if

end repeat

-- getCurPos sprite (5)
repeat with i=5 to 14
--res sprite (i)

end repeat
end beginSprite

on mouseDown me
repeat with i=5 to 14
xInit = getAt(listx,i-4)
yInit = getAt (listy,i-4)
checkwhat sprite (i)

end repeat
if flag=true then
alert ("Mmop&pRo! ™M)
else
alert ("Aoxklpocoe BEova! M)
end 1if

end mouseDown

--on fixme me
-- if ((sprite(k).locH -xInit) .abs<3 ) and ((sprite(k).locV -
yInit) .abs<3) then sprite(k).loc = point(xInit,yInit)

--updateStage (the stage)

—-—-checkwhat me
-—-end fixme me

on checkwhat me
flag=true
if sprite(me.spritenum).loc =point (xInit,yInit) then
flag = flag*true
else
flag=flag*false
end if
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end checkwhat me
end

To dALo kKovumi ™ ceidac avtg eivon To home button,to omoio eivan e oynua evog
OTLTION KOl OV TO TOTCOVE LOG TAEL GTIV TPOTYOVLEVT GEAIDO TOV NUOCTOV EMIONG
UTOPOVLE VO, TOPATNPNCOVUE OTL OTOV TALE VO TO TOTGOVUE OALALEL XPDOUO OO
yoAallo o€ KOKKIVO .O avTioTOr(0g KMOKAG TOV KOLUTIOU avTov givor 0 €E1G :

on mouseUp me
~movie.go("nomoi", "moviemenu')
end
on mouseEnter me
sprite (me.spritenum) .member=member ("HomeButton 2")
updatestage

on mouseleave me
sprite (me.spritenum) .member=member ("HomeButton'")

updatestage

end

Ta cast members T@V AUOVIOV 0V TAUE VO TO EMAEEOVE KO VOL TOL GOPOVUE TAV®
070 puzzle TG EPAPHOYNG LOG LTOPOVLLE Vo doVUE OTL Leyoldvouy og Péyebog kot
OTL TO aVTIoTOUY0 GVOUO TOV AOVIOD TOL ETAEENE KOKKIVILEL OV OPTIGOVLLE TO
Bouvo emavépyetal oTig apykég Tov pubpicelg pikpdtepo PEYEBOC Kot To OVOLLO TOL
MooV ToipVEL TO HOPO XPOUO TOV £iye Kot Tptv TatnOel. Av cupovpe TO Apdvi
oTN WOt BEom UTOpOvLE VO SOVLE OTL 1] OVOUAGTIO TOV AUAVIOD 0AAALEL YPpOLLOL Ko
0TL T0 Mpdvt o115 cwotég Béaelc (xInit ,ylInit) ypardveron omd to puzzle.(Drag and
drop).O avtioctotyog k®dOWAS givat 0 e€Ng :

—-— DESCRIPTION --

on getBehaviorDescription me
return \
"MOVE, ROTATE AND SCALE" & RETURN & RETURN & \
"Use customizable modifier keys to alter the way a sprite reacts
to the mouse. " & \
"If no modifier keys are pressed, clicking on the sprite and

dragging it moves the sprite. " & \
"If the 'rotate' modifier key is pressed, the sprite will rotate
about its registration point. " & \

"If the 'scale' modifier key is pressed, the sprite will expand
or contract according to the distance between the mouse and the
registration point. " & \

"If both modifier keys are pressed, rotation takes priority." &
RETURN & RETURN & \

"You can press and release the modifier keys as you drag the
sprite: its reaction will alter dynamically." & RETURN & RETURN & \

"PERMITTED MEMBER TYPES:" & RETURN & \

"bitmap, Flash, vector shape" & RETURN & RETURN & \

"PARAMETERS:" & RETURN & \

"% Key to press to rotate sprite" & RETURN & \

"% Key to press to scale sprite" & RETURN & RETURN & \
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"You can use any alphanumeric key or any of the following words:
Return, Tab, Space, Backspace, Command, Cmd, Shift, ShiftLock,
Option, Alt"™ & RETURN & RETURN & \

