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Y1ovg e&aipetovg kabnyntés tov T.E.I. kot diaitepa otov emdmn pov kobnynt
KOplo MoAdpo ywoo v kotavonon Kot Kafodnynon tov Kotd Tn SudpKel NG

TTUYLOKTG OV EPYOCING.

1. 2KOIIox



[Ipoxertat yia éva Tpdypappo Tapovsioong Kot popeomroinong swovav. Eivar éva
KaBopd EKTOOEVTIKO TPOYPOUUO, TOL amevBiveTonl o dTopo MAKIOG HEYXPL Kot
dmoeKa ETMOV. LKOMOG TOL gival 1 e&IKiGT TOL TGOV UE TNV VEQ TE(XVOAOYiN, TOV
&xel pumel mAéov ot Co1 tov and 1600 vopic. H epappoyn avt) Bondé to moudi va
KaTaAdPel, TOG0 pmopel va dlevkoAvvel kot vo Bedtuidoet ) (o1 tov, n opO1| ypnon
g teyvoroyiog. Katd tn didpkela tov mpoypappotog Oa avapepBoipe puoikd ctov
NAEKTPOVIKO VLTOAOYIOTH. ®a dciovpe pe TapaoTaTIKO TPOTO KAmow Poacikd
TpAypoTo  yoo TN dopn, TN Aswwovpyio Kot T ypnowotnta  tov. BOa
napaKolovOncovpe cuykekpyéva ) cuoyétion tov H/Y pe m gotoypagio Kot to
Bivteo. Emiong pe m Pondeia tov potoypoapidv mov to modi £xel tpapnéel pe m
QOTOYPAPIKN UNyavn Tov, Ba propécet va pabet ta ovopata twv Hreipov, kabmg kot

Koo {da oL VIAPYOLV GE AVTEC.

2. OEMA



To Béua g epapuoyng elvar cvyypovo, aArd tavtdxpove omdo. ‘Exel emieyOel
®oTe vo givar Kotavontd ota Tondld Kot v Kevipilel To VOLPEPOV Kol TV TPOGOYN
toug. H emloyn tov ewdvov Kot TG HOVCIKNG mov meptéxel, Bupilovv ta&idw,
nepumételn ko pootiplo. I[pdkettar Aomdv yio pwtoypapieg mov £xovv tpapnytel o€
Kamolo/a to&idva Ko apykd mapovoidlovioar o€ poper Pivieo péoca oe €va
QOTOYPAPIKO PIAL. Ot poToYpaies avITpocOTEVOLV T apYeia TOL amodnkevovLE
otov H/Y. Amewoviouv kdmowo amd 1o (oo mov vmdpyovv otig €&t Hmeipovug.
ZUYKEKPUEVA VTLAPYOVY TPLAVTA £E1 POTOYPAPIEG ATOONKEUEVES GTO TPOYPOLLLLL KOl
oe kaBe 'Hmewpo avtictoryovv €& amd avtéc. Kabe Hmepog meprhapPdvet
QOTOYPAPIES TPLOV daPOoPeTIK®V {d®v mov {ovv cg avTtnV, 6€ 000 OLPOPETIKES
oTypég 10 kéBe éva.. To mandl pobaivel mmg pmopel vor LETAPEPEL TIG POTOYPAPIES
OVTEG GTOV VITOAOYLOTY| TOV, Kot ETMELTO VAL TIG poppomotel kot va Tig eneEepyaotel. H
eneepyacio TOV EOTOYPOELOV TEPIAAUPAVEL TN duvatdTnTa (OYPUPIKNG GE OVTEG
Kol €nerta TV omofnKevon N ekTOT@ON Tovg hv awTod embBupeitan. To mpdypappo
elval VAOTOMUEVO €TOL DGTE 1) TAONYNON OVAUESH OTIC GEMOEG TOL VO Eivol TOAD
OTTAY], KOl QUGIKG VO UMV OoTel EEEIOIKEVUEVES YVMDGEIS NAEKTPOVIKOD VITOAOYLOTY).
Emiong vrapyet “PBondeta” kab’ OAN v SdpKeED TG EPOPUOYNG TOV EVIUEPDOVEL TO
modt ywo v akppn Astwtovpyic Tov KAOe kovumov. EmumAéov 10 mpdypoppo
oLVVOOEVETAL OO OTMTIKONOLOTIKO VAKO 7ov Ponbd to modi vo Kotavoroel 1
GLGYETION KOl TN O10GVVIEST] TS POTOYPAPIKNG Unyovng pe tov H/Y, kabog ot v

LETEMELTOL SLOXEIPIOT) TOV POTOYPUPLADV.

3. AOMH THY E®APMOI'HY



3.1. ’ENIKA

To mpdypappo amotedeitor amd téooeplg oeAidec. Ta background tovg €yovv
emheyOel dote va tapralovy pe to B€pa Tov mpoypdppatog. XyxetiCovror dnAadn pe
™ pwtoypaia, Tic Hrelipovg kot ta tagidwn yevikotepa. To tpayovdt mov mailetl katd
™ SIPKEN TNG EPAPUOYNG fvar KOO Yo OAEG TIG GEAOEG KOl OTOMVEEL LVGTN P10,
KaTL oL OAl T TEd TEPLEYOLY. AVTO BELE AALMOTE MOTE VO KEVIPIGOVUE TO
EVOLLPEPOV TMV TTALOLDV.

e kéBe swodva M| Kovuni mov odnyel oe KAmolo GAAO onueio ™G EQOPUOYNG, O
KEPGOPAG TOL TOVTIKIOV OAAGLEL popen(yivetal dAYTLAO) OGTE VO OIEVKOAVVEL TO
Todl otV Ao YyNomn tov oty gpapupoyn. Emiong 6Aa ta xovumd otav mwatnbodv
Kévouv kdmolo Nxo Ko aAAGLovv pHopen(To YpdLa TOVS YiveTaLl o £VIOVO, OGTE VAL
dtvouv Vv yevdaicOnon tov Pdbovc). Emmpdobeta, yio emmAéov dievkdAvvoTn Tov
ooV o€ kABe gwoOva 1| Kovpuni mov odnyel o GALo onueio, gpeaviletar keipevo
0TO KAT® UEPOC TV GEAIO®V NG EPAPUOYNG, OV eENYEL AETTOUEPDOC TN AEtTOoVPYiat

TOVG,.

Apyko background g tpitng oeAidag TG EPOPUOYNG.
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[Tapatnpodpe 10 Keipevo mov gppaviletor 610 KAT® PHEPOG TG TPiTNG OEAL-



d0C TNG EPAPUOYNG, TN OTIYUN TTOV TO TSl TOTOOETEL TOV KEPGOPO TOV TTO-
VTIKIOU TAV® G KATO0, 0O TIG EIKOVEG GE LOPPY] HIKPOYpapiag mov Ppi-

OKOVTOl 0TO ap1oTePd HEPOG TG oeAidac. To keipevo avtd eEnyet ) Aet-

ToVPYIO TNG GLYKEKPUEVNS EKOVOG.
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To Poaocwodtepo otoyeio ™G TPAOTNG GEASNG TOV TPOYPAUUOTOS, €ivar TO
QPOTOYPAPIKO QPIAL TTOV TEPLEYEL. APYKA AOTOV EUPAVILETOL TO POTOYPOUPIKO OIALL
mov Eetthbyetan. Méca oto eAp mailel Bivteo pe Béua ddpopa (da, o1 pmTOYpaPieg
TV onolwv etvar amodnkevpéves oto mpdypappa. Kabog nailel 1o Bivieo o kdmoia
onueio Tov 1 KOV TAYADVEL, OKOVYETOL O NYOS TNG POTOYPUPIKNG UNYOVIG KOT TN
dlapkelr AMyme eotoypaeiog kot epeaviCetal £vo epé mov potdlel pe T0 KAVIGTPO
™G POTOYPAPIKNG Unyovng mov kAeivel. Iapovoialetor €merta t0 apvnTiKO TNG
OLYKEKPLUEVNC PTOYpaiag Kot cuveyilet émerta to Bivieo kavovikd. To g, o Myog
KOL TOL 0PVNTIKE TOV @OTOYPOELOV eUoviiovTat TpévTa €51 OpEG KATA TN SLOPKELL
tov Pivieo, 6oeg eivar GAA®OTE Kol ol Qotoypopieg Tov (Odov mov eivat
amofnkevpéveg oto mpoypaupa. Etor to moudl pmopel va koataddper ™ oo Tov
QOTOYPOPIKOD GLAN KOl TG yiveton mepimov n AMym eotoypoeiog. To mwodi pabaivet
eniong mwg umopel vo ypnowwomotel €va pnyavnue mov moiler Pivieo. Tnv
OLYKEKPIUEVN GEAO VTTAPYOLY Kovumid avaioya pe owtd evog PBivieo. To “play” e
to omoio to Pivreo mailel kavovikd, To “pause” pe to omoio to Pivieo oTopoTdEL GTO
onpeio mov moTdpe To Kovumi, To “stop” e To omoio 1o Pivreo crapatdetl kot yopilet
avtoépoTo otnv apyn, to “rewind” mwov pe ovveyéc matnuo tov to Pivieo yopilet
ypnyopa micw kor to “forward” mov pe ocvvexég matmuo tov to Pivieo yvpilet
ypnyopa Umpootd. Ymhpyel emiong to kovumi “€E000G7 pe TN ypnomn tov omoiov
vrdpyet dSvvatdtnTa e£600V amd o TPHypappa.. TELOG vTdpyel To Kovumi “next”, Tov
&xet ) popen 0e€100 PEAOVG KOl TPOCPEPEL T SVVATOTNTO TOPAKALYTG TNG OPYIKNG

oEAO0C 00NYDVTOG AVTOUATO GTNV ETOUEVT.

Apyucd background g 1™ celidag. 1° KOPUATL TOL POTOYPAPIKOD GIALL.
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10° KOUULATL TOV POTOYPOUPIKOD PIALL.
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11° KOUUATL TOV POTOYPOUPIKOD PIALL.
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POTAEL TO YPNOTN AV Elvar Gryovpog Ot BEAEL va Pyt amd To
TPOYPOLLLLLOL.

il
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H devtepn oehidoa ™¢ epappoyng eivar ko n Pacwoteprn. To modl PAEmer pe
TOPOCTUTIKO TPOTO MG Ol PToYpapies mov &yel Tpafnel pHe TN QOTOYPAUPIKN
pUNYOVN UTOPOVV VO TEPUSTOVV Ue €01KO kKaAddo otov H/Y. Epgaviletor Aowmdv
apYIKA M EKOVO TNG QOTOYPAPIKNG UNYovS, émerta Peddkio mTov 0dnyodv otov
H/Y (mov Ba eppaviotel apyotepa) ta omoion cupfoAilovv t0 KaA®O0 O10cHVOESTG
MG uUNYavig He tov vroloylot, kabadg @uoikd kot o Wdog o H/Y. Oha avtd
ovvodevovTal amd Kelpevo Kot Mo mov e€nyel 010 modi amAd Tn GUYKEKPIUEVN
dwdwkacio. Xt cvvéyela mopovstdlovion £E1 S10POPETIKOL PAKEAOL TOV ONULOVPYOVV
mv yevdaicOnon ot Pyaivouv péca and tov vroroyiotr. Kabe @drkelog pépet 10
ovopa oG amd Tig €61 Hrelpovug ko mepiéyel portoypapieg (omv mov {ouv 6g authyv.
Ot @dkerot ovtol ocvpuPorlovv oV TPAYHOTIKOTNTO TIG OLAPOPES HOVADES
amobnkevong tov H/Y( Local disk, DVD/CD Drive, 3,5 Floppy, Desktop, My
Documents «tA.). To moudl maT®OVIOG OE KATOOV OO TOVG QPOKEAOVLS EYEL TN
duvatdTTO VoL OEL TIG PMTOYPAPIES TOV TEPEXEUKATL AVAAOYO LLE TOVG PAKEAOVG Kol
VIOQAKEAOVG TOV UTOPOVUE Vo dMpovpynoovpe og kdbe povada amobrkevons tov
H.Y yw va amoBnkedoovpe kot va Ta&tvoucovpe to apyeio pog), Omtmg GAA®GTE
ovpPaiver ko otov H/Y. Av kével KAk pe 1O mOVTIKL 68 KAMOl pmTOYpadio, TOTE
TOPATEUTETOL  QLTOUOTO OTNV  EMOUEVN GEAIDD, OOTE VO Ol TNV EMAEYUEVN
ootoypaeio oe peyolvtepo péyeboc, kabmg Kot TIg VTOAOUTEG TOV O GUYKEKPLULEVOS
(QAKEAOG TTEPIEYXEL GE HOPPN HKpOYpapiag. YTapyel Kot TAA KEIPHEVO Kot YOS TOL
e&nyel ™ dwdikacia.. Puoikd vapyel To Kovumni “back” mov emtpénel TV eMGTPOEN

oTN OPYIKY] GEALOO LE EVOL OTAO TTATNLLOL TOV.

Apyucd background g 2™ celidag . Epedvion e ootoypapikig unyavig.
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Epopdvion tov dgbtepov KeWEVOL NG Epopdvion tov eaxélmv [e TIc poToypa-
2" selidac. oleg Tov (oov tov £6L Hrelpov.

Epgpdvion tov gaxéiov pe 1 potoypa-  Epedvion tov gotoypapidv mov tept-
oleg tov Lowv Tov €61 Hrelpov. £xel 0 PAKeLOG TNG AUEPIKNG

Epoedvion tov potoypagidv mov mept- Epedvion tov potoypagidv mov mept-
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£xel 0 PAKeELOG TG AVTOPKTIKTG. &xet 0 pdxelog g Aciog.

Epgpdvion tov gotoypapldv mov mept- Epgpdvion tov gotoypapldv mov mept-
€xel 0 phkerog TG Avotpairiog. €xel 0 PaKeAog TG APPIKNC.

Epoedvion tov potoypagidv mov mept-
&xet o pdxelog e Evponng.
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Ymv Tpitm oceAida oV TPOYpAUHaTOS TO Todl pmopel vor gl TV €KOVA TOL
enéhele otV mponyobuevn ceAldo, o€ peyorvtepo péyebog(n emAeypévn ewova
eupaviCeton peyevBopévn oo aplotepd HEPOS TNG GEAIDNG), KOOMG KOl TIC VITOAOUTES
EIKOVEG TOL 1010V QoKEAOL o piKpoypagieg(eppaviCoviar oto 0eld pépog g
oeloag). Evvoeitan 611 kbto and kdbe potoypaeio avaypdeetatl To Ovopa tov {dov
mov ot aneikovilel. Xpnowonolwvtag to Peddkio up(mdvew) Kor down(kdtm), 10
ondl pmopet vo Ogl 0modNTOTE O TIG EKOVEG TOV 110V PAKELOV GE PEYOAVTEPO
péyebog, TatdVTag AmAdS Tive ota BeAdKia, yopic va ypeldaletal vo eTGTPEYEL GTNV
mponyovpevn cerida v va v emiééet. To 1010 akpipmg pmopet va emitevyBel av
TOTHOEL TOV® OTN POTOYPAPIio 6 LOPPN HIKpoypapioc mov embuuel. Emiong vdpyet
N dvvatdtTao epPdviong g Non peyevlvuévng epmtoypapiog oto mAnpeg péyebog
™me, Kabdg kot enelepyacio g, pe Eva amAd TATNHO TOV TOVTIKIOL TAV® TNG(oTn
peyeviopévn ootoypagia). Térog vmapyel to kovumi “back” mov emrpémer v
EMIGTPOPT OTNV TPONYOVUEVY] GEADM, €4V TO TAdl TOTHOEL TAV® TOL, OOTE VA
pmopel v 0gl kol mOAL OAovG Tovg Pakélovc. Xto background g tpitng ceAidog
neptlopPdvetor Kot Eva @A Tov TEPLEYEL TA OPVNTIKE OA®V YopTdv TV Hrelpov.
To e\ avtd 10 €YOVHE KATOOKELAGEL HE TETOWO TPOMO, MOTE v Olvel TNV
yevdaionon ot kwveitar. H vmapén tov oudp awtod €xel 600 okomols: TpmTOoV, Vol
néBet To mwoudi mwg gtvon o xaptnc ™¢ kabe Hreipov kat devtepov, va ypnoiporom et

G OO MPIGTIKO OVALESH OT HeyeEVOLLEV pmTOYpaPio KOt TIG LKPOYPOPiES.

AMEPIKH
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Epedvion peyevBopévng e potoypoaei-  Epedvion peyevBopévng mg potoypagi-
0.G TOL KPOKOJEILOV TTOV OVIKEL GTO (A~ .G TOL KPOKOOEILOL TTOV OVIKEL GTO (A~
KEAO NG AUEPIKTG. KEAO NG AUEPIKTC.
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Epedvion peyevBopévng me potoypoaei-  Epedvion peyevBopévng mg potoypagi-
0.G TOL ELOPLOL TTOV OVIKEL GTO PAKELOD 0.G TOL ELOPLOV TTOV OVIKEL GTO PAKEAO

™G AUEPIKNG . ™G AUEPIKNG.
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Epopdavion peyevbopévng g ootoypaei-  Epedvion peyevBopuévng e eotoypopi-
0G TNG PAANLVOG TTOL OVIKEL GTO PAKEAO 0G TNG PAANLVOC TTOL OVIIKEL GTO PAKEAO

™G AEPIKNG. ™G AEPIKNG.
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Epedvion peyevBopévne e eotoypoei-
0.G TOV TLYKOVIVOD OV OVI|KEL GTO (PAKE-
A0 TNG AVTOPKTIKNG

Epopdvion peyevBopévng g ootoypaei-
0G TNG POKLAG TOV AVIKEL GTO PAKELO
™G AVTOPKTIKTG.

[ S-Hhe i

Epedvion peyevBopévne e eotoypoei-

0 TNG TOAIKNG APKOVIOS TOV OVIKEL GTO

@aKelo TG AVTOPKTIKNG .

[ S-Hhe i
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Epedvion peyevBopuévng e potoypoei-
0,G TOV TLYKOVIVOV OV OVI|KEL GTO (AKE-
A0 TNG AVTOPKTIKNG
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Epopdvion peyevBopévne g pwtoypagpi-
0G TNG PAOKLOG TOV OVIKEL GTO PAKELO
™G AVTOPKTIKNIG.

Epedvion peyevBopévng me potoypoei-
0.G TNG TOAKNG apKoVA0G TOL AVIKEL GTO

QAKELO TNG AVTOPKTIKNC.
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Epedvion peyevBopévng e potoypoaei-  Epedvion peyevBopévng mg potoypagi-
0.G TOL P1O10V TOL OVIKEL GTO PAKEAO 0.G TOL P1O100 TOL OVIKEL GTO PAKEAO
™m¢ Acioag. ™m¢ Acioag.

ibesm>o- |3
EOoDxP o,
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Epopdvion peyevbopévng g ootoypaei-  Epedvion peyevBopévng e eotoypopi-
0. TNG TLypNS TOL OVINKEL GTO PAKEAD TNG  OG TNG TIYPTNG TOV AVIKEL GTO PAKELO TNG
Aociag.
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Epedvion peyevBopévng e ootoypoaei-  Epedvion peyevBopévng mg potoypagi-
0G TOV KOKKIVOL TAVTO TTOV OVINKEL GTO  0G TOLV KOKKIVOL TAVTO OV OVI|KEL GTO
@axelo g Aoiag. @axelo ¢ Aciog.

Enesmro-jFe

AYXTPAAIA
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Epedvion peyevBopévng e potoypoaei-  Epedvion peyevBopévng mg potoypagi-
0,G TOL KOGAO TTOV OVIKEL GTO PAKEAO TNG 0§ TOL KOOAN TOV OVIKEL GTO PAKEAO
Avotpoiiag. ™G Avotporiag.

;noouya-li—
tEcocospolls
iBoen>0-
LEQQD S

Epopdvion peyevbopévng g ootoypaei-  Epedvion peyevBopévng e eotoypopi-
0,G TOV TTOTOLYGAOV TTOV OVIKEL OTO (PAKE- 0,G TOV TTOTOLYOAOV TTOV OVIKEL OTO (POKE-
Ao ¢ Avotpaiiog. Ao ¢ Avotpaiiog.
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Epedvion peyevBopévng e ootoypoaei-  Epedvion peyevBopévng mg potoypagi-
0.G TOV KOYKOLPO OV OVIKEL GTO (PAKE- 0,G TOV KOYKOLPO OV OVIKEL GTO (PAKE-
Ao NG Avotpoiiag A0 TG Avotporiag
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Epedvion peyevBopévne e eotoypoei-
0.G TOL PLVOKEPOL TTOV OVIKEL GTO PAKEAO

™G AQPIKNG.
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Epopdvion peyevBopévng g ootoypaei-
0.G TOV YOPTAa TOL OVIKEL GTO PAKEAD TNG

Appune.
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Epedvion peyevBopévne e eotoypoei-
0.G TOL EAEPOVTOL TTOV OVIKEL GTO (PAKEAO

™G AQPIKNG.
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Epedvion peyevBopuévng e potoypoei-
0,G TOL PVOKEPOL TTOV OVIKEL GTO PAKEAOD

™G AQPIKNG.
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Epopdvion peyevBopévne g pwtoypagpi-
0.G TOV YOpiAo TOL OVIKEL GTO PAKEAO

™G AQpPIKG,
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Epedvion peyevBopévng me potoypoei-
0.G TOL EAEQOVTOL TTOV OVIKEL GTO (PAKELOD

™G AQPIKNG.
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Epedvion peyevBopévng e potoypoaei-  Epedvion peyevBopévng mg potoypagi-
0.G TOL OAGYOV TTOL OVIKEL GTO PAKEAO 0.G TOL OAGYOV TTOL OVIKEL GTO PAKEAO

™¢ Evponng. ™ Evpdnng.
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Epopdvion peyevbopévng g ootoypaei-  Epedvion peyevBopévng e eotoypopi-
0G TNG AYEAASNS TTOL VIKEL OTO PAKELO 0G TNG AYEAAONS TOL OVIKEL GTO PAKEAOD

™™g Evponng. ™™g Evponng.
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Epedvion peyevBopévng e ootoypoaei-  Epedvion peyevBopévng mg potoypagi-
0.G TOL YAO0POL TTOV AVIKEL GTO PAKELO G TOL YAOOPOV TTOV OVIKEL GTO PAKEAO

™¢ Evponng. ™ Evpdnng.
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3.5. AOMH TETAPTHY XEAIAAXY
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v T€TopTn Ko TEAEVTOio. GEMOO TOV TPOYPAUUATOC, 1 EMAEYUEVT] POTOYPOPia
ansikovietar 6to péyoto Pabud peyébovong e Kdbto and tm ootoypapio
epueavileTar UOIKA T0 Ovopa Tov MOV OV ATEKOVILEL Kol TOPOKAT® VITAPYEL LdL
pikpn epyarerodnkn Loypapkne. Emidéyovrag kdmowo and ta epyoreio ™G, T0 modi
&xel ™ dSvvarotmra vo (oypagicel TAveo o1 QoToypoapic. XtV epyarelodnkn
VILAPYEL oL GTPOYYLAN PBovptoa, pe v omoia o modi {oypapilel KovkKideg Kot
YOVTPES YPOUUES, Mo pakpootevn Povptoa pe v omoio. to moudi Loypoaeilet
ypoppéc, pio ofnotmpa, pio woAéta pe OA0 To SLVOTE YPOUOTO TOV UTOPEL Vo
YPNOUOTOUOEL, EVOL EPYAAEID HE TN HOPPY] GTOYOVOUETPOV TTOV YPNGLLOTOLEITOL Y10
TV €MA0YN TOV €mBLUNTOD YPOUATOG OO TNV TAALTO YPOUATOV Kol dVO PeAdiia,
éva v ovaipeon g tponyoduevng kivnong(apiotepd Perdit) Kot £vo yio akOpmon
¢ wponyovuevng avaipeonc(oeéi Perdaxt). Kabmg 1o madi Loypapilel mave oty
eIKovo  Onuovpyeitonl  ovToOUATO  Eva  aVTIYpaPO TNG OPYIKNG  EKOVAG. XN
OLYKEKPIUEVN GeAidO vITdpyovV emiong 6V0 kovumid.. To éva ovopdletal “save” Ko
10 GAlo “print”, pe to omoio To moudl umopel va amobnkedoel | Vo EKTUTAGEL
avtiotorya TNV €KOVE TOL £l EMAEEEL. TVYKEKPUYEVO. KOAVOVTOG KAIK GTO KOLUT
“save” wor “print” epgoaviCovior to avtioctoyo moapdBupa amobnkevong Kot
extummong towv windows. Yrapyet axoun to kovuni “back™ 1o omoio mpoceépet
duvaToOHTNTO. TOPAKAUYNG TNG CLYKEKPLUEVNG GeAdag Kot odnyel avtopata otV
TPONYOLUEVT]. ME TNV EMGTPOPT GTNV TPOTNYOVUEV GEAION OVOLPOVVTOAL OLTOLOTOL
OAeg Ol oAlayEC mov €xel KAvel TO OOl otV QOTOYpPAPia(ePOcOV Ogv givan
TEPLOCOTEPES AMd TPLAVIN), OOTE Vo UTOPEL avA TAGH OTIYH|] Vo, OEL TNV OPYIKN
ootoypapio kot va v emeEepyaoctel Eavda. Térlog vmbpyer to wovumi “exit”

TATOVTAG TAV® 6TO 01010 £xovpe ££000 amd TNV EPAPLOYN.

AMEPIKH
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Epedvion mAnpog peyevouévng mg om-  Epedvion minpog peyevBopévng g e-

TOYPAPIOG TOV KPOKOGEILOV TTOV AVIKEL ne€epyacUEVIIC POTOYPAPIOG TOV KPO-
07O PAKELO TNG AUEPIKTC. KOOEIAOL TTOV OVI|KEL GTOV PAKEAD TNG
Apepikng.

Epedvion mAnpog peyevouévng mg om-  Epgdvion minpog peyevBopévng g e-

TOYPAPiOG TOV KPOKOGEILOV TTOV AVIKEL ne€epyacUEVIC POTOYPAPIOG TOV KPO-
07O PAKELO TNG AUEPIKTC. KOOEIAOL TTOV OVI|KEL GTOV PAKEAO TNG
Apepikng.

Epedvion mAnpog peyevouévng mg oo-  Epedvion minpog peyevBopévng g e-

TOYPAPIOG TOV EAAPLOV TTOVL OVIKEL GTO e€ePYAGUEVIC OTOYPOUPIOG TOV EAO-
QAaKeL0 TG AUEPIKNC. (100 OV OVIKEL OTO PAKELO TNG Aple-
PIKNG.

Epopdvion minpog peyevBopévne g oo-  Epedvion mAnpog peyevBopévng g e-
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TOYPAPIOG TOV EAAPLOV TOL OVIKEL GTO
QAaKeL0 TG AUEPIKNC.

Epedvion mAnpog peyevBouévng g eo-
TOYpAPiag TNG PAANIVOG TOV OVIKEL GTO
QAaKeL0 TG AUEPIKNC.

solilvy

[T ISt

Epopdvion minpog peyevBopévng mge oo-
TOYPOPIOG TNG PAANLVOAG TTOV OVI|KEL GTO
(QAKEAO TNG ALEPIKNG.

ANTAPKTIKH

nelepyacpévng potoypoeiog Tov eha-
(100 OV OVNKEL OTO PAKELO TNG Ape-
PIKNG.

Epedvion mAnpmg peyevBouévng g e-
nelepyaspuévng emtoypaeiog g ed-
AOvaG TOV VIKEL GTO PAKEAO TNG ALE-
prKng.

Epopdvion miipog peyevBopévng g e-
eEePYOSUEVIC QOTOYPOPIOG TNG PA-
AOVOG TOV aVIKEL GTO (PAKELD TNG Aple-
PIKTG.
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Epedvion mAnpog peyevBouévng g eo-
TOYPOPING TOV TLYKOVIVOL OV OVIKEL GTO
QAKELO TNG AVTOPKTIKNG.

Epopdvion minpog peyevBopévng mge oo-
TOYPOPIOG TOV TLYKOVIVOL TTOV OVIKEL GTO
(QAKEAO TNG AVTOPKTIKNG.

Epopdvion minpog peyevBopévng g oo-
TOYPOPIOG TNG POKLOG TTOV OVIKEL OTO
(QAKEAO TNG AVTOPKTIKNC.

Epedvion mAnpog peyevBouévng g eo-

Epedvion mAnpog peyevBouévng g e-
neEePYACUEVIG POTOYPAPING TOV TLy-
KOLIVOL TOL OVIKEL GTO PAKEAOD TNG
AVTOpKTIKNG.

Epedvion minpog peyevBopévng g e-
neCEPYOSUEVIC POTOYPAPIOG TOV TLy-
KOVTVOV OV OVIKEL GTO PAKEAO TNG
AVTOpPKTIKNG.

Epopdvion minpog peyevBopévng g e-
TEEEPYUSUEVIC POTOYPOPIOG TNG PO-
KL0G TTOL OVIKEL 0TO PAKELO TG AvTap-
KTIKNG.

Epedvion mAnpmg peyevBouévng g e-
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TOYPOPIOG TNG POKLOG TOV OVIKEL GTO neepYacUEVIC PMTOYPOPLOG THG M-
@axelo TG AVTOPKTIKNG. KL0.G TOVL OVIIKEL 6TO PAKEAO TG AvTap-
KTIKNG.

Epopdvion minpog peyevbopévne g oo-  Epedvion mAnpog peyevBopévng g e-

TOYPOPIOG TNG TOAIKNG apKOVONG TOV eEEPYOUSUEVIC POTOYPOPIG TNG TOA-
OVIKEL GTO PAKELO TNG AVTOPKTIKNG. KNG 0PKOVOAG TOV OVIKEL GTO PAKEAO
™G AVTOPKTIKNG.

Eppdvion minpog peyevbopévne g oo-  Epedvion mAnpog peyevBopévng g e-

TOYPOPIOG TNG TOAIKNG apKOVONG TOV TeEEPYOUSUEVIC POTOYPOPIAG TNG TOAM-
OVIKEL GTO PAKELO TNG AVTOPKTIKNG. KNG 0PKOVOAG TOV OVIKEL GTO PAKEAO
™G AVTOPKTIKNG.

AXTA
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Epedvion mAnpog peyevBouévng g eo-
TOYPAPiOG TOV P00 TOL OVIKEL GTO
@axelo g Aoiag.

D «n 2 < =

Epopdvion minpog peyevBopévng mge oo-
TOYPOPIOG TOV PLO10V TOV OVIKEL GTO
eakelo TG Aciag.
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Epedvion mAnpog peyevBouévng g eo-
TOYPOPIOG TNG TLYpNS TOL OVIKEL GTO
@axelo g Aociag.

solilvi
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Epopdvion minpog peyevBopévng mge oo-

Epedvion mAnpmg peyevBouévng g e-
e€ePYAGUEVIC POTOYPOPIOG TOV YO0V
TOL OVIKEL GTO PAKEAO TNG Aciag.
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Epopdvion miipog peyevBopévng g e-
TeCEPYOTUEVIC POTOYPOPIOG TOV P10V
OV aVIKEL 6TO PAkeLO TG Aciag.

1 l miBoen>0
fLECOD

Epedvion mAnpmg peyevBouévng g e-

negepyacpévns potoypapiog e Tiypng
TOL OVIKEL GTO PAKEAO TNG Aciag.

Epopdvion minpog peyevBopévng g e-
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TOYPOPIOG TNG TLYPNS TOL OVIKEL GTO
@axelo g Aoiag.
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Epopdvion minpog peyevBopévng g oo-
TOYPOPIOG TOV KOKKIVOU TAVTO. TTOV OVN-
KEL 6T0 (AaKeA0 TG Aciag.
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Epedvion mAnpog peyevBouévng g eo-
TOYPOPIOG TOV KOKKIVOU TAVTO TTOV OVN-
KEL 6TO PAaKeEAD TG Aciag.
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TEEEPYOSHEVING POTOYPOPiaG TNG TiYPNG
OV OVIKEL GTO PAKEAO TNG Aciag.

tEcocospolls

||| . - ;noouya-li

Epopdvion miipog peyevBopévng g e-
TEEEPYUTUEVIC POTOYPOUPIOG TOV KOK-
KLVOV TTAVTO TOV OVIKEL GTO PAKEAO TNG
Aciag.
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LEQOOO N

Epedvion mAnpmg peyevBouévng g e-
eePYAGUEVIC POTOYPAUPIOG TOV KOK-
KWVOL TTAVTO TOL OVIKEL GTO PAKEAO TG

g'""""li"
prooo~pe! Ke
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Epedvion mAnpog peyevBouévng g eo-
TOYPAPIOG TOV KOGA TOV AVIKEL GTO
@axelo g Avotpaiiog.
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Epedvion mAnpog peyevBouévng g eo-
TOYPAPIOG TOV KOGAN TOV AVIKEL GTO
@axelo g Avotpaiiog.
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I At

Epedvion mAnpog peyevbouévng g
POTOYPOPIOG TOV TOTOYAAOV TOV OVIKEL
070 AaKeL0 TG AvoTpaliog.

Epedvion mAnpog peyevbouévng g

Epedvion mAnpwg peyevBouévng g e-
eePYUGUEVIC PMOTOYPOPIOG TOV KOAA
OV OVIKEL GTO PAKEAO TNG AVGTPUATNG.

Il l widcem>
LE0oD

Epedvion mAnpmg peyevBouévng g e-
e€ePYUGUEVIC POTOYPOPIOG TOV KOAA
OV OVIKEL GTO PAKEAO TNG AVGTPUATNG.

slEv:
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Epedvion mAnpmg peyeviouévng g ene-
EePYACUEVIC POTOYPOPING TOV TTaTOYdL-
AOV OV OVIKEL OTO PAKELO TNG ALGTPOL-
Moag,.

Epedvion mAnpmg peyeviouévng g ene-

30



POTOYPOPIOG TOV TOTOYAAOV TOV OVIKEL
070 AaKkeL0 TNG AvoTpaliog.
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Epedvion mAnpog peyevBouévng g eo-
TOYPOPIOG TOV KAYKOLPO TOL OVIKEL GTO
@axeLo g Avotpaiiog

Epopdvion minpog peyevBopévng mge oo-
TOYPOPIOG TOV KAYKOLPO TOL OVIKEL GTO
@akeA0 TG AvoTpoiiog

ADPPIKH

EePYACUEVIC POTOYPOPING TOV TToTOYdL-
AOV OV OVIKEL OTO PAKELO TNG AVGTPOL-
Moag,.
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Epedvion mAnpmg peyevBouévng g e-
nelepyacpévng poToypopiog Tov Koy-
KOLPO OV OVIKEL GTO PAKEAD TG AVOT-
poiiog.

Epopdvion minpog peyevBopévng g e-
TEEEPYUSUEVIC POTOYPOPIOG TOV KOUy-
KOVPO OV OVIKEL 6TO PAKELO TG AVOT-
poAiog.
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Epedvion mAnpog peyevBouévng g eo-
TOYPOPIOG TOV PVOKEPOL TTOV OVIKEL GTO
QAaxKeLo TG AQPIKNG.
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Epopdvion minpog peyevBopévng mge oo-
TOYPOPIOG TOV PVOKEPOL TTOV OVIKEL GTO
(QAKEAO TNG APPIKTG.
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Epedvion mAnpog peyevBouévng g eo-
TOYPAPIOG TOV YOPIAL TOV AVIKEL GTO
QaxKeLo TG AQPIKNG.

Epedvion mAnpog peyevBouévng g eo-

Epedvion mAnpwg peyevBouévng g e-
ne€epyacuévng pOTOYPaPiog Tov pvo-
KEPOL TTOL OVIKEL OTO PAKELD TNG APpl-
K1G.
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Epopdvion miipog peyevBopévng g e-
TEEEPYUSUEVIC POTOYPOUPIOG TOV PIVO-
KEPOL TTOV AVIKEL GTO PAKEAO TNG APpl-
KNG.
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Epedvion mAnpmg peyevBouévng g e-

ne€epYaGUEVIC POTOYPOPIG TOV Yopi-
A0 TTOL OVIKEL OTO PAKELO TNG APPIKTG.

Epedvion mAnpmg peyevBouévng g e-
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TOYPAPIOG TOV YOPIAL TOV AVIKEL GTO ne€epYaGUEVIIC POTOYPOPIG TOV YOopi-
QAaKeLo TG AQPIKNG. A0 TTOL OVIKEL OTO PAKELO TNG APPIKTG.

Epedvion mAnpog peyevouévng mg om-  Epgdvion minpog peyevBopévng g e-
TOYPAPIOG TOV EAEQAVTO TOV OVIKEL GTO  TEEEPYOUOSUEVIG POTOYPAPIOG TOV EAEQQL-
QAaKeLo TG AQPIKNG VIO TOV OVIIKEL GTO PAKEAO TNG APPIKNG

Epopdvion minpog peyevBopévne g oo-  Epedvion mAnpog peyevBopévng g e-
TOYPOPIOG TOV EAEPOVTA TTOL OVIKEL OTO  TTEEEPYAGUEVNG PMOTOYPAPIOG TOL EAEPOL-
(QAKEAO TNG APPIKNG VIO, TOL OVIKEL GTO PAKEAO TNG APPIKNG

EYPQIITH
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Epedvion mAnpog peyevBouévng g eo-
TOYpPAPiag TOL AAGYOV TOL OVIKEL GTO
@axelo g Evpdnng
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Epopdvion minpog peyevBopévng mge oo-
TOYPOPIOG TOV AAOYOV TOV OVIKEL GTO
eakero TG Evpdnng

Epedvion mAnpog peyevBouévng g eo-
ToYpAPiag TNG yELASOS TOV OVIKEL GTO
@axelo g Evpdnng

Epedvion mAnpog peyevBouévng g eo-

Epedvion mAnpmg peyevBouévng g e-
ne€epyaoUEVIG GMTOYPAPig TOV aAd-
YOL OV OVIKEL 6TO PakeAo TS Evpanng

D =n e - | =

Epopdvion miipog peyevBopévng g e-
TeCEPYOSUEVIC POTOYPOPIOG TOV OAO-
YOL IOV OVNKEL 6TO PAKEAO TNG Evpmdmng
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Epedvion mAnpmg peyevBouévng g e-
e€ePYAGUEVIC POTOYPOPIOG TOV ayEAd-
d0g oV aviKeEL 6To PAakeLo TG Evpdnng

D =n e - | =

Epedvion mAnpmg peyevBouévng g e-
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TOYpAPiag TNG YELASOS TOV OVIKEL GTO eePYAGUEVIC POTOYPOPIOG TOV ayEAA-
eaxelo g Evpdnng d0g oV aviKeEL 0To PAakeLo TG Evpdnng

Epopdvion minpog peyevBopévne e oo-  Epgdvion minpoc peyevlopévng mg e-
TOYPOPIOG TOV YAOaPOL TOV OVIKEL 0TO  TeEepYaoUEVNG POTOYPAPING TOL YAido-
eakero TG Evpdnng POV OV aVNKEL 6TO PdkeLo TG Evpdnng

Epedvion mAnpog peyevouévng meg om-  Epgdvion minpog peyevBopévng g e-
TOYPAPiOG TOL YAS0POV TOL AVAKEL 6TO  TTEEEPYUTUEVIG PMTOYPAPIOG TOV YAida-
@axelo g Evpdnng POV TTOV OVIKEL 0TO PAKELO NG Evpdnng

Me 10 mdtnpo Tov KovpumoL “save” gppaviCetal To Tapdbvpo amodnKevong
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v windows kot divel 6to madi T duvatdHTNTO VL amoONKELSEL T PMTOY-
pagio Tov &yl enelepyaoTet.

* PTUKIAKH!Z - Digectar MK 2004
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Me to mhnpo Tov Kovpumod “print” gpeavifetol 1o mapdOvpo EKTOTOONG
TV windows Kot divel 6To Tondi T dSuVATOTNTO VO, EKTUTMGEL TI) POTOY-
papio mov xel emelepyaotel
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Me 10 mdtnpa Tov Kovpumov “exit” gueavifeton Tapabvpo, Tov
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pOTAEL TO TAdl av glvat ciyovpo 0Tt BEAEL va fyel and to
TPOYPOLLLLAL.
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4. YAOIIOIHXH

4.1. 'ENIKA

Elvar onpavtikn n ogpd pe v omoia tomobetovpe to behaviors 6to k4B kovumi.
[Ipota wpémel va umaivel 0 KOOIKOG TOV OMOLTEITOL, MOTE OTAV TO TOVTIKL TEPACEL
névo and to Kovpuni va epeaviCetot keipevo mov eEnyel ) Agltovpyic TOL KOLUTLOV.
Agbtepov, 0 KOTAAANAOG KMOKOC, MOTE HOAS TO Kovpumi matndel va kdvel Tov 1o
oL emBupovpe Kot £melto 0 KOG Tov KaBopilel TNV EVEPYELQ TOVL TPETEL VAL KAVEL
10 kGOBe Kovumi. X cvvéyewa, Palovpe TOV KOOKO TOV KAVEL TO KOVUTL Vo aAAGCEL
HopON OTOV TEPVAEL OO AV TOV TO TOVTIKL Kot TEAOG QVTOV TOV OOLTEITAL DGTE O
KEPOOPOG VO, LETATPETETAL GE dUYTVAO OTOAV TEPVAEL OO TAV® TOL TO TOVTIKL.

e Ka0e oelida yperaldpaocte koo mov Ba opiletl otL 10 TPdYpappo Oa pével ot
OLYKEKPIUEVT GEMOO AV O YPNOTNG OEV TOTHOEL KATOL0 KOV M.

2T CULYKEKPWEVI]  €QOPUOYN  YXPNOOTOMGAUE TPES OLPOPETIKOVS MYOVG.
[TpdTov, T0 TpayoHdt mov Tailel Kot T S1dpKeL OANG TNG EPAPUOYNS TTOV EIval TOV
Bayyén Iormabavaciov kot g Vanessa Mae — Alexander. Metatpéyape apyikd to
Tpayovdt oe mp3 apyeio kKo To KAvape import oto “director”. 'Emeita 10
tomoBetnoape 6to Tapdbvpo “score” 6TO MPDTO KOVAAL MOV, OGTE VO KOADTTEL G
duapkel oAOKANPN TV gpapuoyn. Emniong, evepyomomcape v emdoyn sound/loop
®OTE TO TPAYoVdt va ailel 661 dPa TO TPOYPUULL Etvar avoyTo.

270 0€0TEPO KAVAAL YOV TOL SCOre EIGAYAUE TIG NYOYPOUPT|GELS TOV KAVOLE Y10 TOL
Kelpeva g devtepng ceAldag, apov TpmTo TIC petotpéyoue oe mp3 apyeia. Tig
tonofetncape oto score oto frame mov B ape va EeKvav va akovyovTot. AlopKovv
®omov vo, oAokANpwBel 1 aprynon. Kabe popd mov emiotpépovpe oto cuykeKpLUEVAL
frames ¢ 0e0TEPNC GEMOAG OL NYOYPAPNCES aKOoVYOVTOL EQVA.

Tpitov, ypewldpacte évav Nyo mov Bo Kdvovv To KOLUTIA UOAMG ToTnOoV.
Mertatpéyape Lodv Tov 1o mov Béhovpe e mp3 apyeio, Tov Kévape import kot Tov
TOMOOETGOE GTO Score GTO OeVTEPO KOVOAL MOV, aPoD eV VTAPYEL TPITO.
[Ipocé&ape 6P OTOV YPAYAUE TOV KOOIKO GTO KOLUTIA Yo VoL KAvouv Mo otav
ooy, vo KOAOVUE TOV NYO OO KATO0 TUYAI0 KOVAAL 1XOV, Yl TOPAOELY L TO
tpito. 'Eto1, 0¢ yperdomnke va deopedoovpe KAmolo emmAéov KovOAL yio TOV

GUYKEKPLUEVO NYO.
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4.2. YAOIIOIHXH IIPQTHY YEAIAAY

Play: [ 10 xovuni “play” vAomoumcape dvo kovumd oto “Photoshop” mov €yovv to
o0 péyebog ko avdivon (image/image size/resolution=90 pixels/inch). Ot emthoyég
nov elvan evepyomompéveg oto layer/layer style yia to éva kovuni eivar:drop shadow,
inner shadow, bevel and emboss, satin kot gradient overlay, evd yia T0 GAlo eivon
akpPmg ot 1d1eg pOvo mov €yl eMMALOV gvepyomomuévn v emthoyn stroke. Ocov
agopd to “director”, kK@vape import Kot to. 000 KOLUTIE TOL VAOTOU|COUE Y10 TO
“play”. Ztn ovvéyelo tomobetnoape 1o kovuni “play” mov dev €xel mepiypappo 6To
timeline kaBopilovtag £T61 ™ otiyun mov Ba epgaviotel oto stage, kKaOdG Kot yio
mOc0 Ypovo Ba elvarl opatd oto ypnotr. Kabopicape ™ 8€on mov Ba €xel o kovumi
010 stage amd 10 pevoL 110t TEG TOL director.

EmiéEape amd 1o pevov library/controls/tool tip kKot cOpape Tov KOOKO TAVE GTO
KOLUTl, OCTE OTAV TEPVAEL TO TOVTIKL OO TAV® TOL, VO EULPAVIETOL KEIPUEVO TOV
e€nyet ) Aettovpyio TOL KOLUTLOV,

‘Eneita kdvape 0e&i kMK mhveo oto wxovumi, emAégape script Kot ypayope Tov
OTTOLTOVEVO KMOKA, (oTE OTa Totn0el 1o Kovpumi va kével Tov 1o mov BEAovE.

Emiong ano T0 HEVOV “library” TOV director emAEEape
media/QuickTime/QuickTime control button kot cOpope TOV KOOIKO TAVE® GTO
Kovuni gite oto mapdBupo stage, gite oto timeline kot dSrwAéEape 610 TapdBvpo oLV
pog Pyalet “play”.

>m ovvéxew emAé€ape library/controls/push button kot pvOuilovtag TIg
TOPAPETPOVS TOV Topadupov mov gpeaviletor avaAdyws, Kavape To Kovumi vo
aALGlel popoen otav mepvape and mve Tov To Tovtiky(avikadiotatol amd To Kovumi
ue 1o mepilypappa wov etyape etidéet oto Photoshop).

EmiéEape mal library/animation/interactive/rollover cursor change kot pvOuicape
TIC TOPOUETPOVS TOL TOPaBOpov oL gpPaviletal, MoTe 0 KEPoopag vo aAldlel o

ddyTvlo GtV TTEPVALE TAV®D A0 TO KOVUTH.

Stop: ' to xovumni “stop” vAomomcape dVo kKovumd 6to “Photoshop™ mov €xovv to
1010 péyebog kar avaivon (image/image size/resolution=90 pixels/inch). Ot emloyég
mov glvar evepyomomuéveg oto layer/layer style yia o éva kovuni eivar:drop shadow,
inner shadow, bevel and emboss, satin kol gradient overlay, evd yia to dAAo elval

axpPag ot ideg pOVo mov €xel emmALov gvepyomomupévn v enthoyn| stroke. Ocov
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agopd to “director”, k@vope import Kot To. 0V0 KOLUTIGL TOL VAOTOUGOUE Y10 TO
“stop”. Xt ovvéyela tomobetne To Kovumi “stop” mov dev €yl mepPiypapo. GTO
timeline kaBopilovtag étol T otiyun mov Bo eppoviotel oto stage Kabdg Kot yo
160 ypovo Ba givor opatd oto ypnom. Kabopicape m 0€om mov Ba €xel 10 kovumi
o710 stage amd 10 pevoL 110tNTEG TOoL director.

EmiéEape and 1o pevov library/controls/tool tip kot cOpape Tov KOSIKO TAV® GTO
KOLUT, OOTE OTAV TEPVAEL TO TOVTIKL OO TAV® TOL, VO EUPAVILETOL KEIPUEVO TOV
e&nyel ™ Aettovpyia Tov KOLUTIOV,

‘Eneita kdvoape 0e&l KMk mhveo oto xovumi, emAégape script Kot ypayoue Tov
OTOLTOVHEVO KOJIKO oTE TV ot 0el To Kovumt vo Kével Tov 0 Tov SAEEALLE.