"PUBLIC METHODS:" & RETURN & \

"% Modify the action keys" & RETURN & \

"* Obtain behavior reference"
end getBehaviorDescription

on getBehaviorTooltip me
return \

"Use with bitmap, Flash and vector shape members." & RETURN &
RETURN & \

"Allows a sprite to be moved, rotated, or scaled by dragging it
with the mouse." & RETURN & RETURN & \

"The way the sprite reacts when the user drags it depends on
which custom action keys are being pressed. " & \

"The action key for 'rotate' has priority over the key for
'scale'. " & \

"With no action key pressed, the dragged sprite moves with the
mouse."
end getBehaviorTooltip

-—- NOTES FOR DEVELOPERS --

-— GETTING THE SPRITE TO REACT TO THE MOUSE

-—- This behavior uses three handlers to change the aspect of the
sprite: Drag,

-— Turn and Grow. Each handler is simple enough in itself: the trick
is to

-- get them to work together. Dragging the sprite alters the point
that it

-- is to rotate about; rotating the sprite may alter its rect, which
is

-- modified when the size is changed...

-- I solve this slight difficulty by using an 'if..then' section at
the

-- beginning of each handler which is only executed the first time
the handler

-- is called. This section sets the initial values of the properties
that the

-- handler will need on subsequent calls.

—-— USING KEY PRESSES TO MODIFY THE REACTION OF THE SPRITE
-- I wanted to allow you to use any keys to activate the Turn and
Grow

-- handlers. The new keyPressed () function is ideal for this. 1In
order to

-- simplify your task when authoring, I have included a
RationalizeKeys

-- function which converts words such as "Command" and "Shift" into
the

-- appropriate keycode.

—-— MODIFYING THE ACTION KEYS AT RUNTIME

-- Many games allow the player to select which action keys to use. I
have
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-- included a handler in this behavior that you can use as a model
for this:

-- RotateScale SetMessage. See the handler itself for details on its
syntax.

-- Note that it is designed to accept both simple parameters and
lists. You

-— can even send it a list of lists, so that it will set all the
action keys

-- with one command. If you do this, the handler calls itself
recursively,

-- sending itself a new property list of parameters to set at each
pass.

-— HISTORY --

-— 15 October 1998, written for the D7 Behaviors Palette by James
Newton
-- 8 January 2000, updated for Director 8 by Peri Cumali

—-— PROPERTIES --

property spriteNum

-- error checking
property getPDLError
-- author-defined parameters
property myRotateKey
property myScaleKey

-- internal properties
property mySprite
property myMouseDown
property myPrevLoc
property myPrevAngle
property myPrevRect
property myClickLoc
property myDeltaloc
property myDeltaAngle
property myDeltalength
property myAction
global xInit

global yInit

global listx

global listy

global pressed
global xcur

global ycur

—-— EVENT HANDLERS --

on beginSprite me
Initialize me

global a
a=me.spriteNum

end beginSprite me

on mouseDown me
global sizex
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global sizey

xcur=sprite (me.spriteNum) .locH
ycur=sprite (me.spriteNum) .locV

StartAction me

sprite (me.spriteNum) .width = getAt (sizex,me.spriteNum-4)
sprite (me.spriteNum) .height = getAt (sizey,me.spriteNum-4)
setAt (pressed, me.spriteNum-4,1)

sprite (me.spriteNum+15) .color= rgb (255, 0, 0)

end mouseDown

on mouseUpOutside me

myMouseDown = FALSE

end mouseUpOutside

on mouseUp me

myMouseDown = FALSE

xInit=getAt (listx,me.spriteNum-4)
yInit=getAt (listx,me.spriteNum-4)

if xInit <>sprite(me.spriteNum).locH and

yInit<>sprite (me.spriteNum).locV then

sprite (me.spriteNum) .locH=xcur

sprite (me.spriteNum) .locV=ycur

sprite (me.spriteNum+15) .color= rgb (0, 0, 0)

sprite (me.spriteNum) .width=sprite (me.spriteNum) .width/2
sprite (me.spriteNum) .height=sprite (me.spriteNum) .height/2

end if

end mouseUp

on prepareFrame me

if myMouseDown then DoAction me

end prepareFrame

CUSTOM HANDLERS --

on Initialize me -- sent by beginSprite
mySprite = sprite (me.spriteNum)
myMember = mySprite.member

memberType myMember. type
case memberType of

#vectorShape: mySprite.scaleMode = #autoSIze
end case

set myRotateKey to RationalizeKeys (me, myRotateKey)
set myScaleKey to RationalizeKeys (me, myScaleKey)

end Initialize

on RationalizeKeys me, theKey -- sent by Initialize, SetMessage
case theKey of
"Return": return 36
"TAB": return 48
"Space": return 49
"backspace": return 51