Eniong and TO Hevon “library” TOL director SloAéEape
media/QuickTime/QuickTime control button kot cVpope TOV KOOWKO TAV® GTO
Kovumni gite oto mapdbvpo stage, eite oto timeline kot emAéEape 610 TOPEOLVPO TOV
nog Pyadet “rewind”.

Xm ovvéxewn emAéEape library/controls/push button ot  pvOuiloviag Tig
TAPOUETPOVG TOV Tapabipov mov epgoaviletor avaidy®S, KOAVOUE TO KOVLUTL v
aAlalel popon otav mepvape and mThve Tov To Tovtikyaviikadiotatol amd T0 Kovumi
ue 1o mepiypoappa wov eiyape etiaéet oto “Photoshop”).

EmiéEape mal library/animation/interactive/rollover cursor change kot pvOuicape
TIC TOPOUETPOVS TOL TaPpaBipov oL gpPaviletol, MoTe 0 KEPoopag vo aAldlel o

ddyTvlo GtV TEPVALE TAV®D OO TO KOVUTH.

Pause: "o 10 kovumni “pause” vAomomoope dvo kovumd 6to “Photoshop” mov &yovv
0 1010 péyeboc ko avaivon (image/image size/resolution=90 pixels/inch). Ot
eMA0YEG OV elval evepyomomuéveg oto layer/layer style yia 1o éva kovuni etvai:drop
shadow, inner shadow, bevel and emboss, satin kot gradient overlay, evéd yuo to GAlo
etvar axpiPadg ot 1d1eg HOvo mov €xel eMMALOV EvepYOmOMUEVT TNV EMAOYN stroke.
Oocov agpopa 1o “director”, kGvape import Kot to. 000 KOVUTLE TOL VAOTOWGALE Yol
TO “pause”. XN cuvéyeln TOToHETNGAUE TO KOLUTL “pause” Tov OV £YEL TEPTYPALLA
oto timeline kaBopilovtag €161 T oTLyun mov Ba epeavictel oto stage kabmG Kat yio
1660 ypovo Ba givar opatd oto ypnom. Kabopicape m 08€on mov Ba €xel 1o kovumi

070 stage amd to pevoL 1010t TEG TOL director.
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EmiéEape amd 1o pevov library/controls/tool tip kot cOpape Tov KOOKO TAVE GTO
KOLUTl, OCTE OTOV TEPVAEL TO TOVTIKL OO TAVE® TOL, Vo EUPaVICETON KEIPUEVO TOV
e€nyet ) Aettovpyio TOL KOLUTLOV,

‘Eneita kévape 0e&i KMk mhveo oto xovumi, emAégape script Kot ypayope Tov
OTTOLTOVIEVO KMOKO MOTE OTOV Tt 0el TO KOVUME va KAVEL TOV 10 TOV EMAEEYLE.

Emiong ano T0 HeVoL “library” TOV director StoAéEape
media/QuickTime/QuickTime control button kot cOpope TOV KOOIKO TAVE® GTO
Kovuni gite oto mapdbvpo stage, eite oto timeline kot emAéEape 610 mopdOvpo OV
pog Pyalet “stop”.

>m ovvéyew SwiéEope library/controls/push  button «ar  pvOuilovrag Tig
TOPAPETPOVE TOV Topadupov mov gpeaviletor avaAdyw®s, Kavape To Kovumi vo
aALGlel popoen otav mepvape and Tve Tov To Tovtiky(avikadiotatol amd To Kovumi
ue 1o mepilypappa wov eiyape eTiaéet oto “Photoshop”).

EmiéEape mal library/animation/interactive/rollover cursor change kot pvOuicape
TIC TOPOUETPOVS TOL TaPaBipov oL gpPaviletol, MoTe 0 KEPoopag va aAldlel o

ddyTvlo OtV TEPVALE TAV®D A0 TO KOVUTH.

Rewind: T 10 xovuni “rewind” viomomoape 6v0 Kovumid oto “Photoshop” mov
&xovv to 1010 péyebog kot avdivon (image/image size/resolution=90 pixels/inch). Ot
emA0YEG TOV lvan gvepyomompéveg oto layer/layer style yio to éva xovuni givat:drop
shadow, inner shadow, bevel and emboss, satin kot gradient overlay, evd yio To AL
etvar axpiPadg ot 1d1eg povo mov €xel emmA&ov evepyomomuévn v emAoyn stroke.
Oocov agopd to director, kévape import kot To. SVO KOVUTLE TOV VAOTOMGALE Y10, TO
“rewind”. Xt cvvéyelo Tomobemoope to kovuni “rewind” mov dev €xel mepiypappa
oto timeline xkaBopilovtoc £étol T oty mov Ba epeaviotel oto stage Kabdg Kot yio
160 ypovo Ba givor opatd oto ypnom. Kabopicape m 0€om mov Ba €xel 1o kovumi
o710 stage amd 10 pevoL 11dTNTEG TOL “director”.

EmiéEape and 1o pevon library/controls/tool tip kKot cOpape Tov KOIKO TAVE GTO
KOLUTl, OCTE OTAV TEPVAEL TO TOVTIKL OO TAV® TOL, VO EUPAVILETOL KEIPUEVO TOV
e€nyel ™ Aettovpyia Tov KOLUTIOV,

‘Enerta kdvape 0e&l KMk mhveo oto kovumi, emAégape script Kot ypaYoUe Tov

OTOLTOVEVO KOJIKO oTE TV ot 0el To KOvpumt vo Kével Tov 10 Tov SAEEALLE.
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Emiong ano 10 HEVOL “library” TOV “director” emAéEape
media/QuickTime/QuickTime control button kot cVpope TOV KOOIKO TAV® GTO
Kovumi gite oto mapdbvpo stage, eite oto timeline ko emAéEape oto mopdbvpo Tov
pog Pyalet “backward”.

2m ovvéyxew emAé€ape library/controls/push button kot pvOuilovtag TG
TOPAUETPOVS TOV Topadupov mov gpeaviletor avaldyws, Kavape to Kovumi vo
aAAGCel popen OTav TEPVALLE omd TAVE® TOL TO ToVTiKY avTikadioTatal and 10 Kovumi
ne 1o meplypappa wov elyape etidéet oto Photoshop).

EmiéEape ma library/animation/interactive/rollover cursor change kot pvBuicape
TIC TOPOUETPOVS TOL TaPpaBipov oL gppaviletol, ®oTe 0 KEPoopag va aAldlel o

SAYTLAO OTOV TEPVALE TAV® OO TO KOLTTL.

Forward: I 1o kovuni “forward” vAomomcape dvo kovumd oto “Photoshop” mov
&xovv to 1010 péyebog kot avdivon (image/image size/resolution=90 pixels/inch). Ot
emA0YEG TOV elvan gvepyomomnpéveg oto layer/layer style yio to éva xovuni givat.drop
shadow, inner shadow, bevel and emboss, satin kot gradient overlay, evd yio To dAAO
etvar axpiPadg ot 1d1eg povo mov €xel emmALov evepyomomuévn v emAoyn stroke.
Ocov agopd to director, kdvope import Kot To JVO KOLUTLE TOL VAOTOMGOLLE Y10l TO
“forward”. Ztn ovvéyewo tomobetnue to kovuni “forward” mov dev €xel mepiypappa
oto timeline kaBopilovtag £T61 TN oTyUn Tov Do pEOVIcTEL 6TO stage KabmG Kat Yo
mOc0 YpOvo Ba glvarl opatd oto ypnotr. Kabopicape ™ 8€on mov Ba €xel o kovumi
010 stage and 10 pevoL 110t TEG TOL director.

EmiéEape amd 1o pevon library/controls/tool tip kKot cOpape Tov KOOKO TAVE GTO
KOLUTl, OCTE OTAV TEPVAEL TO TOVTIKL OO TAV® TOL, Vo EULPaVIETOL KEIPUEVO TOV
e€nyet ) Aettovpyio TOL KOLUTLOV,

‘Enerta kévape 0e&i kMK mhveo oto xovumi, emAégape script Kot ypayoe Tov
OTTOLTOVIEVO KMOKO MOTE OTOV Tt 0el TO KOVUME VoL KAVEL TOV 10 TOV EMAEEYLE.

Emiong ano T0 HEVOL “library” TOV director emAEEape
media/QuickTime/QuickTime control button kot cOpope TOV KOOIKO TAV®D GTO
kovuni gite oto mapdBupo stage, gite oto timeline kot dSrwAéEape oto TapdOvpo oLV
nog Pyalet “forward”.

>m ovvéxew emAéape library/controls/push button kot pvOuilovtag TIg

TOPAPETPOVE TOV Topafupov mov gpeaviletor avaAdyws, Kavape To Kovumi vo
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aAlalel popoen otav mepvape and mThve Tov To Tovtiky(avikadiotatol amd T0 Kovumi
ue 1o mepilypappa wov eiyape etiaéet oto Photoshop).

EmiléEape maAr library/animation/interactive/rollover cursor change kot pvOuicape
TIG TOPUUETPOVS TOVL TapaBHpov mov epgaviletal, doTe 0 KEPGOPAS v aAAAlel oe

ddyTVlo dTOV TTEPVALE TAV®D OO TO KOVUTH.

Next: ['la 10 kovumi “next” vAomomoape 600 KOLUTIA He T popen 0100 PELovg
oto ‘“Photoshop” mov £€yovv 10 1010 pé€yeBog wxou avdivon (image/image
size/resolution=90 pixels/inch). Ot emoyég mov eivor evepyomomuéveg oto
layer/layer style ywo 1o éva kovumi eivardrop shadow, inner shadow, bevel and
emboss, satin kot gradient overlay, evd yia to dAAho eivon akpBadg ot idieg poVo oL
&xel emmAéov gvepyomompévn v emioyn stroke. Ocov apopd to “director”, kévape
import Kot o 000 KOVUTLA TOL VAOTOMGALE Yo TO Kovumi - BEAOC. TN cvVE e
tonofetcape To Kovuni - BELOG Tov dev Exel mepiypappa oto timeline kKabopilovrog
€101 ) oTypn| mov Ba epeavictel 6to stage Kabdg Kot yio moco ypovo Ba givar opatd
oto ypnot. Kabopicape ™ 0éon mov Ba €xel to xovuni oto stage amd TO HEVOD
W0t TEG Tov “director”.

EméEape amd 1o pevov library/controls/tool tip kKo cOpape Tov KOOKA TAVE GTO
KOuUTi, OCTE OTAV TEPVAEL TO TOVTIKL OO TAVE® TOL, Vo, EULPAVIETOL KEIPLEVO TOV
e€nyet ) Aettovpyio TOV KOLUTLOV,

‘Eneito k@vape de&l KMk maveo oto xovumi, emAEEaE SCript KOl YPOAWOUE TOV
OTTOLTOVEVO KMOKO (oTe OTav motndel 1o Kovpumi vo KAveL ToV Y0 Tov EMAEEALLE
KoL VoL Lo Tyoivel otny endpevn oedida(to mhtnpa tov pag odnyei oto frame “s10”)

>m ovvéxew emAéape library/controls/push button kot pvOuilovtag TIg
TOPAPETPOVE TOV Topadupov mov gpeaviletor avaAdyws, Kavape To Kovumi vo
aAAGlel popoen otav mepvape and mThve Tov To Tovtiky(avikadiotatol amd To Kovumi
ue 1o mepilypappa wov etyape etiaéet oto Photoshop).

EmiéEape mal library/animation/interactive/rollover cursor change kot pvOuicape
TIC TOPOUETPOVS TOL TaPaBipov oL gpPaviletol, M®oTe 0 KEPoopag va aAldlel o

ddyTvlo GtV TTEPVALE TAV®D OO TO KOVUTH.
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Exit: "o to kovumi “exit” vAomomoape dvo kovumid oto “Photoshop” mov €yovv to
010 péyebog kar avdivon (image/image size/resolution=90 pixels/inch). Ot emloyég
oL etvan evepyomompéveg oto layer/layer style ywo to éva kovuni givon:drop shadow,
inner shadow, bevel and emboss, satin kot gradient overlay, ev®d yw T0 GAlo eivon
aKplPag ot idteg povo mov Exel emmAéov evepyomomuévn v emoyn stroke. Ocov
apopd to “director”, kGvope import Kot To. V0 KOLUTIG TOL VAOTOUGOLUE Y10 TO
“exit”. Xt ovvéyeln TomobeTnooE TO KOLUTL “exit” mov dgv EYEl mMEPTYPOLUN GTO
timeline kaBopilovtag étol ) otiyun mov Ba gppavictel 6to stage KaBMOG Kot Yo
1660 ypovo Ba givar opatd oto ypnom. Kabopicape m 08€on mov Ba €xel 10 kovumi
o710 stage omd To pHevoL 110t TEG TOL “director”.

EmiléEape amd to pevov library/controls/tool tip kot cOpape tov KOOIKA TAVEO GTO
Kovuni, dcTe OTAV MEPVAEL TO TOVTIKL OO TAV® TOV, Vo epeavifeTor Keipevo mov
e€nyel ™ Aettovpyia TOV KOLUTIOV,

‘Enerta kavoape 0e&i KMk mhveo oto kovumi, emAEEae script Kot YpOWoUE TOV
OTOLTOVEVO KMOKA MoTE Otav motndel To Kovumi, va KAVEL TOV Y0 OV EMAEEANE
Kot v KAEIVEL TNV €QapproYn, 0ol Tpdta epotndel 0 ypnotng av eivar BEParog ot
emBupel €060 amd T0 TPOHYPOLLLLAL.

>m ovvéyxew emAéape library/controls/push button kot pvOuilovtag TIg
TOPAPETPOVS TOV Topadupov mov gpeaviletor avaidyws, Kavape to Kovurmi vo
aAAGCel popen OTav TEPVALLE omd TAVE® TOL TO TOVTiKY avTikadioTatal and T0 Kovumi
ne 1o meplypoppa wov elyape etidéet oto Photoshop).

EmiéEape ma library/animation/interactive/rollover cursor change kot pvBuicape
TIC TOPOUETPOVS TOL Tapadipov oL gppaviletol, ®oTe 0 KEPoopag vo aAldlel o

dQYTLVAO OTOV TEPVALLE TAV® OO TO KOV
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BINTEO

To Pivteo 10 vAomomocope oto “premier” kot peTd To €16dyaye oto “director”.
[Teptéyel cuvolikd dexaoytd dtapopetikd Pivteo, £va yio kdbe yia kdbe {do. And ta
Bivteo avtd mpape TIc oOTOYPOeiss TV (Oov. Xpetdotkay 600 poToypapicg and
ké0e Bivteo. Ocov apopd to “premier”, apywd Kavape import OAa ta Pivreo.
‘Enetta kévape o0&l KAk import/new item/universal counting leader set up sicdyovtog
£T01 TO €0€ OV HETPAEL OVTIOTPOQO Kot [e To omoio Eekwvaetl to PBivieo pog. 'Emerta
TPoUE T0 €PE  avtd kol éva — €va to Pivieo Kot to cOPANE LLE TO TOVTIKL GTO
napabvpo “timeline” Tov “premier” to Eva petd To GAA0. TV apyn Tov Kabe Pivteo
Barape kdmolo epé mote O6tav o Pivreo apyilel va mailel, va £xel Kdmolo dtopavela
TOV PEUDVETAL GTAOOKA. ME aTOV TOV TPOTO ATOPVYAUE TNV OTOTOUN GAAQYT) TTOV
Ba elyope otav tedeiove to éva Pivieo kot dpylle 1o emdpevo. Avtd 10 TETOYOUE
Balovtag otv apyn tov kdbe Pivieo ywo kdmown OegvtepoOiento to £pé effect
controls/video transitions/dissolve/cross dissolve. Emiong emAéEape dvo onpeia oe
kéOe Pivieo To omola ypnowomomoope ®¢ EOTOYpAPies. AVTO TO TETOYOLE
oTOHOTOVTOS TO “timeline” oto onueio mov Bélape kdbe @opd. EmiéEapue and to
Hevov, aplotepd Tov “timeline” 1o gpyaieio KomNg Kot kKOyoaue ta Pivieo ™ xpovikn
otiyur] mov 0éhape. ‘Etol 10 kdbe Pivieo ywpiotnke oe 1tpion xoppdtio. ‘Emerta
SwAéCapue and 1o pevov file/export/frame. Me ovtd tOvV TpOMO pETATPEYOAUE TNV
OCLYKEKPLUEVN €KOVA TOV Pivieo o poToypaio. XTn cvvéyeln avoiape v eikova
avt] amd 10 “Photoshop” wor v enelepyaotirope. Apykd emAéEope
image/mode/RGB  dote va pmopei n ewdéva va ypnoyorombel ynelokd, agod to
ypopatikd poviého CMYK 10 ypnowomnolovpe oty ektunmon. 'Eneita emdéEope
image/image size/resolution=90. 'Etct pvOpicape katdAAnin avaivon oty eova
®ote vo unv Katolappdver peyddo pépog pviung , e€aceaiiloviog OUmG Kol KoAN
modtnta. Télog emAélape image/adjustments/invert MGTE Vo KAVOLUE TNV OPYIKY
eoToypagio apynTikd. Metd kdavape import 6to premier” TV €NeEEPYUGUEVT GTO
“Photoshop” ¢otoypapio. Tnv dw axpipog dSadikacio ekteAéoape Kot yio To
tprivta €&L onueio TV Pivteo mov BEAaE VO YPTCILOTOCOVUE MG POTOYPUPIES.
Ewonyaue émeita 6Aeg avtéc T @oToypoeiec oto “timeline”. Avtd 1o meTOHYOUE
oépvovtag Vv Kabe potoypapio oto timeline kot torobetdvtag TV axkpPdg LETA TO
onpeio mov teLeldVEL T0 avtioToryo Koppdtt Tov Pivieo. Zuykekpiuéva tomodetnoaype

T0 TPAOTO KOUWATL Tov Pivieo, petd 1o onueio mOv AVTO TEAEIDOVEL TNV TPOTN
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ewtoypapio, £merta 1o 0evTEPO  Koppdtt tov Pivieo, HETA TNV ovTioTOLN
eotoypagio, kol £melto To TEAevtaio Koppdtt tov Pivreo. H kédbe owrtoypapio
(apvmtikd) emréEape va dwapkel dekamévte devteporenta(lSsec). Emmiéov kdvape
dekl khu/import/new item/ black Bivteo. Enerta ovpaye to black Bivteo avtd tpravia
devteporenta (30 sec) mpv 1o onpeio Komg kabe Koppatod Pivieo kol Tov PdAape
to €p¢ effect controls/video transitions/iris/iris cross. Opicape ) didpkelo Tov black
Bivteo tpravta devteporenta(30 sec) kol amd avTd, T0 €0 KaToAauPdvel gikoot
devteporenta (20 sec). Me avtdV TOV TPOTO SNULOVPYNGALE TO EPE TNG POTOYPOUPIKNG
UNYoVNG, ol To povpo PBivieo kKAEivel GTAdIKA TPOG TO KEVTPO, OTMG TEPITOL Ko
TO KOVIGTPO HI0G QOTOYPUPIKNG UNYAVIG.

Eminpoofeta, mpape Evav Mo mov dtabétel To power point TopOUOL0 E AVTOV TNG
ootoypaekng unxavhs. Tov petatpéyape oe mp3 apyeio, kbvape o6&l KAk import
Kol Tov Tomofetnoope oto “timeline” ota koviiio mov eivar yio Nyo Tpidvra €&
eopég(doeg elvar kol ot patoypapicg). Tomobenoape tov cuykekpiévo Nyo €101
wote vo Eekvhel Kal vo TEAELDVEL 6To 1010 onueio Pe To €@ iris cross kdBe @opd.
‘Etol metvyopue PeEYOADTEPT OUOOTNTO UE TNV QOTOYPOQOIKT UNYXOVY, 0QOD £YOLUE
napopoln. €kovo oAb kot Myo. Télog wdévape export to Pivieo amd T0 pEVOD
file/export/movie.

Anpovpynoope émetta Eva kovovpylo project kot kavaype file/import to Bivieo mov
etiaEape mpv ko to background péoa oto omoio BEAovpe va to BdAovpe vo mailet,
£T01 MOTE Vo dMGoLE 610 Bivieo mov TdEae T0 cwotd oynuo ko péyebog. To
background £yer péyebog 800*600 pixels. Ocov apopd Tig anapaitnteg pvduicelg yuo
Vo QTIAEOVLLE TO YN TOVL apyLkoL Pivteo, Tpope amd to mtoapdbupo effect controls
oca epé ypewdotnkoav(video effects/distort/bend, video effects/distort/corner pin,
video effects/distort/lens distortion, video effects/distort/transform). IlpdTov,
pvOuicope To motion kot Pdrope Tic €€ng Tyég: position: 389,8 ko 112,8, scale
height: 60, scale width: 64,6, rotation: -2,5, anchor point: 360 kot 240, anti- flicker f:
0. To opacity kot To time remapping/speed 1o apnoape 100%. Eniong pvBuicape oto
epé crop ta g&ng: left: 13,3%, top: 11,5%, right: 13,6%, bottom: 15,5%. 10 ¢
corner pin ddoape T1g TWéS: upper left: 142 kon 179, upper right: 669 kou 0, lower
left: 48 ko 512, lower right: 687 ka1 522 kot oto €p€ bend: horizontal in:0, horizontal
r:100, horizontal w:0, vertical inte:0, vertical rate: 0, vertical width: 0. Té\og
pvBuicape oto gpé lens distortion ta €€ng: curvature: 25, vertical dec:-39, horizontal

d : -30, vertical pris: 9, horizontal pr :0.
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AoV khvape OAeg TIC Tapomdve pubuicels, kévape export To Bivteo Kot TEAOG pE
KAmOl0 TPOYPOUUO LETATPOTED TO WETATPEYOUE OO avi apyeio mov Mtav o€
QuickTime apyeio ®ote va €xel TOAD PiKpOTEPO HEYEDOC KOl VO AEITTOVPYOVV GOGTA

Kot ta Kovumd tov Pivreo mov dnuovpyncape oto “director”

BACKGROUND

Apyid xataokevdoape oto “illustrator” éva @i mov va potdlel 0Tt EeTuAiyeTon
KOl TOV TO TAV® PEPOG TOL £ivorl pHeyoldTePO, OGTE va umopel va mailel péco o€ ovTo
To Bivteo.

‘Enerta koyape to ek avtd oto “Photoshop” oe évrexa xoppdtia yio va goivetot
oav vo EeTulyetat. Bdhope Oda ta koppdtio Tov euip péca og éva background mov
etid&ape. Ola ta backgrounds pe ta guip £yovv péyebog 737*513pixels yati avtd
elval to péyebog tov Pivieo mov pog divel to “premier”. TomoBetnoope Aowmdv ta
backgrounds pe to KoppdTio TOL EIANL GE v AAAO PEYOADTEPO, LEGO GTO OTOi0
tonofetcape kot Oha To avtikeipeva pog oto “director”. To background avtd eivan
ewova 1 onoia €xet ene&epyaotel oto “Photoshop”, dote t0 ypdpa g va tapralet
HE TO VIOAOUTO KOUWATL TOL TTpoypdupatos. To puéyebog g sivonr 800*600 pixels
®OOoTE Vo UMV vIdpyel TPOPANUO o€ omoladnToTE 000V Kol av TPOPAAAETOL KOl T
avéivon g 90 pixel/inch.

TonoBetcape émeita OAEG TIC €1KOVEG TOL PTIAENLE 6TO “Photoshop” kabmdg Kot to
Bivteo mov eridEape oto “premier”’ oto “director”. Kdvape import OAeC TIC EKOVEG
kol to Pivieo oto mapdbvpo “cast” tov “director”. 'Emeita oépvoviag ta
tonofetncape 6to mapdbvpo “score” avordywg TN XPoviKn dldpKelo mov BEAovE va
&xel 10 KoBéva Kot T oTiypn mov Béhovue vo epeavifeTor Kot €merta vo xavetat.
[Tpocéyovue 611 oto “director” oe ovtifeon pe To TEPIOCOTEPO TPOYPOLLOTO T
lepapyio Tov emmédmv Tov score(sprites) Eekivder avtiBeta. AnAadn to tEAELTOLO
sprite(To KaTMTEPO UETPMOVTAG OO TAVM) givol TP®TO, EVAD TO TPDOTO(TO VYNAHTEPO
LETPOVTOG OO TAV®) €ivar To0 KotdTepo. Emopévmg, ta kovumd kot to Pivteo ta
tomobetnoape o€ Mo TAve sprites and ta backgrounds(ce avdtepa 1EpapyIKd). XTO
mpdto sprite TomoBemnoape 1o background wov £xer péyebog 800*600pixels dote va
KOADTTEL OAN TNV 000VT), 0QoV v o€ aVTO PALOLE OAQ TO VITOAOITO AVTIKEILEVOL.

KoAvnter 1600 frames 6omn kot 1 d1dpkelo TG TpAOTNG GEASOS TOL TPOYPALLLATOG,
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oniaodn apyilet oto frame 1 kot tereidvel oto frame 120 oto omoio Pdrape v
etikéta “s1”. Xta spites dvo £mg dexotpio tomobetnoape ta background mov &xouvv
uéyeBog 737*513pixels kot amewkoviCovv To KOUUATIOL TOV QOTOYPOPIKOD OUALL.
EeKWNOOUE HE ALTO OV OEV EYEL ELPAVIGTEL OKOUN TO QIAL KOl TEAEIOGAUE LE QVTO
7oV T0 PN €xel eppoviotel TApws. To kabéva tomobeteitan axpiPadg petd o Téhog
Tov mponyovpevov. ‘Eva frame petd amd avtd mov Eekwvdel to background pe to
televtaio koppdtt tov Pivieo, apyilel ko to Pivreo to omoio Tomobenoae G TO
Tave sprite oe ox€on HE TA KOUUATIL TOL OUAL(OMANOY GE avVAOTEPO) Kol
OLYKEKPIUEVO GTO sprite €lkoot éva. Avtd to kdvape yoti to Bivieo kabvotepel va
QopT®oel kol euelg de B€lovpe va @oaivetar keviy oBOvn yio oVTO TO YPOVIKO
dwotnua. Me avtdv tov tpdmo eupavileton mpmdta To background pe to teAevtaio
KOUUATL TOL QWAL Yo Alya dgvtepdienta kot petd apyiler va mailer to Pivreo.
[Tpocéyovpe emiong ta backgrounds avtd kot to Pivteo va €govv akpiPog v 101
0éon ka1 péyeboc oto mapdBupo stage. Avtd to puBuicape amd 10 TAPAOLPO
properties GUUTANP®VOVTOS TIC TopapéTpoug x:405, y:263, w:737, h:513. Ilave oto
background mov éxer péyeBog 800*600pixels tomobetnoape Ola to Kovpmd(oto
sprites dexatésoepa £0¢ eikoot). Ta kovumd oto Tapdbupo stage elvar tomobetnuéva
£T01 OOTE Vo UV kaAvmtovtol and o background pe o KOpPATI TOL EIANL Kot TO
Bivteo, doTE Vo Ae1TOVPYEL COGTA 0 KMOOIKOG TOVG. £TO OVAOTATO sprite tomofetr|cape
éva. TAOIG10 KEWWEVOV, OV KOTACKEVACOUE UE TO €PYOAEID KEWWEVOL. XTO TAAICLO
avtd Ba epeaviletar keipevo mov Ba e€nyel T Agttovpyia TOV KOLUTLOV, TAVE® OO TO
omoio &yovpe mepdoet pe to movtikt. o va amokoel v 1810t ta. 0Ty CVPOLE
v Ttov Tov KMdwa library/controls/display text. To frames mov kaAvmter TO
OLYKEKPIUEVO TAOIG10 KEWEVOL givorl okpipdg Ta 101 pe ovtd TOL POcIKOV

background ¢ celidac.
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[TapaBupo score tov “director” yio TV TPAOTN GEAIDQ TG EPOPLOYNG.
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4.3. YAOIIOIHXH AEYTEPHY YXEAIAAY

H debtepn celida Tov mpoypappotog eivar Kot 1 facikOtePT), apov €ivol avTr TOL
ansikoviCel ™ doun tov H/Y kot tov tpomo d1achHvOesnS TOL LE TN QOTOYPOOIKN
unyovny. Kavope Aowdév import oto director Oleg TG QOTOYpOPiES OV
eneEepyaomkape oto  “Photoshop”. Xto «koatdtepo sprite tomobetnoape TO
background mov kaAvmtel oe diapkeln OAn ™ OevTEPN oelida. Emerta Paiape ™
QOTOYPOPIKN pnyovn mov to péyebog g avéavetar otadlokd. Avtd 10 meTHYOLE
TonofeTdVvTag TOV KEPGOPO TOL score oto frame mov BéAape Ko kdvovtag de&i Kk
o010 mapdBvpo score mAvVw GTO sprite mov eiyape tomobetroel ™ unyovr. Amd to
pevov mov gpaviCeton emAéEape insert key frame. ‘Etol opicape v apyikn 8€on ko
péyebog TG POTOYPUPIKNG UnYavng, oto frame mov Eekvdet kot o€ avtd mov PdAape
10 key frame, ®ote va unv epeoaviCetar andtopa. ‘Eneita torobetnoape Peldkia mov
Eexvav amd T pnyovn kot KataAnyovyv otov H/Y. To mpmto Beldkt gival to mo
uikpo kot 6co mAncualovpe otov H/Y 10 péyebog toug peyorwvel. Ta Beddkio Ta
TOnO0ETGALLE GTO score G€ SLPOPETIKA sprite To kdbe Eva. Me ypovikn| dtapopd £
frames, éto1 ®ote va gpeavifovrat dtadoyikd. ‘Eneita epeavietal o vToAoyiotg Tov
0 péyebog Tov avédveral oTadlokd KATL TOL TETVYOivOLpE glodyovtag keyfrmae,
Omm¢ Kavape Kot oty kauepa. EmumAéov tonobfetnoape oe éva Eeymplotod sprite Eva
Kelpevo mov e€nyel 10 Mg oyetileTon o vwoAoylotng pe v Kauepa. Ta keipeva ta
ypdopovpe emAéyovtag 1o epyareio “A” amd v epyoierodnkn apiotepd. To keipevo
Eexwvael and 1o 100 frame mov Eekivder ko 1o background. Olo to Topamdveo
avTIKEILEVO EKTOC amd ToV VToAoyloT(PeAdKio Kelevo Kol pnyavi)) Exovv oldpkela
poévo opiopévo frames, Tov apKovV OU®G MGTE O YPNOTNG v TPOAdPel va drofdoet
Kol Vo aKOUGEL TO Kelpevo, Kabdg kot vo dgl v €wkdvo mov Tov &€nysl pe
TOPACTOTIKO TPOTO TL aKkpIPOS yiveTar. X cuvéyela, epeavileton Eva dALO Keipevo
oL €ENyel ™ PaciK’ OOUN TOV LIOAOYIGTY| LE TOAD aAd TPOTO, KaBmS Kot £val Pkpd
HEPOG TNG YPMOWOTNTOG TOL. To cuykekpluévo Kelpevo Eekivdet Tn oty mov Hévet
uévo o vmoloyiotng kot to background kot teheudver oto idwo frame pe tO
background kot tov vmoloyioty|. Atya frames petd 1o devtepo keipevo eppaviCovron
¢E1 pakelol(évag yia kaBe Nrepo). Tovg TomoBenoape 6to score d®oTE va EEKIVAV GTO
1010 frame kol va teAeudvovv oto frame mov teAeidvel ko To background. Olol ot
eakeAot £xovv axpiPag to idto péyebog kar Béon Emiong swodyape Key frame oe kd0e

QaKeA0, OoTE TO UEYEBOC TOLG VO AVEAVETOL OTAOIOKA KOl VO €XOLV Kol KATOolo
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kivnon. Ot edxelot gpeavifovtor oe pkpd péyebog apykd kot 1o péyebog tovg
avéavetal otyd - oryd. Emiong kivodvtar étor wote va gaiveton 0Tt fyaivouv péca amd
Tov voroylot). Ocov apopd 10 TPOYpOUUO OTOV O XPNOTNG TEPVAEL LE TO TOVTIKL
Téve ond KAmowo amd toug €51 PaKEAOLS, TOTE Tov gueaviletarl éva mapdbvpo mov
EXEL TIC GOTOYPOQIES TOV ovTol TTEPLEYOLY. MTopel KAvovTtog KAIK o€ Kdmol amod
aLTEG Vo TN 08l o€ peyaAvtepo peyedoc. Ot pmtoypapieg oTnV TPOKEUEVT TEPITTMOON
ovpPorMlovy TOVG PAKEAOVS TOL VITAPYOLV GTIG SAPOPES LOVAIEG AmOOKEVLONG TOV
vroroyot. Ocov agopd tov Tpdno vAomoinong tovg, kavape de&i KAk ndve oe
k@O @daxelo, emAéEope script Kol YPAWOLE TOV OMOUTOVUEVO KMOKO (OTE OTAV
mEPVAEL TO TOVTIKL TAV® OO TOVG PAKEAOLS v Tyaivel 610 avtictoyo frame oto
score mov tomobetncape ta mopdBupa TOV TEPEYXOLV TIG PMOTOYPAPIEC TOV KAOE
eakerov. Ta mapdbupa pe TI¢ poToypapieg to Tomodetnoape 6To VYNAOTEPO sprite
o€ oxéomn We To, VIOAOITO avTIKEIpEVA TNG deVTEPNG oeAidac. Zta mopdbvpa avtd,
ATOLTEITOL KMOKOG MOTE OGN MPO TO TOVTIKL Eivan oty meployn tov background mov
KaAvTToLVY, vo. cvveyilovv va glvar opatd oto ypnotn. Emiong va tomobemnoape
mloico KeWwévou Y KABe pwtoypaia mov mepiEyel 10 KABe mapdbuvpo amd avtd.
Tave ota omoio TomofETHCALE KOl TOV KOJIKA Tov omatteitol. Avtd ocvpPaiverl yuorl
Ta TapdBupa avtd givor viomomuéva oto “Photoshop” kot €govv yiver import oto
“director” w¢ background. O k®dkaG TOV POTOYPAPIOV TOV KABE PakéLOL KadoTA
duvatd pe KABe KAIK 0€ KATOWL QOTOYPOPIC VO TOPATEUTOUNGTE GTO AVIIGTOL(O
frame ot10 score mov &xer tomobetnBel n ewToypaeio peyevBouévn. Ta mAaicla
KEWEVOL Tov KdBe mapaBvupov tomobetohviar e daPopPETIKA sprites To KAOe Eval kot
ola Eexvav amd 1o 1010 frame kot teAeidvovv oto 1d10. Ola ta mAaiclo KEWWEVOL
tomoBetovvTon HETA TO frame mov o1 PAKEAOL £YOVV OMOKTNGEL TO TEMKO TOVG
péyebog. Ta miaicwa keyévov tomobetodvion Ge MO0 LYNAO sprite omd TOvG
eokérovg. Emiong elvar amapaitmrog kddkog yio Kae Tapdbupo pe T1g poToypapies
TOV QokéA®mv mov Bo Aéel OTL “moTdVTAG TAV® OTN QOTOYpOPio. TOL EMBVLUEIS
umopeig va T 0g1g o peyaAvtepo nEyefog”. Ymhpyet akoun €vo kovumi mov odnyet
oV Tp®TN ceAlda dtav matnOel, dnAadn oto frame “f13”. Téhog, 6TO aVdTOTO Sprite
tonofetoape £va TAOIGLO KEWWEVOD, TOV KOTOOKEVACOALE LE TO EPYOAEID KEWEVOL.
210 mTAaicto avutd Ba epeaviCeton Keipevo mov Ba eEnyel T Aertovpyio TOLV KOLUTLOV,
TOV® oo TO 0O10 £YOVILE TEPAGEL UE TO TOVTIKL. [0 Vo amoKkToeL TNV 101011 TO QLT

ovpape Thvo Tov Tov Kddwka library/controls/display text. Ta frames mov koAvmTEL TO
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OLYKEKPIUEVO TAOIG10 KeEWEVOL eivol akpifdg to 10 pe avtd Tov Poctkov

background ¢ ceAidac.

Back: I'a to xovumi “back™ vAomomoape 600 KOLUMIA HE TN HOPON OPIGTEPOV
Bélovg oto “Photoshop” mov éyovv to 1010 péyeBog kot avdivon (image/image
size/resolution=90 pixels/inch). Ot emAoyég mov eivar evepyomomuéveg oGTO
layer/layer style ywo to éva xovumi eivau.drop shadow, inner shadow, bevel and
emboss, satin kot gradient overlay, evd yu 1o dAAo givor akpiPog ot idieg pdvo mov
gxel emmAgov evepyomompévn v emhoyn stroke. Ocov agopd to “director”, kdvoye
import Kot To. 600 KOVUTLA TOL VAOTOMGOLE Y10 TO KOLUTL - BEAOC. TN cLVEXEL
tomoBetnoape 1o kovumi - fELOC OV dev Exel mepiypappa oto timeline kabopilovrog
€101 N oTypn| mov Ba epeavioTtel 6to stage Kabdg Kot yio 1oco ypovo Ba givor opatd
oto ypnom. Kabopicape t 0éon mov Ba €xer 10 kKovumi oto stage amd 10 PeEVOL
110N TEG ToL “director”.

EmiéEape and 1o pevov library/controls/tool tip kot cOpape Tov KOSKO TAVO GTO
KOLUT, OOTE OTAV TEPVAEL TO TOVTIKL OO TAV® TOL, VO EUPAVILETOL KEIPUEVO TOV
e&nyel ™ Aettovpyia Tov KOLUTLOV.

‘Eneita kdvape 0l kMK mhveo oto xovumi, emAégape script Kot ypayope Tov
ATOLTOVIEVO KMOIKO (hoTe OTav motnOel To Kovpumi vo KAVEL TOV YO OV EMAEENLLE
KOl VoL LG TINyoivel oty TponyovUevn GeEAMO(To mTaTNa Tov pog odnyel oto frame
“f137).

2m ovvéyxew emAéape library/controls/push button ot pvOuilovtag TG
TAPOUETPOVG TOV TapaBOpov mov epgoviletor avaAdyms, KOVOPE TO KOLUTL v
aAAGCel popon Otav TEPVAE omd TAVE® TOL TO TovTiKy avTikadioTatal and 10 Kovumi
ue to mepiypoppa mov elyape etiacet oto Photoshop).

EméEape ma library/animation/interactive/rollover cursor change kot pvBuicape
TIG TAPOUETPOVG TOV TapaBOpov Tov epgaviletal, doTe 0 KEPGOPAS va aAAAlEL oe

dQYTLAO OTOV TEPVALE TAV® OO TO KOLUTTL.
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1° koupdrt Tov TapdOvpo score Tov “director” yio tnv dbtepn oedida TG ePUpPUOYAC.
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2° koppdrt Tov Tapdhupo score tov “director” yio TV devTEPN GEMIA TG EPUPUOYNAG.
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3° koppdtt Tov Tapabvpo score Tov “director” yio TNV devTEPN GEAISA TG EQAPLOYNG.
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4.4. YAOIIOIHXH TPITHY YEAIAAY

Anuovpynoape to background oto “Photoshop” kot to kGvape import oto cast. To
oLPOLE EMELTO LLE TO TOVTIKL GTO score Kol povticape va KaAvntel toca frames 6ca
Bélape va dwapkécetl n tpitn cerida. 1o cvykekpiuévo background tomobetnoaype
0TO aPLoTEPO TOL UEPOG TN peyevOupévn poToypagio mov enédele o ypNoTNS oTNV
TPONYOVUEVT GEALDN Kol GTO JEELD TIC VITOAOITEG PMTOYPOAPIES TOL AVIIKOLV GTNV 1O
"Hrepo(pdxelo) oe pikpoypapiec. Tomobetnoape t1g potoypaeiss twv {dwv 6to 1610
sprite tn pion petd v dAAN taSvopdviog teg katd Nmewpo. Emniong tomobetnoaype
mlaioo KeWEvov og Kabe potoypaia mov vrdpyel oto deE1d uépog Tov background.
Ipayape tov k®dka mov amotteiton 6to Kabéva, MOTE av yivel KMK TAvVe TOL va
eatveror n avtiotoym eotoypaeio peyevBopévn. Ta mhaicla Keyévov €govv 10 1010
péyebog pe TIc pukpoypapieg oto stage kol TomofeToHVTAL GTO SCore Gg SLUPOPETIKA
sprites 0AAG Exovv kowvn apyn kol téhoc. EmumAéov, yperdletor KmOKOG DOTE Vo
ovveyilel va etvar opatn otnv 006vn M cvykekpévn potoypaeio. Tomobetnoape
eniong Perdkion mhveo KAtw pe too omoi o ypnomg o pmopel va PAémer Tig
QoToYpOpiec mov &ivol oe pukpoypagieg, peyevBvuéves avaidymg BéPato mola
eotoypagio eixe apywd emiéset. Ta Peldkio avtd Exovv O1dpKeld GTO score OGO Kot
n avtiotoyn peyevlopévn eotoypoio Kot TomofeTovVTOL GE SIUPOPETIKE Sprites To
KO éva.

Eniong tomoBetnoape xovuni oto score pe 10 omoio mryaivoupe otn devtepn
oeAMoa Otav Kavovpe KAIK mave tov. Ofhape Opmg vo pog odnyel oto frame g
deVTEPNG GEAMONG OV £yovv NOM eppaviotel Ta PiAa oto TeEAKO Tovg péyebog Kot

(1Pt
S

Béon(frame “s”), dote 0 ypnomg va pmopel kot mAAL vo emdéEel o Pifiio mov
emBopel Ko €merta ™ eoTOYpoeion Tov BEhel va det oe peyaAvtepo péyebog. To
KOVUTL 00TO KAADTTEL 6TO score akplPadc Ta idta frames pe to background kot givan
KOO Y10l TIG PMOTOYPAPIEC OAMV TOV NTEIP®V.

Téhog, ot0 ovotato sprite Tomobetioope €vo  TAMICIO  KEWEVOL, OV
KOTOOKEVAGAE e TO gpyoreio KeEWWEVOL. XT0 mAicto avtd Bo eppavileton Keipevo
mov Ba e&nyel ™ Aettovpyio TOL KOLUTLOV, TAV® OO TO OTOT0 £XOVE TEPAGEL LE TO
movtikt. [ var amoktiNoel v 1010TNTA OVT GUPOAUE TAVEO TOL TOV KOOWKO

library/controls/display text. Ta frames mov kOAOTTEL TO GLYKEKPIUEVO TAMICLO

KEWEVOL etvar akpBag ta 101 pe avtd Tov Pacucod background tng ceAidac.
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Back: T to xovuni “back” vAiomomcape 600 Kovumd pe T HOPON OPIGTEPOV
Bélovg oto “Photoshop” mov éyxovv to 1010 péyebog kar avaivon (image/image
size/resolution=90 pixels/inch). Ot emAoyég mov elvar evepyomomuéveg GTO
layer/layer style ywo to évo xovumi eivau:drop shadow, inner shadow, bevel and
emboss, satin kot gradient overlay, evd yia to dAAho eivor akpiBdg ot idieg povo mov
éxel emmAéov evepyomomuévn v emihoyn stroke. Ocov apopd to “director”, kdvaype
import Kot To V0 KOVUTIE TOL VAOTOWCOUE Yol TO KOLUTL - BEXOC. TN ovvEyeln
tonofetncape To kKovuni - BELoG mov dev Exel mepiypappa oto timeline Kabopilovtog
£To1 TN oTyu mov Ba epeovioTel 6To stage KabdS kot Yo OG0 ypdvo Ba elvar opatd
oto ypnom. Koabopicape ™ 0éon mov Ba €xel to xovuni oto stage amd TO PEVOD
10101t 1EC TOVL “director”.

EméEape amd 1o pevov library/controls/tool tip kKo cOpape Tov KOOKA TAVE GTO
KOuUTi, OCTE OTAV TEPVAEL TO TOVTIKL OO TAVE® TOL, Vo EULPAVIETOL KEIPLEVO TOV
e€nyet ) Aertovpyia ToOv KOLUTLOV.

‘Eneita k@vape de&l KMk maveo oto kovumi, emA£EaE sCript KOl YPAWOUE TOV
OTTOLTOVEVO KMOKO (oTe OTav motndel 1o Kovpumi vo KAveL TOV YO OV EMAEEALLE
KOL VO [LOG TNYOiVEL 6TV TPONYOLUEVT] GEMO(TO TTATA TOV pHog 0dnYel oto frame
“s”).

>m ovvéyxew emAéEape library/controls/push button kot pvOuilovtag TIg
TOPAPETPOVS TOV Topafupov mov gpeaviletor avaAdyws, Kavape To Kovumi vo
aAAGlel popoen otav mepvape and Thve Tov To Tovtiky(avikadiotatol amd To Kovumi
ue 1o mepilypappa wov etyape etidéet oto Photoshop).

EmiéEape mal library/animation/interactive/rollover cursor change kot pvOuicape
TIC TOPOUETPOVS TOL TOPaBOpov oL gpPaviletol, MoTe 0 KEPoopag vo aAldlel o

ddyTvlo GtV TEPVALE TAV®D OO TO KOVUTH.
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1° koupdrt Tov Tapdbvpo score Tov “director” yio tnv tpitn ceAida ¢ EQUPUOYAC.
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EmumAéov viomomoape €va gotoypapikd @Al mov Staympilel ) peyevBopévn
eoToypadio amd T pikpoypapies. To @A €xel ¢ poToypaieg ta apvnTikd TV &L
Hrelpov Bonbodvtag €10t To mandi va kataAdfel Tog mepimov eivan Eva poTOYpOaQLKO
QUAL, eV PAEmeL TovTOYpOova Kot TO Yaptn TS kdBe Hreipov. EmmAéov éxovpe Paiet
KIVNoN OTO GULYKEKPIUEVO QAL AVTO TO TETVYOUE ONUOLPYADVTOG EVO OLUPOPETIKO
project oto director Kot €1GAYOVTOG GE AVTO TO GIAUL Kot To apvnTikG Tov Hreipwv.
To background, omAadn 10 QAN Tpémel va. KOAOTTEL QUOKE Oho Ta frames mov
vapyovv ot yapteg tov Mueipwv. TomoBemoope opywd v eotoypaeio kdbe
NnElPov oe JPOPETIKO sprite, aAld OAec kaAvmTovy To dwo frames. 'Emeita Tig
tomoBetnoape TAAL OAEC, OALA Le drapopeTikn oepd. H tedevtaia &yve mpdtn Kou ot
vroéAouteg tomobetOnkav €va  sprite mO KAT® OCTE VO ONUOVPYOVV TNV
yevdaichnon ott 10 euip xwveitar. Tnv 101 dwwdwkacio Kavape €61 popég. Agv v
emovoldPape kot EBdoun eopd yiati ot pwtoypagieg Oa Emarpvay v Béon mov eiyoav
mv TpOTN eopd kol Bo avotav cov va vrdpyel kabvotépnon oty Kivnon tov
. TIpocé€ape OAeg ot pmtoypapiec va £xovv akpiPmg to 1010 péyeboc kol ot
0éoe1g mov TomoBeTONKaY AV 6TO EIAN va lvar akpiPdg ot 1d1eg kdbe popd. Avtd
10 puOuicape and 10 mapdbvpo Properties oto 6e&d. To X kot 10 Y cvuPorilovv
0éon eved o W kot to H 1o péyebog. Téhog opicape kmdka oto timeline, dote dtav
@Thvel 6To TEAEVTOLO0 frame oV KOADTTEL TO PIAL, VO ETICTPEPEL TOM GTNV OPYY] Kot
va un otopotdetl n kivnon tov. And ta dvo tapandve moapddvpa mapatnpovue 6Tt TO
project £xel tomoBetnBel e avdTeEPO Ssprite amd OA Ta avTiKeipeva TG GeEAMDNG, EKTOG

amto T0 TAOIG1O KEWEVOU.
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[MopdaBupo score tov “director” yio TO KIVOOUEVO QAL UE TIC QOTOYPOPIEG TMOV
Hrelpov.