"Command"™, "Cmd": return 55

77




"Shift": return 56

"ShiftLock": return 57
"Option"™, "AlIt": return 58
otherwise
return char 1 of theKey
end case

end RationalizeKeys

on StartAction me -- sent by mouseDown
myMouseDown = TRUE
myClickLoc = the clickLoc

myPrevLoc mySprite.loc
myDeltaloc = the clickLoc - myPrevLoc
end StartAction

on DoAction me -- sent by prepareFrame
if keyPressed (myRotateKey) then
Turn me
else if keyPressed (myScaleKey) then
Grow me
else
Drag me
end 1if
end DoAction

on Grow me -- sent by DoAction
if myAction <> #scale then
myAction = #scale
myPrevRect = mySprite.rect
myPrevLoc = mySprite.loc
myDeltalLoc = the mouselLoc - myPrevLoc
myDeltalLength = GetLength (me, myDeltaloc)
end 1if
myDeltaloc = the mouseLoc - myPrevLoc
deltalength = GetLength (me, myDeltaloc)
newRect = (myPrevRect * deltalLength) / myDeltalength
mySprite.rect = newRect
mySprite.loc = myPrevLoc

end Grow

on Turn me -- sent by DoAction
if myAction <> #rotate then
myAction = #rotate
myPrevAngle = mySprite.rotation
myPrevLoc = mySprite.loc
myDeltaloc = the mouseLoc - myPrevLoc

myDeltaAngle = GetAngle (me, myDeltaloc)
end if
myDeltalLoc = the mouselLoc - myPrevLoc
angle = GetAngle (me, myDeltaloc)
newAngle = myPrevAngle + angle - myDeltaAngle
mySprite.rotation = newAngle
end Turn

on Drag me -- sent by DoAction
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if myAction <> #move then

myAction = #move
end if
mouseDelta = the mouseLoc - myClickLoc
mySprite.loc = myClickLoc + mouseDelta - myDeltaloc
fixme me
end Drag

on fixme me

xInit = getAt(listx,me.spriteNum-4)

yInit getAt (listy,me.spriteNum-4)

if ((sprite(me.spriteNum).locH -xInit).abs<30 ) and
((sprite(me.spriteNum) .locV - yInit) .abs<30) then
sprite (me.spriteNum).loc = point (xInit,yInit)

updateStage (the stage)

end fixme me

on GetLength me, vector -- sent by Grow

deltaH = vector[1]

deltaV = vector[2]

return sqgrt ((deltaH * deltaH) + (deltaVv * deltaV))
end GetLength

on GetAngle me, slope -- sent by Turn
deltalH = slope[l]
deltaV = slope[Z?]
if deltaH then
slope = float (deltaV) / deltaH
angle = atan (slope)
if deltaH < 0 then
angle = angle + pi
end if
else if deltav > 0 then
angle = pi / 2
else 1f deltaVv < 0 then

angle = (3 * pi) / 2
else
angle = 0
end 1if
-- Convert to degrees for .rotation
angle = (angle * 180) / pi

return angle
end GetAngle

-- PUBLIC METHODS (responses to #sendSprite, #sendAllSprites, #call)

on RotateScale SetMessage me, theAction, theKey

-—- Sets the action keys in response to an external call. Three
types of

-- syntax are supported:

-- 1) sendAllSprites #RotateScale SetMessage, #scale, "s"
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-- 2) sendAllSprites #RotateScale SetMessage, [#action: #scale,
#key: HSHJ

-- 3) sendAllSprites #RotateScale SetMessage, \

- [ [#action: f#scale, #key: "s"], [#action: #rotate,
#key: "r"]]

-- Syntax check
if 1listP (theAction) then
if ilk (theAction) = #propList then
if theAction.findPos (#action) then
if theAction.findPos (#key) then
theKey = theAction.key
theAction = theAction.action
else
-— Error check
return #missingParameter
end if
else
-— Error check
return #missingParameter
end if
else
-- Use recursion
repeat with theProplList in theAction
if listP (theProplList) then
RotateScale SetMessage me, thePropList
else
return #invalidList
end if
end repeat
exit
end if
end if
-- End of syntax check

case 1lk (theKey) of
#finteger, #string: -- valid parameter
otherwise
-- Error check
return #invalidParameter
end case
case theAction of
#frotate: myRotateKey RationalizeKeys (me, theKey)
#scale: myScaleKey = RationalizeKeys (me, theKey)
otherwise
-- Error check
return #invalidParameter
end case
end RotateScale SetMessage

on RotateScale GetReference me
-- Returns a reference to the behavior for Lingo calls
return me

end RotateScale GetReference

-- ERROR CHECKING --

on 1isOKToAttach (me, aSpriteType, aSpriteNum)
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case aSpriteType of
#graphic:
return getpos ([#bitmap, #flash, #vectorShape],
sprite (aSpriteNum) .member.type) <> 0
#script:
return FALSE
end case
end isOKToAttach

—— AUTHOR-DEFINED PARAMETERS --
on getPropertyDescriptionlList me

if not the currentSpriteNum then exit

return \
[\
#fmyRotateKey: \
[\
fcomment: "Press which key to rotate sprite?", \
#format: #string, \
#default: "Shift" \
I, \
#myScaleKey: \
[\
#comment: "Press which key to scale sprite?", \
#format: #string, \
fdefault: "Space" \
1A\

]
end getPropertyDescriptionList

Téloc,0mm¢ pumopove va mapatnpicovpe to scrollbar amoteleiton amd 2 KovumdKio
og oynpa BELovg ta omoia To Eva delyvel Tave Kot To GALO delyvel KATW, U0 Urdpo
oL OV givort GAAN amd pia evbeio ypoappn kot TEA0G amd po umdAa, 1 omoia gite Oo
avePaivel Tpog ta mhvo eite Ba katePaivel TPoOg TO KATM® AVAAOYO LE TO AVTIGTOLYO
Behdict mov Ba matnoovpe. To kovpmi Beddkt Tpog Ta emdve £xel Tov €Ng KOIKOL:

global k

global pressed
global xInit
global yInit
global xcur
global ycur

on mouseDOWN me

k=0

repeat while the mousedown
k=k+1
if k=36000 then
if sprite(19).locV >94 then
repeat with i=5 to 14
if getAt (pressed,i-4) <1 then
sprite (i) .locV = sprite(i).locV -9
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if sprite(i).locv <45 or sprite(i).locv >690 then

sprite(i) .visible = false
else
sprite (i) .visible = true
end 1if
end if

end repeat

repeat with i=20 to 29
sprite(i).locV = sprite(i).locV -9

if sprite(i).locv <45 or sprite(i).locv >690 then

sprite(i).visible = false
else

sprite (i) .visible = true
end if

end repeat
sprite(19).locV = sprite(19).locVv-10
k=0

updatestage
end if

end 1if

end repeat
end

21 ovvéyetn to Kovpmi PEAAKL TPOG TOL KAT® £XEL TOV 0KOAOLOO KDIIKA:

global k

global pressed
global xInit
global yInit
global xcur
global ycur

on mouseDOWN me

k=0

repeat while the mousedown
k=k+1
if k=36000 then
if sprite(19).locV <642 then
repeat with i=5 to 14
if getAt (pressed,i-4) <1 then
sprite (i) .locV = sprite(i).locV +9

if sprite(i).locv <45 or sprite(i).locv >690 then

sprite (i) .visible = false
else
sprite (i) .visible = true
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end if
end if

end repeat

repeat with i=20 to 29
sprite (i) .locV = sprite(i).locV +9

if sprite(i).locv <45 or sprite(i).locv >690 then
sprite (i) .visible = false

else
sprite (i) .visible
end if

true

end repeat
sprite(19) .locV = sprite(19).locV+10
k=0

updatestage
end if

end if

end repeat
end

2.4.To xovuni I1oAdsrc aré6 To menu Hov.