% allagh_film - Director MX 2004
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4.5. YAOIIOIHXH TETAPTHY XEAIAAXY

v T€T0PTN Kot TEAEVTOL0 GEAIDN TOL TPOYPAULATOS O YPNOTNG UITOPEL VO OEL TNV
ewova mov emBopel otov péyioro Pabud peyévBovong g, xKabdg Kor vo TV
eneepyaoctel. Mmopel av Bérel va (oypapicel mive otV €IKOVA KOl VO GOGEL 1 VO
TUTAOGCEL TNV opykN N TV enegepyacpévn ewova. ‘Exel opiotel akoun otov Kodka
TOL TPOYPAUUATOS VO UV amofnkevovtal ot oAAoyEG TOv KAVEL O YPNOTNG OTIG
amoOnKeUEVEG EIKOVEC.

[Tpodta kGvape import oto cast To background mov @tia&ape oto “Photoshop™ kot
TO TOTOOETNGOE OTO SCOre GTO KOTMTOTO Sprite kot epovtilovtag vo KOAVTTEL GE
OLApKELL OAOL TOL OVTIKEILEVOL TTOV (PN CLUOTOMCALE Yo TNV TETOPTY GeAida. Kéovape
emiong import OAec T Qotoypagiec pe ta Coa. Ilpocé&ope 10 péyeBog TO
QOTOYPOAPLOV OTAV TIG EIGNYOUE Vo, Elval TO TEMKO KOl VO UV T0 oAAAEOVUE HEGQ
oto “director” yoti dtapopeTikd o Ba dovAEVAV GOOTA T KOLUTLE TG {OYPAPIKNG.
TonoBetcape émetta Tig kdVeS TN pio petd v dAAN oto id1o sprite. ‘Emeito ocOpape
o€ KaBe pmtoypapio Tov k®oKa library/paint box/paint, ®ote 0 ¥pMoTnNg va umopel
va Coypapicer mwhveo tg. ‘Eva sprite mo move amd 11§ €1KOveg EeKvhoape vo
tonofetovpe To Kovumud save, print, exit, back kot Vv epyoieodnkn g
Coypapwng(sprites tpia €wg dekatéooepa). XTo €mMOUEVO sprite Tomobetnoape To
ovopata tov (Owv mov gppaviCovtolr kdto amd kdbe peyeBouévn ewova(sprite
dexamévte). Téhoc, ot0 avdtato sprite Tomobetioope €vo TAOIGLO KEWEVOL, TOL
KOTOOKEVAGOE LE TO pyoreio KeWWEVOL. XT0 mAicto avtd Bo eppavileton Keipevo
mov Ba e&nyel ™ Aettovpyio TOL KOLUTLOV, TAV® OO TO 00T £XOVE TEPAGEL LE TO
movtikt. [ vao amokTiNoel v 1010TNTA OVT GUPOUE TAVEO TOL TOV KOOKO
library/controls/display text. To frames mov koAVTTEL TO  GLYKEKPLUEVO TAOIGLO

KEWEVODL etvar akp1Padg ta 101 pe avtd Tov Pacukod background tng ceAidag.

Exit: "o to kovumi “exit” vAomomoape dvo kovumid oto “Photoshop” mov €yovv to
1010 péyeBog ko avéivon (image/image size/resolution=90 pixels/inch). Ot emAoyég
oL etvan evepyomompéveg oto layer/layer style ywo to éva kovuni givon:drop shadow,
inner shadow, bevel and emboss, satin kot gradient overlay, ev®d yia 0 GAlo eivon
aKplag ot idteg povo mov Exel emumAéov evepyomomuévn v emoyn stroke. Ocov

agopd to “director”, kGvope import Kot To. 600 KOLUTIGL TOL VAOTOUGOLUE Y10 TO
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“exit”. Ztn ovvéyela tomobetncape To Kovpumi “exit” mov dev €yl mEPIYPAUIO GTO
timeline kaBopilovtag étol ) oty mwov Bo gppaviotel 6to stage KaOMG Kot Yo
mOc0 YpOvo Ba elvarl opatd oto ypnotn. Kabopicape ™ 8€on mov Ba €xel o kovumi
o710 stage amd 10 pevoL 110N TEG TOL “director”.

EmiéEape amd 1o pevou library/controls/tool tip kot cOpape Tov KOOKO TAVE GTO
KOLUTl, OCTE OTOV TEPVAEL TO TOVTIKL OO TAVE® TOL, Vo EUPAVICETOL KEIPUEVO TOV
e€nyet ) Aettovpyio TOL KOLUTLOV,

‘Enerta kévape 0e&i KMk mhveo oto xovumi, emAégape script Kot ypayope Tov
OTTOLTOVIEVO KMOKO MOTE OTOV TOTNOEL TO KOVUT, VO KAVEL TOV X0 OV EMAEEALLE
Kol vo, KAEIVEL TNV €QaproyT], apov TpdTa eptlel 0 ypnog av sivon BEPatog Ot
emBopet ££000 amd TO TPOYPULLLLOL.

2m ovvéyxew emAéape library/controls/push button kot pvOuilovtag TG
TAPOUETPOVG TOV TapaBOpov mov epgoviletor avaidyms, KOVOPE TO KOVLUTL v
aAAGCel popon Otav TEPVAE omd TAVE® TOL TO TovTiKY avTikadioTatol and 10 Kovumi
ue to mepiypoppa mov elyape eTiacet oto Photoshop).

EméEape ma library/animation/interactive/rollover cursor change kot pvBuicape
TIG TAPOUETPOVS TOV TapaBOpov oV epaviletal, doTe 0 KEPGOPAS v aAAAlEL oE

dQyTLVAO OTOV TEPVALE TAV® OO TO KOV

Back: Xpewldpaote Eva kovuni mov o 0dnyel otnv mponyovpevn cerida yio kébe
eotoypagio. TomoBetoaue oto score éva T€To10 KOLumi £val sprite Mo KAT® omd
avtd Tov Parape TS poToYpapieg Ppovtilovtag to kdbe kovuni back va drapkel TOGA
frames 6ca kot M avtiotoyn ewtoypapio. [Tatdvrog T0 cuykekplpévo Kovumi to
TPOYPOULO ETIOTPEPEL otV O poTtoypapio kdbe @opd pe pikpotepo Padud
peyébuvong. Avto to metvyope Palovrog KMOKa 6To KOVUTT va, EMOTPEPEL 0TO frame
nov Bploketon | avticToryn oToypapia.

INa 10 xovuni “back™ viAomowoape dVO KOLUTIA HE TN HOPEN APLGTEPOV PBEAOVG
oto “Photoshop” mov éyouv 710 1010 péyeboc war avdivon(image/image
size/resolution=90 pixels/inch). Ot emAoyég mov elvalr evepyomomuéveg GTO
layer/layer style ywo to éva xovumi eivau:drop shadow, inner shadow, bevel and
emboss, satin kot gradient overlay, evd yia to dAAho eivar akpiBdg ot idieg povo mov
&xel emmAéov evepyomomuévn v emhoyn stroke. Ocov apopd to “director”, kdvaype

import Kot To V0 KOVUTIE TOL VAOTOWCOUE Yol TO KOLUML - BEXOC. TN ovvEyeln
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tonofetcape To kKovuni - BELog Tov dev Exel mepiypappa oto timeline kKabopilovtog
€101 T oTypn| mov Ba epeavictel 6to stage Kabdg Kot yio moco ypovo Ba givar opatd
oto ypnotm. Kabopicape ™ 0éon mov Ba €xel to xovuni oto stage amd TO HEVOD
W0t TEG Tov “director”.

EmiéEape amd 1o pevov library/controls/tool tip kot cOpape Tov KOOKO TAVE GTO
KOLUTl, OCTE OTOV TEPVAEL TO TOVTIKL OO TAV® TOL, Vo EUPAVICETOL KEIPUEVO TOV
e€nyet ) Aertovpyio TOL KOLUTLOV.

‘Enerta kévape 0e&i KMk mhveo oto xovumi, emAégape script Kot ypayope Tov
OTOLTOVIEVO KMOKO (hoTe OTav motnOel To Kovpumi vo KAVEL TOV YO OV EMAEENLLE
KOl V0L [LOG TTYOUVEL GTNV TTPONYOVLEVT] GEALDD KAOE Popda.

Xm ovvéxewn emAéEape library/controls/push button ot pvOuiloviag Tig
TAPOUETPOVG TOV Tapabipov mov epgoaviletor avaidymS, KOAVOPE TO KOVLUTL v
aAlalel popon otav mepvape and mThve Tov To Tovtikyavikadiotatol amd T0 Kovumi
ue 1o mepiypoappa wov eiyape eTiaéet oto “Photoshop”).

EmiléEape maAr library/animation/interactive/rollover cursor change kot pvOuicape
TIG TAPAUETPOVS TOVL TapaBOpov mov epgaviletal, doTe 0 KEPGopPas va aAAAlel oe

ddyTVAo dTOV TTEPVALE TAVD OO TO KOVUTH.

SAVE: I'a 10 xovumi “save” viomomoape dvo kovumd oto “Photoshop” mov éyouvv
0 1010 péyeboc ko avaivon (image/image size/resolution=90 pixels/inch). Ot
eMA0YEG OV elval evepyomomuéveg oto layer/layer style yia 1o éva kovuni eivai:drop
shadow, inner shadow, bevel and emboss, satin kot gradient overlay, evéd yuo to GAlo
etvar axpiPdg ot 1d1eg HOvo mov €xel eMmALOV evepyomomuUEVT TNV €MAOYN stroke.
Oocov apopa 1o “director”, kGvape import Kot to. 000 KOVUTLE TOL VAOTOMGALE Yol
T0 kovumi “save”. X ovvéyewn tomobetnoope To Kovumi “save” mov dgv ExEl
neplypappo oto timeline kaBopilovtag €16t ) otiyun mov Ba gppavictel oto stage
KaBdg kot yio 1o ypdvo Ba eivor opatd oto yprotn. Kabopicape ) 0éon mov Oa
€€l To KOLVUTL 6TO Sstage amd To HeVOL 1010TNTEG TOL “director?.

EmniléEape amd to pevov library/controls/tool tip kot cOpape tov KOOIKA TAVED GTO
Kovuni, AT OTAV TEPVAEL TO TTOVTIKL OO TAV® TOv, Vo epeavifeTor Keipevo mov
e€nyel ™ Aettovpyia Tov KOLUTLOV.

‘Enerta kavope 0e&i KMk mhveo oto kovumi, emAEEOUE script Kot YpOWOUE TOV

OTOLTOVUEVO KAOJKA, OoTE OTOV TaTnOel To Kovpumi vo KAvel Tov Yo Tov emAEEALLE.

62



Emiélape tov kmdika amd 1o pevov Library/Dialogslib/file open dialog kot tov
CUPOLLE TAV® GTO KOLUT, OGTE VO Lopel var ekTeAEoEL T Aettovpyia “save”.

Xm ovvéxewn emAéEape library/controls/push button ot  pvOuiloviag Tig
TAPOUETPOVS TOV Tapabipov mov epgoaviletor avaidymS, KOAVOPE TO KOVLUTL v
aAlalel popoen otav mepvape and Thve Tov To Tovtiky(avikadiotatol amd To Kovuml
ue 1o mepiypoppa wov eiyape etiaéet oto “Photoshop”).

EmiléEape maAr library/animation/interactive/rollover cursor change kot pvOuicape
TIG TOPAUETPOVS TOL TapaBhpov mov epgaviletal, doTe 0 KEPGopPas va aAAAleL oe

ddyTVAo OtV TTEPVALE TAV®D OO TO KOVUTH.

PRINT: "o to kovuni “print” vAomocape dVo Kovpumd oto “Photoshop” mov &yovv
to 1010 péyebBog won avdivorm (image/image size/resolution=90 pixels/inch). Ot
emAoyég mov etvan gvepyomompéves oto layer/layer style yio 1o éva xovuni givat.drop
shadow, inner shadow, bevel and emboss, satin kot gradient overlay, evéd yuo o GALo
etvar axpifdg ot 1d1eg HOVO TTov £xel EMTALOV EVEPYOTOMUEVT TNV €MAOYN stroke.
Oocov apopa 1o “director”, kK@vape import Kot to. 000 KOVUTLE TOL VAOTOMGOLE Yo
10 wovunmi “print”. Xtn ocvvéyxeln tomobetioape to Kovumi “print” mwov dgv €yel
neplypappo oto timeline kaBopilovtag €161 ) otiyun mov Ba gppavictel oto stage
KaBdg kot yio 1o ypdvo Ba givor opatd oto yprotn. Kabopicape ) 0éon mov Oa
€€l TO KOLVUTL 6TO stage amd To PeVoL 1010TNTEG TOL “director”.

EmiléEape amd to pevov library/controls/tool tip kot cOpape tov KOOIKA TAVED GTO
Kovuni, dcTe OTAV MEPVAEL TO TTOVTIKL OO TAVE® TOv, Vo epeavifeTor Keipevo mov
e€nyel ™ Aettovpyia Tov KOLUTLOV.

‘Enerta k@vape de&l KMk maveo oto xovumi, emA£Eape script Kol YpOWOUE TOV
OTOLTOVEVO KAOJKA, OoTE OTOV TaTnOel To Kovpmi vo KAveL Tov Yo Tov emAEEALLE.

EmiéEape Tov Kddka amd to pevov Library/Dialogslib/print dialog kot tov cOpape
Téve 6TO KOLUT, MOTE VO UTOPEL VoL eKTEAETEL TN AgtTovpyia “print”.

>m ovvéyxew emAéape library/controls/push button kot pvOuilovtag TIg
TOPAPETPOVS TOV Topadupov mov gpeaviletor avaAdyws, Kavape To Kovumi vo
aAAGlel popon otav mepvape and Tve Tov To Tovtikyavikadiotatol amd To Kovumi

ue 1o mepilypappa wov eiyape eTiaéet oto “Photoshop”).
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EmiéEape ma library/animation/interactive/rollover cursor change kot pvBuicape
TIC TOPOUETPOVS TOL TaPaBipov oLV gpPaviletol, OoTe 0 KEPoOPASg vo aAldlel o

SAYTLAO OTOV TEPVALE TAV® OO TO KOLUTTL.

IIAPATHPHXH:

['a v viomoinom tev Kovumdv “save” kot “print” katefdacope amd tn ceAda Tov
“director” éva “extras” mov amobnkedoape péca oto pdielo “configuration”, evd to
avtiotoyo “behaviour” to amodnkevcape 6to edrkero “libs” Tov TPOYPAUUATOG, £TCL
®ote va gpeaviotovy oto “library” tov “director” ot K®OKEG Yoo TN Agttovpyia

“save” kot “print”.

Agnto mvélo: T'lo 10 Aentd mvéLo vAiomomoape dVo kKovumid oto “Photoshop” mov
&xovv 10 1010 péyeboc kar avdivon(image/image size/resolution=90 pixels/inch). H
emAoy mov eivon evepyomomuévn oto layer/layer style yio 10 éva mivélo(to
emeypévo) etvan o bevel and emboss. Ocov agopd to “director”, k@voye import Kot
T0. OVO KOLUTIE TTOV VAOTOMW|GOE Y10 TO TIVEAO. XTI GUVEYEWD TOTOOETNCAUE TO
nwvédo mov degv €xel layer style oto timeline xaBopilovtag £tor T oty mov Ha
eupaviotel oto stage kabdg kot yoo mO6Go ypovo Oo eivor opatd o©TO YPNOTH.
KaBopicape ™ 6éon mov Ba £xetl oto stage amd 1o pevov 18010tnteg Tov “director”.

EméEape amd 1o pevov library/controls/tool tip kKo cOpape Tov KOOKA TAVE GTO
TVELO, MOTE OTOV TEPVAEL TO TTOVTIKL Omd TAvV® TOv, va gpeaviletol Keipevo mov
e€nyet ) Aettovpyia Tov.

‘Eneito emAé€ape amd library/paint box/select brush ®ote voa omoxtioel tov
OTOLTOVIEVO KAOJKA, Yo, vo. ypnooromBel o¢ mvélo pe to omoio Umopovpe va
Coypapicovpe YPOHES.

>m ovvéyxew emAéape library/controls/push button kot pvOuilovtag TIg
TOPAPETPOVS TOV Topafupov mov gpeaviletor avaAdyws, Kavape To Kovumi vo
aAAGlel popoen otav mepvape and mThve Tov To Tovtikyavikadiotatol amd To Kovumi
1e 1o @€ mov elyape eTiaget oto “Photoshop”).

EmiéEape mal library/animation/interactive/rollover cursor change kot pvOuicape
TIC TOPOUETPOVS TOL TOPaBOpov oL gpPaviletol, MoTe 0 KEPoopag va aAldlel og

ddyTvlo GtV TEPVALE TAV®D OO TO KOVUTH.
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Bovptoa: ' ) Povptoa viomomcape 600 kovumd oto “Photoshop” mov €yovv to
010 péyebog ko avaivon(image/image size/resolution=90 pixels/inch). H emioyn
mov etvon evepyomompévn oto layer/layer style ywo t pion Bovptoa(tny emtheypévn)
etvon to bevel and emboss. Ocov agopd to “director”, kdvope import Kot tor 600
KOVUTLA TOL VAOTOmcape Yo T fodptoa. Ztn cuvéyela tomobetnoape ™ Povptoa
mov Ogv éyel layer style oto timeline kaBopilovtag £tol T otryun mov Ba epgaviotel
070 stage ka0m¢ kot Yo OG0 ypovo Ba eivar opatn oto ypnotr. Kabopicape t B€on
nov Ba £yel oo stage amd To pevol 1W10TNTEG Tov “director”.

EmiéEape amd 1o pevo library/controls/tool tip kot cOpape Tov kddKo Tove ot
Bovptoa, mote OTAV TEPVAEL TO TOVTIKL OO TAVM TNG, VO epQavileTal KePeEVO mov
e€nyet ) Aertovpyia .

‘Encrta emAé€ape amd library/paint box/select brush @dote va amoxktioer tov
ATOLTOVIEVO KMOKA, Yo Vo yxpnotpomombel g fodptoa pe v omoia pmopoldue va
Coypapicovpe YovIpES YPAUUES Kol KOVKKIOES.

Xm ovvéxewn emAéEape library/controls/push button ot pvOuiloviag Tig
TAPOUETPOVG TOV Tapabipov mov epgoaviletor avaidymS, KOAVOPE TO KOLUTL v
aAlalel popoen otav mepvape and Thve Tov To Tovtiky(aviikadiotatol amd To Kovuml
Le 10 @€ mov elyape eTiagel oto “Photoshop”).

EmiéEape mal library/animation/interactive/rollover cursor change kot pvOuicape
TIC TOPOUETPOVS TOL TOPaBOpov oL gpPaviletol, MoTe 0 KEPoOopPag vo aAldlel o

ddyTvlo GtV TTEPVALE TAV®D OO TO KOVUTH.

Yrayovopetpo: ['a 10 otayovoueTpo vAomomoope dvo kovumd oto “Photoshop”
nov €yovv to 1d10 péyebog kon avdAvon(image/image size/resolution=90 pixels/inch).
Ot emioyég mov eivar evepyomompéveg oto layer/layer style yio to éva xovumi(to
emieypnévo) givar to bevel and emboss kot stroke. Ocov agopd to “director”, kdvayple
import kol To. 000 KOLUTIY TOV VAOTOMGAE YIOL TO GTOYOVOUETPO. XTI GLVEYXELL
TonofeTCaE TO GTAYOVOUETPO Tov dgv £xel layer style oto timeline kaBopilovtog
£To1 TN oTyp mov Ba epeovioTel 6To stage KabdS kot Yo OG0 ypdvo Ba elvar opatd
oto yxpnot. Kabopicape t 0€on mov Ba €xel oto stage amd 10 pevov 1WOOTNTEG TOV

“director”.
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EmiéEape amd 1o pevov library/controls/tool tip kot cOpape Tov KOOKO TAVE GTO
OTOYOVOUETPO, MOTE OTAV TEPVAEL TO TOVTIKL amd TV TOV, Vo gpeaviletal keipevo
mov eENyel ™ Aettovpyia Tov.

‘Enerta emAéEape and library/paint box/select eyedropper dote vo amoKTnoEL TOV
OTTOLTOVIEVO KMOIKA, Y10 VO, XPNOHOTOMOEl ®G GTAYOVOUETPO ANYNG YPDOUATOG OO
TNV TOAETO Y POUATOV.

Xm ovvéxewn emAéEape library/controls/push button ot  pvOuiloviag Tig
TAPOUETPOVS TOV TapaBipov mov epgoviletor avaidymS, KOAVOPE TO KOVLUTL v
aAlalel popoen otav mepvape and Thve Tov To Tovtiky(aviikadiotatol amd T0 Kovumi
Le 1o @€ mov elyape eTiaget oto “Photoshop”).

EmiléEape maAr library/animation/interactive/rollover cursor change kot pvOuicape
TIG TOPAUETPOVS TOL apaBhpov mov epgaviletal, doTe 0 KEPGopPaS va aAAAlel oe

ddyTVAo dTOV TTEPVALE TAV®D OO TO KOVUTH.

HoAéta ypoparov: Tnv toréta ypopdtov v mpaue ord to library. Xt covéyeia
tomofetnoape TV moAETA Ypopdtov oto timeline kabopilovtag €161 T GTIYUN| TOL
Oa eppaviotel oto stage kaBmg kot Yo méso ypovo Ba eivar oporr] 61O YPNOTH.
KaBopicape ™ 6éom mov €xet oto stage amd To pevov 1010tnteg Tov director.

EméEape amd 1o pevov library/controls/tool tip kot cOpape tov koK TVED TNV
ToAETO, MOOTE OTOV TEPVAEL TO TOVTIKL OO TOV® NG, VO U@avifeTol Keievo mov
e€nyet ) Aertovpyia .

[IMpape axoun and to library/paint box/select colour Tov kddwa wov yperdleTon yio

VoL AELTOVPYNGEL GOV TAAETOA YPOUATOV.

Undo: I'o to xovuni avaipgong viomomoape 600 kovumid oto “Photoshop” mov
&xovv 1o 1010 péyebog ko avaivon (image/image size/resolution=90 pixels/inch). H
emAoy ] mov elval evepyomomuévn oto layer/layer style yw to éva xovumi(to
emeypévo) eivar to bevel and emboss.Ocov apopd to “director”, kévape import kot
To. OV0 KOLWUMIY OV VAOTOMGOUE Yo T0 “undo”. Xtn ocuvvéyelo tomobeTnoape To
kovuni “undo” mov dev €xel €pé oto timeline kabopilovtog étol T oTiypn mov Oa
eupoviotel oto stage kabBdg kot yoo méco ypovo Oo eivoar opatd o©TO YPNOTH.

KoBopicape ) 8éom mov Ba éxel oto stage amd to pevod w10t teg Tov “director”.
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EmiéEape amd 1o pevov library/controls/tool tip kot cOpape Tov KOOKO TAVE GTO
kovuni “undo”, dote 6tav TEPVEAEL TO TOVTIKL Ao TAV® TOV, Vo, EUeovileTal Keipevo
mov eENyel ) Aettovpyia Tov.

‘Encrta emiéEape omd library/paint box/undo/redo button set dote va amokINoel
TOV OTOLTOVUEVO KAOJIKA, Yol Vo, ¥pnoporon el o¢ kovuni avaipeons. 1o mapdbvpo
7oV pag epeavifeTor 6tav GOpapE TOV KOSIKO 6T0 Kovpni emiéEape “undo”.

Xm ovvéxewn emAéEape library/controls/push button ot  pvOuiloviag Tig
TAPOUETPOVS TOV TapaBipov mov epgoaviletor avaidy®S, KOAVOPE TO KOLUTL v
aAlalel popon otav mepvape and Tve Tov To Tovtiky(aviikadiotatol amd T0 Kovuml
Le 10 @€ mov elyape eTiaget oto “Photoshop”).

EmiléEape maAr library/animation/interactive/rollover cursor change kot pvOuicape
TIG TOPAUETPOVS TOVL TapaBhpov mov epgaviletal, doTe 0 KEPGOopPaS v aAAAlel oe

ddyTVlo OtV TTEPVALE TAV®D OO TO KOVUTH.