H YXomoinom twv [1oAewv givar axptPdg 6Tmg Kot 1 VAOTOINGoT TV AMUOVIDV O10TL
&yovpe akpPdc tov idto apBpod cast members [MoAewv, mov eivar icog pe 10.(BAéne
KOO ALoVIOV).

&3




Ewova 2.4. TH sicaymyikn eikova g €pappoyns pov to kovpmni [éiewv

Ewoéva 2.4.2 To weprfdirov Tov kovpmov Iléiewv

2.5.To koot Aiuvec 0t0 TO menu Hov.

H YXomoinon towv Ayvav eivar akpipdg 0nmg kot 1 vAomoinon tov Bovvav eneidn
€yovpe tov id1o mepimov apuod cast members Aypvov, Tov givor icog pe 17 avti 16
mov gtvan Yo, to. Bovvd.(BAEme kddka Bovvav).

ya

A AME) BociTe TIC HEYAAUTEDES

/
Iy

&

/

Ewova 2.5. TH sioaymykn] 1kOvVa TG EQUPROYNS OV TO KOVUTL AIUv@V
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ABSABR

&

A Bigrévig

&

A Beyopitig

&

A Auppakia

&

A.Ayiou NikoAdou

&

Ewéva 2.5.2 To nepifpaiiov Tov Kovpmiov Alpvov

EnmiAloyog

>’ avtd 10 onpeio Eym EHACEL 6TO TELOG TNG TOPOVGIOONG LOV. KOOGS TNG
SMA®UATIKNG OV EPYOCING TV VO KOTOACKEVAC® LKL EPOPLOYT LOPPOTIKOV
emmédov, 1 omoia Oo amevBVHVeETAL 68 TOUdLA. ' v Td KAEIGTNKA VO KOTOGKELACH 10,
epappoy” ,n omoia cav mepteyopevo Ba Exel v Fewypapia g EAALGSOG Kot 6T
avtd onuaiver dMniadn Nopovg TTotdua, Alpveg ,Bovva, Apdvia kot TToAeic. Ta
Tpoypaupata mov ypnoponoinca nrov Adobe Photoshop CS2 yia v katackeum
olwv TV Ypoewkov ( TTotdua ,Nopoi, Alpveg ,Bouvd, Aydvia, TToAEIC, 0 ®V TV
KOLUTLDV ,YE®YPUPIKO ¥apTn ,scrollbark.a).Ztnv cuvéyeia apod £pTiaéa To Ypapikd
ta Tépaca (Ekava import ta dedopéva) oto Macromedia Director MX2004 pe v
pope1| cast members kot tpoonddnoa péca amd v Lingo pia amod 1ig 2 YAOCGES
TPOYPAUUOTIGHOV TOV Director vo YVAOTOMO® TNV SMAGUATIKY KOV gpyacia.
Epydomka piveg oAOKANPpoLG Yo va pOEG® 6TO TEAIKO OMOTEAECO. TO OTTO10 GOG
TOPOLGINGO TOPATAVE. MEGa amd avTV TV SITAOUATIKY Epyacio eEotkelmOnKa e
TO, TPOYPALLLOTO TTOV OVEPEPO Alyo 10 Thve Kot Epaba pepikd Pactkd
YOPOKTNPIOTIKE HOG YADCTOG TPOYPaUUaTicpol v Lingo ,pe tnv onoia dev giya
aoyoinBet moté oto TaperBov. Telewwvovtag , eEAnilo 010 PEAAOV va oo Eavaodobel n
duvatdTTa Vo acyoANB® e T€Tolov idovg epyacieg .

20g eVYOPIOT® TOAD Yo TNV Tpocoyn oag !!!!
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Bipoypaoia

1.http://www.cnc.uom.gr

2.http://www.herts.ac.uk

3.hhhtp://www.medialab.ntua.gr

4.And 10 P1prio Macromedia Director MX 20004 Brypo mpog Prpo Exddceig
I'ciovpdog ) dave mennenoh.

5.Ano6 1o P1Aio Photoshop step by step(Kaootog Aalapomovrog).

6.Amo o tutorial tov Adobe Photoshop CS2.

7.Am6 1o tutorial Tov Macromedia Director MX2004.
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