Redo: T 10 «xovumi oxOpworn oavaipeong vAomomoape o600 KOLUTIO OTO
“Photoshop” mov éyovv 10 id10 péyebog kot avdivon (image/image size/resolution=90
pixels/inch). H emAoyn mov eivar evepyomomuévn oto layer/layer style yw to éva
Kovumi(to emreypévo) eivar To bevel and emboss.Ocov apopd to “director”, kévoyple
import kot to 600 Kovumid mov vAomowmoope yw to “redo”. Xtn ocvvéyewn
tomobetnoape To kovuni “redo” mov dev €xel epé oto timeline kaBopilovtag étotl
oTiyu] mov Ba gppaviotel oto stage kabMOS Kot Yo OG0 xpdvo Ba givon opatd 6TO
yprotn. KaBopicape ) 6éom mov Ba €xel oto stage amd 1o pevod 1O10TNTEG TOV
“director”.

EmiéEape and 1o pevov library/controls/tool tip kot cOpape TovV KOSKO TAV® GTO
kovumi “redo”, ®ote OTOV TEPVAEL TO TOVTIKL GO TAV® TOL, VO EpPavileTol Keipevo
nov e€nyel ) Aettovpyia ToL.

‘Enerta emiéEape omd library/paint box/undo/redo button set dote va 0moOKTNGEL
TOV OITOLTOVUEVO KMAKOA, Y10 VO xpnoonombel og kovuni akdpwong avaipeons. 1o
mopdBvpo mov pog epeavifetor O0tav cOPAUE TOV KMOOIKO oTO Kovumi emAélope
“redo”.

2m ovvéyxew emAé€ape library/controls/push button kot pvOuilovtag TG

TOPAPETPOVS TOV Topadupov mov gpeaviletor avaldyws, Kavape to Kovurmi vo
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aAlalel popoen otav mepvape and mThve Tov To Tovtiky(avikadiotatol amd T0 Kovumi
1e 1o @€ mov elyape eTiagel oto “Photoshop”).

EmiléEape maAr library/animation/interactive/rollover cursor change kot pvOuicape
TG TOPAUETPOVS TOL TapaBOpov mov epgaviletal, dote 0 kKEPoopas va aAAAlel oe

ddyTVlo dTOV TTEPVALE TAV®D OO TO KOVUTH.

Ypnomipa: o ™ opfnompa viomomocape dvo kKovpumid oto “Photoshop” mov &yovv
To 1010 péyebog kol avaivon(image/image size/resolution=90 pixels/inch). H emioyn
nov gtvan evepyomompuévn oto layer/layer style yia 1o éva kovumi(to emAeypévo) eivan
10 stroke.Ocov agopd 1o “director”, kdGvope import kot o VO KOVUMLE TOV
vAOTOMGANE Y. TN ofnoTipa. 1N cvvéyeln Torobetnoape T ofnotinpa mov dev
&xel meptypappo oto timeline kabopiloviag étol ™ oty mov Bo eppovictel 6To
stage kaO®g Kat Yo tdco ypovo Ba eivar opaty| oto ypnotn. Kabopicape t 0éon mov
Ba £xel oto stage amd 10 pevoL W10t TEG ToL “director”.

EmiéEape and 1o pevod library/controls/tool tip kot cOpape Tov kKdSKO TAVED 0N
ofnompa, ®ote 6TOV TEPVAEL TO TOVTIKL OO TAVM TNG, VO ERLPOVIfETOL KEIPUEVO TOV
e€nyel ™ Aetrovpyia g.

‘Encrta emAéEape oamd library/paint box/select eraser ®ote vo amoktcel TOV
OTTOLTOVIEVO KMOIKA, Y10 VoL xpnoporotnfel mg ofnotipa.

>m ovvéyxew emAéape library/controls/push button kot pvOuilovtag TIg
TOPAPETPOVE TOV Topadupov mov gpeaviletor avaAdyws, Kavape To Kovumi vo
aALGlel popoen otav mepvape and Tve Tov To Tovtiky(avikadiotatol amd To Kovumi
ue 1o mepilypappa wov eiyape eTiaéet oto “Photoshop”).

EmiéEape mal library/animation/interactive/rollover cursor change kot pvOuicape
TIC TOPOUETPOVS TOL TaPaBipov oL gpPaviletol, M®oTe 0 KEPoopag va aAldlel o

ddyTvlo GtV TEPVALE TAV®D A0 TO KOVUTH.
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5. SCRIPTS

Akoiov0el 0 KOOGS Yo TO “tool tip”, Tov omoio ypnowomomjcaue g 6ha To
KOVUTLA KOl EIKOVEG IOV 001Y00V 0€ KATOL0 (AAO GMUEID TOL TPOYPAUNATOS,

moTte va g€nyel ™ Aertovpyia Tovg.

-- DESCRIPTION --
on getBehaviorDescription me
return \

"TOOLTIP" & RETURN & RETURN & \

"Generates a tool tip when the user rolls over the sprite." &
RETURN & RETURN & \

"NOTE: This behaviour calls the "Display Text" behaviour to
actually show the message. "™ & \

"The "Display Text® behaviour must be attached to a different
sprite which contains either a Field or a Text member.'" & RETURN &
RETURN & \

"IFf such a sprite exists, it will automatically be selected in
the Behaviour Parameters dialog."™ & RETURN & RETURN & \

"IFf you wish the Tool tip to appear in a given position relative
to the current sprite, choose the appropriate position in the
Behaviour Parameters dialog, and ensure that the associated "Display
Text" behaviour is set to act as a Tool tip. "™ & \

"(IT the "Display Text"™ behaviour is set to act as a Status Bar,
then it will ignore any position data and appear in a fixed
position)." & RETURN & RETURN & \

"You can choose to have the tool tip appear immediately on
rollover, or to appear only if the mouse remains over the sprite for
a given period. " & \

"You can also choose to have the tool tip disappear if the user
clicks on the sprite.” & RETURN & RETURN & \

"The Behaviour Parameters dialog has limited space for entering a
tool tip message. " & \

"In particular, it will not accept a string which contains the
RETURN character. " & \

"IFf you need to display a long Tool tip which consists of several
lines of text, and which must appear at the position of this sprite,
then you must use send a message to this behaviour containing the
requiresd string. " & \

"For example:" & RETURN & RETURN & \

" Send Sprite (1, #Tooltip_SetMessage, " & QUOTE & "This message
consists" & QUOTE & "&RETURN&" & QUOTE & '"'of two lines of text" &
QUOTE & ')'" & RETURN & RETURN & \

"This would produce the following message when the mouse rolls
over sprite 1:" & RETURN & RETURN & \

" This message consists™ & RETURN & \

" of two lines of text" & RETURN & RETURN & \

"IT the tool tip generated by this behaviour is to be diplayed in
a Status bar then this step may be needed. ™ & \

" The "Display Text" behaviour will ensure that a long line of
text is wrapped in the Status bar, and that scroll bars appear iIf
necessary." & RETURN & RETURN & \

"PERMITTED MEMBER TYPES:" & RETURN & \

“"AIl'" & RETURN & RETURN & \

"PARAMETERS:" & RETURN & \

"* Tool tip to display (single-line string)" & RETURN & \
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"* Delay before displaying tool tip (0 - 2 seconds)'"™ & RETURN & \
"* Hide tool tip if sprite is clicked? (TRUE | FALSE)" & RETURN &

"* Position of tool tip relative to the sprite” & RETURN & \
(This will be ignored if the "Display Text" behaviour is set
to act as a status bar)."™ & RETURN & \

"* Number of the sprite where tool tip is to be displayed."” &
RETURN & \

" (This sprite should have the "Display Text" behaviour attached
to it. " &\

" If the given sprite is moved an author time alert will invite
you to update the Behaviour Parameters).' & RETURN & RETURN & \

"PUBLIC METHODS:" & RETURN & \

"=> Set the tool tip message (allows the RETURN character)" &
RETURN & \

""=> Obtain behaviour reference" & RETURN & RETURN & \

"ASSOCIATED BEHAVIORS:" & RETURN & \

"+ Display Text - ESSENTIAL - must be attached to a Field or Text
sprite which covers the same span of frames." & RETURN & RETURN & \

"You can find the "Display Text" behaviour in the Library
Palette, under Controls > Display Text."
end getBehaviorDescription
on getBehaviorTooltip me

return \

"Use with any type of member." & RETURN & RETURN & \

"Generates a tool tip message when the mouse is over the sprite.”
& RETURN & RETURN & \

"This behaviour requires that the "Display Text" behaviour be
available on a Field or Text sprite to display the messages that it
generates. " & \

"IT no such sprite is available an alert will appear (author time
only)."™ & RETURN & RETURN & \

"The parameter set for the associated "Display Text" behaviour
determines whether the tool tip message appears in a Status Bar or as
a temporary Tool tip display over or near this sprite.”
end getBehaviorTooltip
-- NOTES FOR DEVELOPERS --

-— The tool tip member appears in a separate sprite: myDisplaySprite.
This

-— Behaviour merely tells the "Display Text" behaviour on
myDisplaySprite what

-- text to display. Before it can do this, it must first discover
the memory

-- address where the "Display Text" behaviour is stored. It does
this through

--— the EnrollDisplaySprite handler. This is not called on
beginSprite

-- since, logically, myDisplaySprite will be in a higher channel. ITF
both

-- sprites begin in the same frame, myDisplaySprite may not have been
-- initialised yet.

-— You may have more than one sprite with the "Display Text"
behaviour. It may

-- therefore be important to ensure that the Tool tip iIs sent to the
right

-- sprite. However, while authoring, sprites tend to get moved
around. The

-— EnrollIDisplaySprite does its best to find a new instance of the
-— "Display Text® behaviour, but it warns the author that a conflict
may be

-— occurring.
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—-- DECIDING WHEN TO DISPLAY THE TOOL TIP

-— The tool tip should only appear when the mouse is over the current
sprite.

-- You may want the it only to be visible when the mouse is up. The
-- CheckStatus handler, called on each prepareFrame analyses the
position and

-- state of the mouse, and either calls Show Tip, Hide Tip, or leaves
things as

-- they are.

-— Hide Tip doesn™t in fact hide anything. It merely displays an
empty string.

-— ITf the "Display Text® behaviour is set to act as a Tool tip, it
will move its

-- sprite off-stage. |If it is set to act as a Status Bar, it will
simply empty.

-— Since many behaviours may be sending messages to myDisplaySprite,
I make sure

-- that these messages don"t conflict. To do this, 1 use a Boolean
property:

-— myDisplayFlag. This toggles between TRUE and FALSE. While it is
TRUE, no

-— further Show Tip messages are generated. It is set to FALSE when
the tool

-— tip is hidden: Hide Tip is thus also only called once.

-- 1 could have chosen to use mouse Enter and mouse Leave to show and
hide the

-— tip. This technique would make the tool tip appear immediately.
I chose to

-— allow up to 2 seconds delay (120 ticks) before showing the tip.
Instead of

-— using mouse Enter to trigger the Show Tip call directly, 1 use it
to

-- calculate the value of the ticks when the call should be make. I
store the

-— result in a property: myStartTicks. By setting myStartTicks to
-- the maxInteger on mouse Leave, 1 can be sure that Show Tip will
not be

-- triggered.

-— POSITION OF TOOL TIP

-— Show Tip calculates where the tool tip should (ideally) be shown.
The

-— "Display Text®" behaviour on myDisplaySprite may overrule this for
one of two

-- reasons:

-— * You have set the "Display Text" behaviour to act as a Status
bar

-- * The ideal position of the tool tip would place it (partially)
off-stage.

-- See the "Notes for Developers® in the "Display Text" behaviour for
more

-- details.

—— HISTORY --

-— 1 October 1998: Written for the D7 Behaviours Palette by James
Newton

-— 29 October 1998: Descriptions improved, myPosition property
extended.

-- 7 January 2000: Added isOKToAttach and substituteStrings event
handlers.

- Removed redundant error checking. - Karl Miller
-- PROPERTIES --

property mySprite
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-— error checking
property getPDLError
-- author-defined parameters
property myString
property myDelay
property myPosition
property myDisplaySprite
property myHideFlag
-- internal properties
property myDisplayList
property myStartTicks
property myDisplayFlag
-- EVENT HANDLERS --
on beginSprite me
Initialize me
end beginSprite
on prepareFrame me
CheckStatus me
end prepareFrame
on mouseEnter me
myStartTicks = the ticks + myDelay
end mouseEnter
on mouselLeave me
myStartTicks = the maxinteger
end mouselLeave
-- CUSTOM HANDLERS --
on Initialize me -- sent by beginSprite
mySprite = sprite(me.spriteNum)
myMember = mySprite.member
myDisplayList = []
myStartTicks = the maxinteger
end Initialize
on CheckStatus me
iT myStartTicks < the ticks then
if myHideFlag then
if the mouseDown then
it myDisplayFlag then
HideTip me
end if
exit
end if
end if
if myDisplayFlag then exit
ShowTip me
else if myDisplayFlag then
HideTip me
end if
end CheckStatus
on ShowTip me -- sent by prepareFrame
myDisplayFlag = TRUE
case myPosition of
"'centered above™:
theAlignment = #bottomCenter
displaylLoc = point ((mySprite.left + mySprite.right) / 2,
mySprite.top)
"'centered below™:
displayLoc = point ((mySprite.left + mySprite.right) / 2,
mySprite.bottom)
theAlignment = #topCenter
at toplLeft':
displaylLoc = point (mySprite.left, mySprite.top)



theAlignment = #toplLeft
"at topRight™:
displaylLoc = point (mySprite.right, mySprite.top)
theAlignment = #topRight
"'centered":
centerH = (mySprite.left + mySprite.right) 7/ 2
centerV = (mySprite.top + mySprite._bottom) / 2
displaylLoc = point (centerH, centerV)
theAlignment = #center
""at bottomLeft':
displayLoc = point (mySprite.left, mySprite.bottom)
theAlignment = #bottomLeft
"at bottomRight™:
displaylLoc = point (mySprite.right, mySprite._bottom)
theAlignment = #bottomRight
"at regPoint™:
displaylLoc = mySprite.loc
theAlignment = #center
"'under the mouse™:
displayLoc = the mouselLoc
theAlignment = #center
end case
iT not myDisplayList.count() then
EnrolIDisplaySprite me
end if
call #DisplayText SetText, myDisplayList, myString, displaylLoc,
theAlignment
end ShowTip
on HideTip me -- sent by prepareFrame
myDisplayFlag = FALSE
it not myDisplayList.count() then
EnrolIDisplaySprite me
end if
call #DisplayText_SetText, myDisplayList, EMPTY
end HideTip
on EnrollDisplaySprite me
-- Enroll the "Display Text" behavior
sendSprite (myDisplaySprite, #DisplayText Enroll, myDisplayList)
iT not myDisplayList.count() then
-— Try to find a sprite with the "Display Text" behavior anyway
sendAlISprites (#DisplayText_Enroll, myDisplayList)
it not myDisplayList.count() then
ErrorAlert (me, #noValidSprites, myDisplaySprite)
else
-- Notify author of change
ErrorAlert (me, #invalidSpriteNumber, myDisplaySprite)
end if
end if
end EnrollDisplaySprite
on GetDisplaySprite me
-- Checks the scriptList of each sprite in this frame for "Display
Text"®
displayScriptMember = the number of member (“'Display Text')
iT displayScriptMember > 0 then
displayScriptMember = member (displayScriptMember)
repeat with theSprite = 1 to the lastChannel
theScripts = sprite (theSprite).scriptlList
scriptCount = theScripts.count()
repeat while scriptCount
if theScripts[scriptCount][1] = displayScriptMember then
return theSprite
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end if
scriptCount = scriptCount - 1
end repeat
end repeat
end if
return the currentSpriteNum + 1
end GetDisplaySprite
-— PUBLIC METHODS (responses to #sendSprite, #sendAllSprites, #call)
on Tooltip_ SetMessage me, theString
-— Allows you to set a more complex message that can be done
through the
-- Behavior Parameters Dialog, or to change it at runtime
-- Error check
case ilk (theString) of

#string: -- nothing
otherwise
return #invalidTypeError
end case

-- End of error check
myString = theString

end Tooltip_SetMessage

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

end Tooltip_GetReference

—-- ERROR CHECKING --

on ErrorAlert me, theError, data
-- sent by Initialize
-- Determine the behavior®s name
behaviorName = string (me)
delete word 1 of behaviorName
delete the last word of behaviorName
delete the last word of behaviorName
-- Convert #data to useful value
case data.ilk of

#void: data = "<void>""
#symbol: data = "#"&data
end case

case theError of
#invalidSpriteNumber:
if the runMode = "Author" then
message = substituteStrings(me, \
"Sprite ™3 did not respond to a #DisplayText call. " & \
" Another sprite will be used. "™ & \
' Please open the Behavior Parameters dialog to choose the
correct sprite for displaying the Tooltip message.', \
["~0": the frame, "~1": me.spriteNum, "/2': behaviorName, "/3":
data])
end if
alert(message)
#noValidSprites:
if the runMode = "Author' then
message = substituteStrings(me, \
"BEHAVIOR ERROR: Frame ~0, Sprite 1 " & RETURN & \
"Behavior ~2" & RETURN & RETURN & \
"No sprites responded to a #DisplayText call." & RETURN & RETURN
& \
"Please ensure that the *"~3" behavior is attached to a Field or
Text Sprite in the same frames as Sprite ~1.", \
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[*~0": the frame, "~1": me.spriteNum, "/2': behaviorName, "/3":
"Display Text"])
end if
alert(message)
end case
end ErrorAlert
on substituteStrings(me, parentString, childStringList) -
-— * Modifies parentString so that the strings which appear as
-— properties in childStringList are replaced by the values
-- associated with those properties.
—-— <childStringList> has the format ["~1": "replacement string']
i = childStringList.count()
repeat while i
tempString = "
dummyString = childStringList.getPropAt(i)
replacement = childStringList[i]
lengthAdjust = dummyString.char.count - 1
repeat while TRUE
position = offset(dummyString, parentString)
if not position then
parentString = tempString&parentString
exit repeat
else
if position <> 1 then
tempString = tempString&parentString.char[l..position - 1]
end if
tempString = tempString&replacement
delete parentString.char[l.._position + lengthAdjust]
end if
end repeat
i=i-1
end repeat
return parentString
end substituteStrings
—-- AUTHOR-DEFINED PARAMETERS --
on 1sOKToAttach (me, aSpriteType)
return aSpriteType = #graphic
end isOKToAttach
on getPropertyDescriptionList me
-— try to find a sprite which has the "Display Text" behavior

attached
displaySprite = GetDisplaySprite (me)
return \

[\

#myString: \

[\

#comment: "'Text of tool tip", \

#format: #string, \

#default: "Insert your single-line tool tip here™ \
1. \

#myDelay: \

L\

#comment: "'Pause before showing tool tip (ticks)", \
#format: #integer, \

#range: [#min: 0, #max: 120], \

#default: 30 \
1.\
#myHideFlag: \

[\

#comment: ""Hide tool tip if user clicks on sprite?”, \
#format: #boolean, \
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#default: TRUE \
1. \
#myPosition: \
L\
#comment: ""Tool tip position relative to sprite (see notes)', \
#format: #string, \
#range: \
L\
"centered above™, \
""at topLeft", \
"at topRight', \
centered”, \
""at bottomLeft", \
"at bottomRight™, \
""centered below"™, \
""at regPoint", \
"under the mouse™ \

1. \

#default: "'centered" \
1. \
#myDisplaySprite: \

[\

#comment: "'Use which sprite to display tooltip?", \
#format: #integer, \

#range: [#min: 1, #max: the lastChannel], \
#default: displaySprite \

1\

1
end getPropertyDescriptionList

AK040v0cl 0 KOOIKAS YIa TOV 1j)0, TOV 0mOol0 Oélovue va KAvovy 0ia TO KOVUTIA
0TaY TOTIGOVUE TTAV® TOVS UE TO TOVTIKL
on mouseUp(Q)

sound(3) .play(member(*'ding'))
end

AK040ov0¢l 0 KOIIKAS Yio. vo IRyoivovue 6To frame mov emOVUOVUE UE TO TATHUA
KATT0100 KOVUTIOU 1] QOTOYPAPIOS(0 KOOIKAS QVTOS YPAPETOL QUECHS UETH OTO
TOV KDOIKO, TOV ATOITEITAL Y10 TOV 10 OV OSA00UE VO KAVOVY TO KOVUTIL, HETA TO
AT TOVG).
on mouseUp()

go to frame ''s10"
end
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AK0A0VOEL 0 KADOIKAS TTOV YPNOIUOTOIEITAL GTOVS POAKEAOVS OTI OEVTEPY GEAIOA TG
EPAPUOYHS, (DOGTE OTAV TEPVEEL TO TOVTIKI OO TAV® TOVS Vo EUQPAVICETOL TO

mopdBvpo oV ATEIKOVILEL TIS POTOYPAPIES TTOV 0 KAOE PAKELOS TIEPIEYEL

on mouseEnter()
go to frame ''s3"
end

AK04ov0el 0 KOIIKAS IOV ypyoIOTOIEITOL OTO TAPAOVPA TTOV OONYOVY 01 PAKELOL,
AOTE OTAY TOV TOVTIKL PEVYEL OO TNV TEPLOYN TOV KaAVTTOVV(TO TTOpdOvpa ue TIg

POTOYPOPIES TV PAKELWDY) VA, TAVOVY VO, EIVAL 0PATA.

on mouselLeave()
go to frame "'s"
end

AK0L0oV0gl 0 KOIIKAG Y10 TO KOVuTL “exit”(0 KMOIKAS avTog YPAPETUL APECOS
HETA OO TOV KMOIKO TOV OMULTEITOL Y10, VO KAVEL TOV KOUUTL 1)Y0 NETA TO

ndTnpo Tov).

on mouseUp(Q)

_player quit(Q
end

Axoiovlei 0o kadkag yia to “Quick time control button” ya ta Kovumid Tov

Pivreo.

—— QuickTime CONTROL BUTTON
-- DProvides standard functionality for custom buttons
-— used to control Quicktime video sprites
-- vl - 14 October 1998 by Darrel Plant
-— 3 February 2000 Added isOKToAttach and resolve handlers.
Removed
- redundant error checking. Added new
mErrorAlert
- handler from James Newton. - Karl Miller
on getBehaviorDescription
return \

"QT CONTROL BUTTON'" & RETURN & RETURN & \

"Use this behavior to make almost any sprite into a control
button for Quicktime video sprites. ™ & \
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""'Standard controls available through this behavior are Play,
Stop/Pause, Rewind to beginning, Jump to End, Fast Forward (2x) and
Fast backward (2x). ™ & \

"Drag behavior onto a sprite, select the Quicktime sprite to
control, and which action the button will perform.”™ & RETURN & RETURN
& \

"PARAMETERS:" & RETURN & \

" — which Quicktime video sprite to control™ & RETURN & \

' - Button action (rewind, stop, play, end, backward, forward)"™ &
RETURN & RETURN & \

“"PERMITTED TYPES:" & RETURN & \

" - Quicktime video to control™ & RETURN & \

' - any graphics sprite(s) for the controls”
end getBehaviorDescription

on getBehaviorTooltip
return \
"Create custom QuickTime sprite video control buttons. " & \
"First place the QuickTime sprite on stage, then attach the
behavior to the sprites that will serve as the controls."
end getBehaviorTooltip

--PROPERTIES --

property pSprite -- button sprite reference
property pActive -- activity flag for buttons
property alertFlag -- set to the ticks when the alert

is shown so that
-— the alert doesn®t appear
twice in succession
-- user-defined properties
property pAction -— button sprite action
property pVideoSprite -- video sprite reference
-- EVENT HANDLERS --
on beginSprite me
pAction = resolve(pAction)
minitialize me
end beginSprite
on resolve (prop)
case prop of
pAction:
choicesList = ["Rewind", "Stop"™, "Play", "End", "'Backward",
"Forward']
lookup = [#rewind, #stop, #play, #end, #backward, #forward]
end case
return lookup[findPos(choicesList, prop)]
end resolve
on mouseDown me
mVideoButton me
end mouseDown
on mouseUp me
-- most button actions for the controls occur on mouseDown
-- but the fast-forward actions are deactivated when the mouse
-— is released
case pAction of
#backward, #forward: mVideoButton me
end case
end mouseUp
on mouselLeave me
-— test performed in case mouse rolls off of fast
-- forward/backward button
case pAction of
#backward, #forward: mVideoButton me
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end case
end mouselLeave
-- CUSTOM HANDLERS --
on minitialize me
-- set reference for button sprite
pSprite = sprite (me.spriteNum)
pActive = FALSE
end mlnitialize
on mVideoButton me
-— test to see if sprite is still video
if mVerifyVideo (pVideoSprite) then
-- determine button action and act accordingly
case pAction of
-- start sprite playing
#play:
sprite (pVideoSprite).movieRate = 1
-— stop sprite playing
#stop:
sprite (pVideoSprite)._.movieRate = 0
-- stop play and rewind sprite to beginning
#rewind:
sprite (pVideoSprite)._movieRate = 0
sprite (pVideoSprite).movieTime =
-- stop play and wind sprite to end of video
#end:
sprite (pVideoSprite).movieRate
sprite (pVideoSprite)._movieTime
sprite (pVideoSprite)._member.duration
-- test mouseDown, if down, play movie backward at
-— double speed
#backward:
if the mouseDown and rollover (me.spriteNum) then
pActive = TRUE
sprite (pVideoSprite).movieRate = -2
else
if pActive then sprite (pVideoSprite)._movieRate
pActive = FALSE
end if
-— test mouseDown, if down, play movie forward at
--— double speed
#forward:
if the mouseDown and rollover (me.spriteNum) then
pActive = TRUE
sprite (pVideoSprite).movieRate = 2
else
if pActive then sprite (pVideoSprite)._movieRate
pActive = FALSE
end if
end case
end if
end mVideoButton
on mVerifyVideo vSpriteNum
-— tests sprite chennel and returns TRUE i1f sprite uses
-— Quicktime cast member
return sprite (vSpriteNum).member.type = #QuickTimeMedia
end mVerifyVideo
on mVideoSpritelList
-— builds list of valid video sprites for property
-— description list handler
-— 1nitialize video list
vWideolList = []
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-- test all channels in movie
repeat with 1 = 1 to the lastChannel
-- test to see if there®s a video in the channel
if mVerifyVideo (i) then
-- add video channels to list
add wvVideolList, i
end if
end repeat
return vVideolList
end mVideoSpritelList
on mErrorAlert me
ifT the ticks - alertFlag > 10 then
alert "No video sprites are currently on the Stage."
alertFlag = the ticks
end if
end mErrorAlert
-- AUTHOR-DEFINED PARAMETERS --
on isOKToAttach (me, aSpriteType, aSpriteNum)
return aSpriteType = #graphic
end isOKToAttach
on getPropertyDescriptionList me
if not the currentSpriteNum then
-- behavior has been attached to script channel
exit
end if
-— build video sprite list
vVideos = mVideoSpriteList ()
if not vVideos.count then
-— call error regarding no video sprites
return merrorAlert (me)
else
vPDLiIst = [:]
setaProp vPDList, #pVideoSprite, [#comment: "Video sprite
channel™, \
#format: #string, #default: vVideos[1l], #range: vVideos]
setaProp vPDList, #pAction, \
N\
#comment: "'Video button action', \
#format: #string, \
#default: "Play", \
#range: ["Rewind', "'Stop', "Play', "End", "Backward",
"Forward"] \

1
return vPDList
end if
end getPropertyDescriptionlList

AKo0lovbel 0 kwdkag yio To “push button ”, Tov omoio ypnowonocaus oe 6ia Ta

KOVUTIA TOV TIPOYPAUUOTOS.

-- DESCRIPTION --
on getBehaviorDescription me
return \
"PUSH BUTTON" & RETURN & RETURN & \
"This behavior sets the member of a sprite depending on the state
of the mouse (elsewhere, rollover, mouseDown, mouseUp)." & RETURN &
RETURN & \
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"This creates a button which can either initiate actions in other
sprites, or provide visual feedback for other behaviors attached to
the same sprite.” & RETURN & RETURN & \

"The behavior can be enabled or disabled, using a
#PushButton_ToggleActive call to the behavior or the sprite.” &
RETURN & RETURN & \

"Two messaging systems are provided:" & RETURN & \

"1) A custom message can sent whenever the Push Button behavior
is activated. " & \

"This message can be sent to a Movie Script handler, all sprites,
or the actorList. "™ & \

"The message can also be suppressed.”™ & RETURN & RETURN & \

""2) Objects can "subscribe® to the behavior in order to receive
PushButton_Activated, Enabled and Disabled messages. " & \

"A two-way messaging system allows for cleaning up object
references before an object is destroyed.”™ & RETURN & RETURN & \

"The behavior can be set to consider that all sprites in higher

channels either block or let through all mouse events. " & \
"IF mouse events are allowed to pass, you can place blended
sprites above the button to change its color. "™ & \

"I mouse events are blocked, such translucent sprites provide an
alternative method for disabling the button."™ & RETURN & RETURN & \

"PERMITTED MEMBER TYPES"™ & RETURN & \

"[#bitmap, #FilmLoop, #Flash, #movie, #picture, #quickTimeMedia,
#shape, #vectorShape]" & RETURN & RETURN & \

"PARAMETERS:" & RETURN & \

"* Standard member (when mouse is elsewhere)'™ & RETURN & \

"* Rollover member'™ & RETURN & \

"'* MouseDown member™ & RETURN & \

""* Disabled member'" & RETURN & RETURN & \

"Optional parameters:' & RETURN & \

"'* MouseDown sound™ & RETURN & \

""* MouseUp sound" & RETURN & \

"1 members are placed consecutively in the cast in this order
then default values can be used to create the button.”™ & RETURN &
RETURN & \

"* Do sprites above the button allow mouse events through?"” &
RETURN & \

"* Type of message sent on mouseUp: do | sendAllSprites | call
the actorList | no action”™ & RETURN & \

"* Custom Message sent on mouseUp"™ & RETURN & RETURN & \

"“NOTES:" & RETURN & \

"If you use "do", be sure that you have a handler in a Movie
Script that corresponds to the message sent." & RETURN & RETURN & \

"If you indicate "no action” then this behavior will simply deal
with the different states of the button. " & \

"You can still execute an action on mouseUp by one of two means:"
& RETURN & \

"1) Add a behavior with a mouseUp handler to the same sprite (for
example, the "Jump Back Button®™ behavior' & RETURN & \

"'2) Subscribe an object to the current behavior. ™™ & \

" The object will then receive your Custom Message directly.”
end getBehaviorDescription
on getBehaviorTooltip me

return \

"Use with graphic members.” & RETURN & RETURN & \

""'Swaps the member of the sprite according to the state of the
mouse. " & \

"You can use this dynamic button behavior to play a brief sound
on mouseDown and/or mouseUp, send out a custom message of your
choice, and trigger actions of other sprites. "™ & \
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"You can also use it to provide visual feedback for other
behaviors on the same sprite (for example, Jump to Marker Button). ™
& \

"This behavior can also interact with custom objects."
end getBehaviorTooltip
-- NOTES FOR DEVELOPERS --

-- A BUTTON BEHAVIOR WITH NO MOUSE EVENTS

-- This behavior makes a sprite react when it is clicked on. You
might expect

-- to find mouseUp and mouseDown events... but there aren®t any.
There are no

-- mouseEnter or mouselLeave handlers either, and yet the behavior
reacts to

-- rollover.

-- The reason for this is that Director is in two minds about
intervening

-— sprites. Suppose there is a sprite between the mouse and the
button graphic

-- that this behavior is attached to. Such an intervening sprite is
opague

-— for mouseEnter and mouselLeave: the button graphic beneath never
receives

-- these events. However, the intervening sprite may be transparent
for

-— mouseUp and mouseDown events: if it has no mouseUp/mouseDown
handlers

-- attached (through a behavior or Cast Member script), then it lets
the button

-— graphic beneath react to these events.

-— Relying on mouse events may lead to an ambiguous situation where
the button

-- does not indicate that it is active on rollover yet it reacts when
it is

-- clicked on.

—- ROLL-YOUR-OWN MOUSE EVENTS

-— To avoid this ambiguity, I let you choose in the Behavior
Parameters dialog

-- whether the button can see through intervening sprites (in which
case

-— it reacts both to rollover and mouseClicks) or whether it treats

intervening

-- sprites as completely opaque (in which case it doesn"t react at
all).

-— This information is stored in myXRayFlag parameter. In order to
provide

-— this choice | had to abandon the the mouseEnter and mouselLeave
events.

-- Instead, 1 test the state of where the mouse is and whether it is
up or

-- down, on each prepareFrame. |If you are using X-ray mode then I
test for

-— rollover (spriteNum). If not, 1 test for (the mouseMember =
myMember) .

-- This ignores the transparent parts of iIntervening sprites with
matte iInk.

-- Both the prepareFrame and the exitFrame handlers are suitable
places to do

-— this. 1 chose to use prepareFrame to run a CheckRollover handler.
It is

-— Important that actions only take place when the rollover or
mouseDown states
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-— change. The property myRollover remembers rollover from one frame
to the
-- next, and the property myMouseDown remembers the mouseDown state.
Together
-— these properties determine whether the member to display should be
-- myRolloverMember, myMouseDownMember or myStandardMember.
-- The theMouseWasUp property has a subtle role. It ensures that the
button
-— Is not activated if the mouse is clicked elsewhere, then dragged
-- and released over the button. A good part of the CheckForRollover
handler
-- deals with this one rare case. The Activate handler sets
theMouseWasUp
-- to FALSE. This means that the button will appear in its rollover
state
-— after a click. |If you prefer to show the standard state after a
click,
-- then set theMouseWasUp to TRUE in the Activate handler.
-- TRIGGERING EVENTS
-— A button is not very useful if it can"t be used to trigger events
-— elsewhere. 1 have built in four possibilities in two flavors:
-- 1) sending a custom message to
-— * a Movie Script handler (using a "do'" command)
-— * all other sprites (using a "sendAllSprites”™ command)
- * objects on the actorList (using a "call ... " &\

""the actorList" command)
-— 2) calling a list of subscribed objects:
- call (#PushButton_ Activated, mySubscribersList, me, spriteNum,
myMessage)
-- Using "do"
-— If you use the "do' command, you must ensure that there is a
handler in a
-— Movie Script which corresponds to the CustomMessage that you send.
-- IT you do not do this, Director will indicate an error
-— Using "sendAllSprites"
-— Any sprites that are to be affected when the button is activated
must have
-- an "on YourCustomMessage me, callingBehaviorRef, callingSpriteNum*®
handler
—-- in one of their behaviors.
-— #YourCustomMessage has to be a single word otherwise it can"t be
converted to a symbol. The getPropertyDescriptionList handler
could specify #symbol format. This would clip the author®s input
at the
-— end of the first word, without warning. 1 prefer to alert authors
that their
-- chosen message is not valid, so I deal with the #symbol conversion
myself.
-— Calling objects on the actorlList
-- The actorList is a convenient place for storing objects without
using global
-— variables. You can send a message to all objects on the actorList
without
-- having to identify the separate ogjects. All objects with an
appropriate
--— handler will respond to the message. |If no objects contain an
appropriate
-- handler, the message is simply ignored.
-— The actorList is "local'" to each window. Each MIAW has a separate
actorList.
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-— This means that a button on the stage cannot interact directly
with an

-— object in the actorList of a MIAW.

-— Calling a list of subscribing behaviors or objects

-- You can also inform your other behaviors that the Push Button
behavior has

-- been instanciated. To do this, add the following handler to any
behavior

-- that needs to receive PushButton_Activated messages. You can use
the

-— parameters "theSprite®” and "message” to ensure that only the right
-— Push Button is treated.

-— property myButtonRef, myExpectedMessage, myButtonSprite

-— on PushButton_OpenForBusiness me, theList, buttonRef, theSprite,
message

- if not voidP (message) then

-— if message <> myExpectedMessage then exit -- Sent by the
wrong button

-- end if

- -— Store data concerning the button (this is optional)

- myButtonRef = buttonRef -- Object reference for the button
behavior

-— myButtonSprite = theSprite -- Sprite number of button

-— -— Tell the button behavior to call this object

- theList.append(me)

- return thelList

-— end PushButton_OpenForBusiness

-— If the Push Button behavior is instanciated first, then your other
behaviors

-- need to tell it that they have now been '"begun™:

- property myButtonRef, myExpectedMessage, myButtonSprite

-- on beginSprite me

- buttonRef = sendAllSprites (#PushButton_Subscribe, me,
myExpectedMessage)

- if objectP (buttonRef) then

- myButtonRef = buttonRef

- end if

- -- other stuff

- end

-— If both the above handlers are present, then it doesn"t matter
which order

-- the sprites appear in the Score.

-— * Calling Objects

-— Non-behavior objects cannot receive events through sendAllSprites.
1T you

-— want any of your objects to be aware that the button has been
activated,

-— your objects should adapt the "beginSprite” handler above:

- property myButtonRef, myExpectedMessage

- on SetButtonRef me

- theRef = sendAllSprites (#PushButton_Subscribe, me,
myExpectedMessage)

- if objectP (theRef) then

- myButtonRef = theRef

- end if

- -- other stuff

-— end

-— Note that the object must send the #PushButton Subscribe call
regularly,

-— until 1t has received a reply.
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—- ENABLING AND DISABLING THE BUTTON

-— You may need to disable the button for some reason. For example,
the

-— "Jump Back Button™ should show a disabled button if no forward
navigation has

-— taken place yet, or if the user has returned to the very first
frame. The

-— PushButton_ToggleActive handler allows you to set this state with
an

-- external call. Use the following syntax:

- sendSprite (<spriteNum>, #PushButton ToggleActive, trueOrFalse)
-- This sets the property myActiveFlag to either TRUE or FALSE. The
parameter

- "trueOrFalse" is optional. |If you leave it void, then
myActiveFlag simply

-— switches to the opposite boolean value.

—-- KILLING OBJECTS

-- You may also wish to include a call and/or handler to allow either
the object

-- or the behavior to remove its reference from the other. Your
object should

-- call #PushButton_Unsubscribe, and it should handle a
#PushButton_ClosingDown

--— call sent by the behavior.

-— Examples (for behaviors):

- property myButtonRef

-— on endSprite me

-— call (#PushButton_Unsubscribe, myButtonRef, me)

- end endSprite

- on PushButton_ClosingDown me, buttonRef

- if buttonRef = myButtonRef then

- myButtonRef = void

-- end if

-— end

-- KEEPING THE BEHAVIOR PARAMETERS DIALOG SIMPLE

-— This behavior features a GetSuitableMembers handler which returns
a list of

-- Cast Members corresponding to a limited number of member types.
This means

-- that the Behavior Parameters dialog displays only those members
likely to be

-- chosen by the author. Note how it is written to accept a list of
types

-— as a parameter. This means that the same handler can serve for
different

-—- member types. 1 use it once for visual members, and once for
sound.

-— The getPropertyDescriptionList handler produces two different

-- Behavior Parameters dialogs, depending on whether any sounds are
-- available.

-- TROUBLESHOOTING

-- IT the Rollover Button appears in a MIAW which is not currently
the

-- frontWindow, then the user may have to click twice to get the
button

-- to function. The first click brings the window to the front, the
second

-— triggers the button®s handlers.

-- HISTORY --

-— 10 September 1998: Written for the D7 Behaviors Palette by James
Newton
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-— 2 November 1998: Inter-object communication and myXRayFlag
added, all
-— mouse events tranferred to the
prepareFrame/CheckRol lover
-— handler. Notes rewritten.
-- 9 November 1998: enabled/disabled state added
-- 23 February 1999: do/sendAllSprites/call the actorList choice
added
- on preparefFrame' switched to exitFrame to allow
navigation
-— Thanks to Irv Kalb for the inter-object communication handlers
-— 5 January  2000: updated to D8 <km>
-- PROPERTIES --
property spriteNum
property mySprite
property myMember
-- author-defined parameters
property myStandardMember
property myRolloverMember
property myMouseDownMember
property myDisabledMember
property myMouseDownSound
property myMouseUpSound
property myActiveFlag
property myXRayFlag
property myMessageType
property myMessage
-— internal properties
property theMouseWasUp
property myMouseDown
property myRollover
--— subscriptions
property mySubscribersList
—-—- EVENT HANDLERS --
on beginSprite me
Initialize me
end beginSprite
on exitFrame me
iT myActiveFlag then CheckForRollover me
end exitFrame
on endSprite me
-— Inform any subscribed objects that the sprite no longer exists
call (#PushButton_ClosingDown, mySubscribersList, me, spriteNum,
myMessage)
mySubscribersList.deleteAll ()
end endSprite
—- CUSTOM HANDLERS --
on Initialize me -- sent by beginSprite
mySprite = sprite(me.spriteNum)
myMember = mySprite.member
-- Error checking: myMessage
repeat while the last char of myMessage = SPACE
delete the last char of myMessage
end repeat
if not ["do', "no action'].getPos(myMessageType) then
iT myMessage contains SPACE then
errorAlert(me, #spacelnMessage, myMessage)
else
myMessage = symbol (myMessage)
end if
end if
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-— End of error checking

-— Convert propertie

S

myActiveFlag = (myActiveFlag = "Active™)

myXRayFlag

(myXRayFlag = "let all mouse events through'™)

-- Insurance: properties are indeed #members
(myStandardMember)
(myRol loverMember)
(myMouseDownMember)
(myDisabledMember)
(myMouseDownSound)
(myMouseUpSound)

myStandardMember
myRol loverMember
myMouseDownMember
myDisabledMember
myMouseDownSound
myMouseUpSound
iT myActiveFlag then
myMember
mySprite.member
else
myMember
mySprite._member
end if

-- Allow other behaviors to subscribe for calls

mySubscribersList =
sendAllSprites \
QA

value
value
value
value
value
value

myStandardMember

myMember

myDisabledMember

myMember

[1

#PushButton_OpenForBusiness, \

mySubscribersList, \
me, \

spriteNum, \
myMessage \

)

end Initialize

on CheckForRollover me -- sent by prepareFrame
mouseOverMe = rollover (spriteNum)

if mouseOverMe then
if not myXRayFlag

then

mouseOverMe = (the mouseMember = myMember)

end if
end if

iT myRollover = mouseOverMe then
if theMouseWasUp = the mouseUp then
exit -- Nothing has changed

else -- The mouse has been clicked or released

theMouseWasUp = the mouseUp
if mouseOverMe then
if the mouseUp then
if myMouseDown then
Activate me

else

-— Mouse was clicked elsewhere then dragged and released

over button
myMember

mySprite._member

end if
else

myRol loverMember
myMember

-- Button has been clicked on

ClickOn me
end if

else -- The mouse is no longer over the button

if the mouseUp then
if myMouseDown then
Disactivate me

end if
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end if

end if
end if
else -- The rollover state has changed
set myRollover to mouseOverMe
if myMouseDown then -- Mouse clicked on this sprite
ifT myRollover then
myMember = myMouseDownMember
mySprite._member = myMember
else
-— Indicate that releasing the mouse button will have no
effect
myMember = myStandardMember
mySprite_member = myMember
end if
else -- Sprite has not been clicked
if not the mouseDown and myRollover then
myMember = myRolloverMember
mySprite_.member = myMember
else
-— No reaction if mouse was clicked elsewhere and dragged to
button
-- or if the mouse is not over the button
myMember = myStandardMember
mySprite.member = myMember
end if
end if
end if
end CheckForRollover
on ClickOn me -- sent by CheckForRollover
myMouseDown = TRUE
myMember = myMouseDownMember

mySprite_member = myMember

if not voidP (myMouseDownSound) and myMouseDownSound <> #none then

puppetSound myMouseDownSound
end if
updateStage
end ClickOn
on Activate me -- sent by CheckForRollover
myMouseDown = FALSE

theMouseWasUp = FALSE -- use TRUE i1f you want the standard state to

appear
myMember = myStandardMember
mySprite.member = myMember

if not voidP (myMouseUpSound) and myMouseUpSound <> #none then
puppetSound myMouseUpSound

end if
updateStage
case myMessageType of
"'do": do myMessage
"sendAllSprites™: sendAllSprites (myMessage, me, spriteNum)
"call the actorList": call (myMessage, the actorList, me,
spriteNum)
end case
call (#PushButton_Activated, mySubscribersList, me, spriteNum,
myMessage)
end Activate
on Disactivate me -- sent by CheckForRollover
myMouseDown = FALSE
myMember = myStandardMember
mySprite_member = myMember
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end Disactivate
-— PUBLIC METHODS (responses to #sendSprite, #sendAllSprites, #call)
on PushButton_ToggleActive me, trueOrFalse
-— called by external Lingo. This handler toggles the property
"myActiveFlag"
-- between TRUE and FALSE, or sets it to the value defined by the
optional
-— parameter 'trueOrFalse™.
ifT voidP (trueOrFalse) then
myActiveFlag = not myActiveFlag
else
case ilk (trueOrFalse) of
#integer: myActiveFlag = trueOrFalse <> 0
otherwise
-- Error check
return #invalidTypeError
end case
end if
if myActiveFlag then
myMember = myStandardMember
mySprite_member = myMember
call (#PushButton _Enabled, mySubscribersList, me, spriteNum,
myMessage)
else
myMember = myDisabledMember
mySprite_member = myMember
call (#PushButton Disabled, mySubscribersList, me, spriteNum,
myMessage)
end if
end PushButton_ToggleActive
on PushButton GetReference me, theList
-- Returns a reference to the current behavior. thelList is an
optional
-— parameter. Use an empty list in a sendAllSprites call to return
a
-— list of all "Push Button'" behaviors in the current frame. Use
-— an empty linear list to obtain a list of behaviors, or an empty
-— property list to return a list with sprite numbers as the
-— properties and behavior references as the values. Examples :
-— put sendAllSprites (#PushButton_GetReference, [])
- -- [<offspring "Push Button™ 2 2f1b594>]
- put sendAllSprites (#PushButton GetReference, [:])
- -— [1: <offspring ""Push Button'" 2 2f1b594>]
-— If you leave "theList" void then the handler will return a
reference to
-- the behavior on the given sprite (using sendSprite) or the
highest sprite
-- with the behavior (using sendAllSprites). Examples:
- put sendSprite (1, #PushButton_GetReference)
- -- <offspring ""Push Button" 2 2f1b594>
- put sendAllSprites (#PushButton_ GetReference)
- -- <offspring ""Push Button'" 2 2f0dac0>
case ilk (theList) of
#list: theList_append(me)
#propList: theList.addProp(me.spriteNum, me)
otherwise
return me
end case
return thelList
end PushButton_GetReference
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—- INTER-OBJECT COMMUNICATION --
on PushButton_Subscribe me, callingBehavior, theMessage
-- sent by another behavior or an object which needs to receive
-— PushButton_Activated messages from this behavior. theMessage is
an
-— optional parameter. |If not void, it must correspond to the
value
-- for myMessage set in the Behavior Parameters dialog.
if not voidP (theMessage) then
if theMessage <> myMessage then
-— This is not the button the object is looking for
exit
end if
end if
if mySubscribersList.getPos(callingBehavior) then
-- the object is already on mySubscribersList
exit
else if objectP (callingBehavior) then
mySubscribersList._append (callingBehavior)
return me
end if
end PushButton_Subscribe
on PushButton_Unsubscribe me, callingBehavior
mySubscribersList.deleteOne(callingBehavior)
end PushButton_Unsubscribe
on substituteStrings(me, parentString, childStringList) -
-- Sent by errorAlert
-— * Modifies parentString so that the strings which appear as
- properties in childStringList are replaced by the values
- associated with those properties.
-- <childStringList> has the format [""1': "replacement string"]
i = childStringList.count()
repeat while i
tempString = "
dummyString = childStringList.getPropAt(i)
replacement = childStringList[i]
lengthAdjust = dummyString.char.count - 1
repeat while TRUE
position = offset(dummyString, parentString)
if not position then
parentString = tempString&parentString
exit repeat
else
if position <> 1 then
tempString = tempString&parentString.char[l..position - 1]
end if
tempString = tempString&replacement
delete parentString.char[1l..position + lengthAdjust]
end if
end repeat
i=-i-1
end repeat
return parentString
end substituteStrings
-- ERROR CHECKING --
on errorAlert me, theError, data
-- sent by Initialize
case theError of
#spacelnMessage:
it the runmode = "Author' then
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-- Determine the behavior®s name

behaviorName = string (me)

delete word 1 of behaviorName

delete the last word of behaviorName

delete the last word of behaviorName

tErrorl = "BEHAVIOR ERROR: Frame 0, Sprite 1"

tErrorl = substituteStrings(me, tErrorl, [""0":the frame,
"A1":the currentSpriteNum])

tError2 = "Behavior 0"

tError2 = substituteStrings(me, tError2, ["/0":behaviorName])
tError3 = "This message includes spaces: 0"

tError3 = substituteStrings(me, tError3, [""0":QUOTE & data &

QUOTED)
tErrord = "Only the first word will be used in sendAllSprite
calls."
alert(tErrorl & RETURN & RETURN & tError2 & RETURN & RETURN
& tError3 & RETURN & RETURN & tError4)
end if
end case
end ErrorAlert
on isOKToAttach (me, aSpriteType, aSpriteNum)
tisOk = 0
if aSpriteType = #graphic then
if PermittedMemberTypes() .getOne(sprite(aSpriteNum)._member.type)
> 0 then

tIsOK = 1
end if
end if
return(tisOK)
end on

-- AUTHOR-DEFINED PARAMETERS --
on getPropertyDescriptionList me
-- Error check: does current sprite contain appropriate member
type?
theMember = sprite(the currentSpriteNum).member
memberType = theMember.type
permittedTypes = PermittedMemberTypes(me)
theMemberNum = theMember .number
-— Create list of suitable sprite members
suitableMembersList = GetSuitableMembers (me, permittedTypes)
-- Create modular descriptionList
descriptionList = \

[\
#myStandardMember: \
[\
#comment: "'- GRAPHICS - Standard member for sprite™, \
#format: #member, \
#range: suitableMembersList, \
#default: theMember \
1.\
#myRol loverMember: \
L\

#comment: ""Rollover member'™, \
#format: #member, \

#range: suitableMembersList, \
#default: member (theMemberNum + 1) \
1.\

#myMouseDownMember: \

L\

#comment: ""MouseDown member', \
#format: #member, \
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#range: suitableMembersList, \
#default: member (theMemberNum + 2) \
1. \

#myDisabledMember: \

[\

#comment: "'Disabled member'™, \
#Fformat: #member, \

#range: suitableMembersList, \
#default: member (theMemberNum + 3) \
1\

1

-- Check 1f any sounds are available

soundsAvailable = GetSuitableMembers (me, [#sound])

if soundsAvailable.count() then
soundsAvailable._addAt(1, #none)
descriptionList.addProp \

(@
#myMouseDownSound, \
L\
#comment: "'- SOUNDS - Sound to play on mouseDown', \
#format: #sound, \
#range: soundsAvailable, \
#default: member (theMemberNum + 4) \
1\
)
descriptionList.addProp \
QA
#myMouseUpSound, \
L\

#comment: "'Sound to play on mouseUp", \
#format: #sound, \

#range: soundsAvailable, \
#default: member (theMemberNum + 5) \
1\

)
end if

-— Place remaining properties at the end
descriptionList.addProp \

(N
#myActiveFlag, \
L\
#comment: - INTERACTION - Button is initially", \

#format: #string, \
#range: ["Active" , "lnactive'] ,\
#default: "Active" \
1\
)
descriptionList.addProp \
QA
#myXRayFlag, \
L\
#comment: "'Sprites which cover the button', \
#format: #string, \
#range: ["block all mouse events™, "let all mouse events through]
>\
#default: FALSE \
1\
)
descriptionList.addProp \
QA
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#myMessageType, \
[\
#comment: ""Action on mouseUp™, \
#format: #string, \
#range: [''do"™, "sendAllSprites', "call the actorList", 'no
action"], \
#default: "sendAllSprites™ \
1\
)
descriptionList.addProp \
(@N
#myMessage, \
L\
#comment: "', \
#format: #string, \
#default: "YourCustomMessage'™ \
1\
)
return descriptionList
end getPropertyDescriptionList
on GetSuitableMembers me, permittedTypes
-— Returns a list of all members in all casts
-- corresponding to any of the list of types
cursor 4
suitableMembersList = []
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 permittedTypes.getPos(theMember.type) then
if theMember_name = EMPTY then
suitableMembersList.append(theMember)
else
suitableMembersList.append(theMember.name)
end if
end if
end repeat
end repeat
cursor -1
return suitableMembersList
end GetSuitableMembers
on PermittedMemberTypes me
-- sent by:
-— getBehaviorDescription
-— 1sOKtoAttach
return [#bitmap, #filmLoop, #Fflash, #movie, #picture,
#quickTimeMedia, \
#shape, #vectorShape]
end PermittedMemberTypes
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-- DESCRIPTION --
on getBehaviorDescription me
return \

"ROLLOVER CURSOR CHANGE'™ & RETURN & RETURN & \

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

""Choose one of the pointers included with Director, or specify
two 1-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 & \

"* 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 & " is 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 myBuiltlnCursor
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

96



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
case myCursorType of
"Built-in cursor':
mySprite.cursor = myBuiltInCursor
"Cursor Member':
myCursorMember = value (myCursorMember)
cursorList = [myCursorMember._number]
mySprite.cursor = cursorlList
"1 bit bitmap':
myCustomCursor = value (myCustomCursor)
cursorList = [myCustomCursor.number]
it 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 isOKToAttach
on getPropertyDescriptionList me
ifT 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()
iT cursorMembers then
cursorTypes.append ('Cursor Member'™)
end if
if bitmapCursors then
cursorTypes.append ("1 bit bitmap')
end if
iT cursorTypes.count() then
cursorTypes.addAt (1, "Built-in cursor"™)
propertyDescriptionList.addProp \
\
#myCursorType, \
N\

#comment: ""CHOICE OF TYPE - Use which type of cursor?', \

#format: #string, \

#range: cursorTypes, \
#default: cursorTypes[1]\
1\
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)
propertyDescriptionList.addProp \

\
#myBuiltInCursor, \
I\
#comment: ""CHOICE OF CURSOR - Built-in cursor:"™, \

#Fformat: #cursor, \
#default: 280\
1\
)
else
return \
[\
#myBuiltInCursor: \
I\
#comment: ""Use which cursor?”, \
#format: #cursor, \
#default: 280\
1\
1
end if
if cursorMembers then
propertyDescriptionList.addProp \

#myCursorMember, \

AN

#comment: '‘Cursor Member'™, \
#Format: #member, \

#range: cursorMembersList, \
#default: cursorMembersList[1] \
1\
)
end if

if bitmapCursors then
propertyDescriptionList.addProp \

\
#myCustomCursor, \
L\
#comment: - 1 bit bitmap (image)', \
#format: #bitmap, \
#range: cursorBitmapsList, \
#default: cursorBitmapsList[1]\
1\
)
propertyDescriptionList.addProp \
\
#myCustomMask, \
[\

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

#range: cursorMasksList, \
#default: cursorMasksList[1]\
1\
end if
return propertyDescriptionList
end

on GetCursorMembers me
cursorMembersList = []
maxCastLib = the number of castLibs
repeat with theCastLib = 1 to maxCastLib
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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
iT 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 if
end if
end repeat
end repeat
return cursorBitmapsList
end GetCursorMembers

Axoiovlci 0 kwoikag ya to “display text”, tov omoio ypnyowuonoicaus o& Kdabe
TAaiG10 KEWEVOD Kal 6€ KAOs GEAIOA TOV TTPOYPAUHATOS, VIO VA EUPAVISOVTAL HEGO
6e autd, Keipeva mov eCNyovy T ASITOVPYIA TOV KOVUTIOV KAl EIKOVOY TOD

EKTEAOVY KATIOIES EVEPYEIEG.

-- DESCRIPTION --
on getBehaviorDescription me
return \

"DISPLAY TEXT" & RETURN & RETURN & \

"This behavior allows you to display a given string in a field or
text member. ™ & \

"Use it with the Tooltip and Hypertext - Display Status behaviors
which need a field or text member in which to display their
information. " & \

"Or create your own custom Lingo to display runtime information,
such as the position of the mouse.”™ & RETURN & RETURN & \

"This behavior waits for Lingo commands to tell it what to do.
& \

"It iIs not active by itself." & RETURN & RETURN & \
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"You can choose between two display types: tooltip and status
bar." & RETURN & RETURN & \

"The TOOLTIP type of display will make the field or text member
resize itself to Fit the text, and disappear when it is empty. " & \

"You can set the tooltip type display to appear at any position
on the stage, such as under the cursor. " & \

"1f no position is sent to the sprite, it will appear at the top
left corner of the Stage. ™ & \

"See the Tooltip behavior for more details.” & RETURN & RETURN &
\

"IFf you wish to display several lines of text, you must use
RETURN characters to define the line breaks. "™ & \

"An empty tooltip sprite will move off-stage to hide. " & \

"It is recommended that you place it off-stage before it is used,
in case it causes a brief flash on the screen.” & RETURN & RETURN & \

"The STATUS BAR type of display will appear on Stage at all
times. " & \

"It will not resize or change position. " & \

"Any positional information sent to this sprite will be ignored
if It is set to act as a status bar. " & \

"I the text is too long to appear in the member of the current
sprite, a scrollbar will appear. ™ & \

"You do not need to divide the text with RETURN characters. " & \

"IFf you think that a scrollbar may be necessary, make sure that
the field or text member is sufficiently tall for the scroll arrows
to operate correctly.” & RETURN & RETURN & \

"Set the font size and other characteristics of the field or text
member to customize the appearance of the message.'" & RETURN & RETURN
& \

"Be sure to give the field or text member a name. " & \

"It may be emptied by this behavior. ™ & \

"Director automatically erases nameless empty members." & RETURN
& RETURN & \

"PERMITTED MEMBER TYPES:'" & RETURN & \

“"field and text™ & RETURN & RETURN & \

"PARAMETERS:"" & RETURN & \

"* Display type:" & RETURN & \

" - Tooltip (appears near the cursor on rollover)" & RETURN & \
- Status bar (appears in a fixed position at all times)" &
RETURN & RETURN & \

"PUBLIC METHODS:" & RETURN & \

"* Set the text to display (and the position of the sprite)"” &
RETURN & RETURN & \

"ASSOCIATED BEHAVIORS:" & RETURN & \

"* Tooltip" & RETURN & \

"'* Source Status' & RETURN & \

"* Hypertext - Display Status"
end getBehaviorDescription
on getBehaviorTooltip me

return \

"Use with field or text members." & RETURN & RETURN & \

"Waits for a message from another behavior or custom handler to
display a character string. " & \

“"This behavior is intended to be used with the Tooltip and
Hypertext - Display Status behaviors to create a status bar or a
tooltip under the cursor.”
end getBehaviorTooltip
-- NOTES FOR DEVELOPERS --

-— COMMUNICATING WITH THE SPRITE
-— To set the text of the current sprite®s member, use a line similar
to one of
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-- the following:

- sendAlISprites (#DisplayText_SetText, theStringToDisplay)

-— sendSprite (<spriteNumber>, #DisplayText SetText,
theStringToDisplay)

- call (#DisplayText_SetText, displayBehavior,
theStringToDisplay)

-- It is fastest to call the behavior directly. Use code similar to
the

-- following lines in any script that needs to communicate with this
behavior

-- often:

- property displayBehavior

-— displayBehavior = []

-— sendAllSprites (#DisplayText_Enroll, displayBehavior)

-— If your _Enroll call fails for some reason, displayBehavior will
be an

-— empty list. Calling an empty list will not produce an error
(calling an

-— invalid behavior reference will). It would, however, be wise to
provide

-- yourself with an authortime alert so that you can correct such a
problem

-— 1F necessary:

- if displayBehavior.count() = 0 then

-— if the runMode = "Author™ then

- alert ""No "Display Text" behavior found in frame 'the frame
-- end if

- end if

-— Writing this sort of "defensive'" code should ensure that any bugs
that make

-— it through to the finished product are relatively harmless.

-— ADJUSTING THE WIDTH OF THE SPRITE

-— The BestRect function is called if you choose the Tooltip display
type. It

-- modifies the width of the sprite to suit the longest
line/paragraph of text \

-— (Field lines and text paragraphs are delimited by the RETURN
character).

-— This function uses the charPosToLoc() function to determine the
length of

-— each line. CharPosToLoc returns the position of the bottom left
corner of

-- the tested character: if the character tested is the final RETURN
of a line,

-- then the value returned is equiavalent to the bottom right of the
last

-- visible character in the line.

-— 1 initially set the width of the member to an extravagantly large
value, to

-- ensure that no line-wrapping should occur.

-- HISTORY --

-— 1 october 1998: Written for the D7 Behaviors Palette by James
Newton

-— 28 October 1998: Descriptions improved. getPDL simplified,
GetTopLeft() added

-— 7 January 2000: Added isOKToAttach and substituteStrings event
handlers
- and removed redundant error checking code - Karl
Miller
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-— 13 January 2001: Set state of member to not editable on

initialize. Reset on endSprite

-— Set the locZ to maxint - 1 to place the tooltip

on top. Reset on endSprite
-- -- Kraig Mentor
-- PROPERTIES --
property spriteNum
-- error checking
property getPDLError
-— author-defined parameters
property myDisplayType
-- internal properties
property mySprite
property myMember
property myWidthAdjust
property myHeightAdjust
property myOffStageloc
property myOriginalEditableState
property myOriginallLocZ
-- EVENT HANDLERS --
on beginSprite me
myDisplayType = resolve(myDisplayType)
Initialize me
end beginSprite
on endSprite me
mySprite.visible = TRUE
myMember_editable = myOriginalEditableState
mySprite.locZ = myOriginallLocZ
end endSprite
-- CUSTOM HANDLERS --
on resolve(prop)
case prop of
myDisplayType:

choicesList = ["status bar (fixed size and position)', \
"tooltip (dynamic size and position)']

lookup = [#statusBar, #tooltip]
end case
return lookup[findPos(choicesList, prop)]
end resolve
on Initialize me -- sent by beginSprite
mySprite = sprite(me.spriteNum)
myMember = mySprite.member
myOriginalEditableState = myMember.editable
myOriginalLocZ = mySprite.locZ
myMember.editable = FALSE
it myMember.type = #field then

myWidthAdjust = (myMember._margin + myMember.border) * 2
myHeightAdjust = myMember.margin + myMember.border * 2
-- no gremlins here:)

else
myWidthAdjust =0
myHeightAdjust = 0

end if

myMember . text = EMPTY
it myDisplayType = #tooltip then
myMember _boxType = #Fixed

myOffStagelLoc = point (999, 999)
mySprite.loc = myOffStageloc
end if

end Initialize

on BestRect me, theString -- sent by DisplayText_SetText
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-— Sets the rect of myMember to fit snugly round theString it
displays
myMember._.rect = rect (0, 0, 8000, 0)
myMember._.text = theString -- Needed to update myMember.rect
bestRect = myMember.rect
theLine = the number of lines of theString
theWidth = 0O
checkedChars = 0
-- Determine the length of the longest line
repeat while thelLine
endOfLine = offset (RETURN, theString)
if not endOfLIne then
-- Only one line remaining
endOfLine = (the number of chars of theString) + 1
myMember.text = myMember.text & RETURN
end if
checkedChars = checkedChars + endOfLine
endPoint = charPosToLoc (myMember, checkedChars)
lineWidth = endPoint[1]
if lineWidth > theWidth then
theWidth = lineWidth
end if
delete char 1 to endOfLine of theString
theLine = theLine - 1
end repeat
-- Determine the height of the text

lastChar = myMember.char.count

lastCharLoc = charPosToLoc (myMember, lastChar)
theHeight = lastCharlLoc[2]

bestRect[3] = theWidth + 1

bestRect[4] = theHeight + 1

return bestRect
end BestRect
on GetTopLeft me, theLoc, theAlignment, memberRect
case theAlignment of
#bottomCenter: return thelLoc
memberRect._height]
#bottomRight: return thelLoc
memberRect.height]
#bottomLeft: return thelLoc

[memberRect.width / 2,

[memberRect.width,

[0, memberRect.height]

#center: return theLoc - [memberRect.width / 2,
memberRect._height /7 2]
#topCenter: return theLoc - [memberRect.width / 2, 0]
#topRight: return theLoc - [memberRect.width, 0]
otherwise -- treat as #toplLeft
return thelLoc
end case

end GetToplLeft
—- INTER-SPRITE COMMUNICATION (response to #sendSprite,
#sendAllSprites) --
on DisplayText Enroll me, enrollList
-- sent by objects which need to call this specific behavior
if ilk (enrollList) <> #list then return me
ifT not enrollList._count() then
enrollList._append(me)
else
-- the calling behavior has already found a candidate
end if
return enrollList
end DisplayText_Enroll
on DisplayText_SetText me, theString, thelLoc, theAlignment



-— called by other objects
-- Sets the text of myMember to theString and shows mySprite
-- as near to thelLoc as possible (if myDisplayType is #tooltip)

-- theAlignment can take any of the following values:

#bottomCenter |#bottomRight|#bottomLeft|#center |#topCenter |#topRight|#
topLeft
-— This determines which point of the current sprite is to appear
at thelLoc
-- Error check
if not stringP (theString) then
ErrorAlert (me, #invalidString, theString)
theString = string (theString)

else
case ilk (theLoc) of
#void, #point: -- nothing
otherwise
ErrorAlert (me, #invalidPoint, thelLoc)
theLoc = point (0, 0)
end case
end if

-- End of error check
ifT theString = EMPTY and myDisplayType = #tooltip then
mySprite.loc = myOffStageloc
mySprite.locZ = myOriginallLocZ
else
myMember .text = theString
it myDisplayType = #tooltip then
memberRect = BestRect (me, theString)
myMember.rect = memberRect
else
memberRect = myMember.rect
end if
memberRect = memberRect + [0, 0, myWidthAdjust, myHeightAdjust]
ifT myDisplayType = #tooltip then
mySprite.locZ = the maxInteger
if ilk (theLoc) <> #point then
theLoc = point (0, 0)
end if
thelLoc = GetTopLeft (me, theLoc, theAlignment, memberRect)
-— Ensure sprite is fully visible on stage
stageWidth = (the activeWindow).rect.right - (the
activeWindow) .rect. left
stageHeight= (the activeWindow).rect.bottom - (the
activeWindow) .rect.top
maxH = stageWidth - memberRect.width
maxV = stageHeight - memberRect.height
theLoc[1] = max (0, min (theLoc[1], maxH))
theLoc[2] = max (0, min (theLoc[2], maxV))
theLoc = theLoc + myMember.regPoint
mySprite.loc = thelLoc
else
lastChar theString.char.count
textHeight = charPosToLoc (myMember, lastChar)[2]
iT textHeight > mySprite._height then
myMember .boxType = #scroll
else
myMember _boxType = #fFixed
end if
end if
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end if
end DisplayText_SetText
on DisplayText_GetReference me
return me
end DisplayText_GetReference
-- ERROR CHECKING --
on ErrorAlert me, theError, data
-— Determine the behavior®s name
behaviorName = string (me)
delete word 1 of behaviorName
delete the last word of behaviorName
delete the last word of behaviorName
case theError of
#invalidString:
if the runMode = "Author" then
message = substituteStrings(me, \
"BEHAVIOR ERROR: Frame "0, Sprite ~1" & RETURN & \
"Behavior ~2" & RETURN & RETURN & \
"The DisplayText_SetText handler could not treat the following as
a string:" & RETURN & RETURN & \
A3, N\
[*~0": the frame, "~1": me.spriteNum, "/2': behaviorName, "/3":
data])
alert message
end if
#invalidPoint:
if the runMode = "Author™ then
message = substituteStrings(me, \
"BEHAVIOR ERROR: Frame "0, Sprite ™1" & RETURN & \
"Behavior 2" & RETURN & RETURN & \
"The DisplayText_SetText handler could not treat the following as
a point:" & RETURN & RETURN & \
A3, N\
[*~0": the frame, "~1l": me.spriteNum, "/~2': behaviorName, "/3":
data])
end if
end case
end ErrorAlert
on substituteStrings(me, parentString, childStringList) -
-— * Modifies parentString so that the strings which appear as
-— properties in childStringList are replaced by the values
-- associated with those properties.
-— <childStringList> has the format ["~1": "replacement string']
i = childStringList.count()
repeat while i

tempString = "

dummyString = childStringList.getPropAt(i)
replacement = childStringList[i]
lengthAdjust = dummyString.char.count - 1

repeat while TRUE
position = offset(dummyString, parentString)
ifT not position then
parentString = tempString&parentString
exit repeat
else
if position <> 1 then
tempString = tempString&parentString.char[l..position - 1]
end if
tempString = tempString&replacement
delete parentString.char[l.._position + lengthAdjust]
end if
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end repeat
i=i-1
end repeat
return parentString
end substituteStrings
—-- AUTHOR-DEFINED PARAMETERS --
on isOKToAttach (me, aSpriteType, aSpriteNum)
case aSpriteType of
#graphic:
return getPos([#Ffield, #text], sprite(aSpriteNum).member.type)
<> 0
#script:
return FALSE
end case
end isOKToAttach
on getPropertyDescriptionList me
ifT not the currentSpriteNum then exit
return \
L\
#myDisplayType: \
[\
#comment: "'Display Text sprite behaves as a', \
#format: #string, \
#default: "'status bar (Ffixed size and position)™, \
#range: [''status bar (fixed size and position)", \
"tooltip (dynamic size and position)'] \
1\
1
end getPropertyDescriptionList

Axolovlsi 0 KOdkag ya To “paint”, TOv omoio ypnowonoicous ce kdbe
QOTOYpOPio. TNV TETAPTH GEAIOO TOV TPOYPOUUATOS YO VA HUTOPOVUE VO

Swypagpicovus mave Tis.

-— PAINT --

-— © April 2002 - December 2003, OpenSpark Interactive Ltd

-— <james.newton@openspark.com>

-- This behavior allows the user to paint by dragging the mouse over
-— the bitmap sprite to which it is attached. The sprite will be set
-- to the full rect of the stage.

-- When the mouse is released, two image objects are created. These
-- are the same size as the smallest rect that fits around the
changed

-— area. The first is the original unchanged image, trimmed to the
-- size of the modified area: the second is the same area cropped
from

-- the modified image.

-- Both these images can be saved by an instance of the '"Paint Line"
-— undo step script. Allowing many undo steps can saturate memory.
-- You can set the number of undo steps in the UndoAction() handler
of

-- the Undo Broker movie script.

-— While the user is painting, the puppetTempo is set to 130 Hz,

-- faster than the rate at which the mouselLoc is updated on any of
the
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-— machines it has been tested on. The score tempo is restored when
-- the user releases the mouse.

-— This technique is compatible with the way the system cursor is

-- handled in Mac OS X. Using a tight repeat loop under Mac 0S X

-— might provoke the 0S to display the "rotating CD-Rom' cursor, to
-— indicate that the application is busy. Using a fast frame rate
-- should provide sufficient idle time so that the 0S is not tempted
-- to intervene.

-— The line is First painted directly to the screen image, sSo no
extra

-— memory is used at this stage, and screen refreshes are very rapid.
-— When the mouse is released, the screen image is copied into the
-— bitmap member that is used as a canvas.

-- PROPERTY DECLARATIONS --

property brushlmage

property brushColor

property useBglmage

property bgColor

-- Internal properties

property pSprite -- the sprite to which this behavior is attached
property pMember -- the bitmap member of the sprite

property pSpriteRect -- stage rect of the bitmap sprite

property pOffset -- the top left corner of the sprite

property pBrushRect -- rect of pBrush image

property pBrushColor -- current color of brush when using eraser
property pHalfWidth -- half the width of brushlmage

property pHalfHeight -- half the height of brushlmage

property pMask -— [#masklmage: <mask object>] used to ignhore

- white pixels in brushlmage with no alpha
property pOriginal -- original image of canvas if useBglmage is
TRUE

property pTempo -- the puppetTempo when mouse is down, if not, O
property pLoc -- latest value of the mouselLoc

property pErase -— TRUE if the user is erasing the painting

-- Screen coordinates used to calculate the rect of the dirtied area:
property plLeft
property pTop
property pRight
property pBottom
-- EVENT HANDLERS --
on beginSprite(me)
me.minitialize()
end beginSprite
on mouseDown(me)
me.mStartPaint()
end mouseDown
on exitFrame(me)
if pTempo then
me.mPaint()
end if
end exitFrame
-- PUBLIC METHODS --
on Paint_SetBrushlmage(me, anlmageOrMember) ---—————————-
--— INPUT: <anlmageOrMember> should be an image object or a member
- with an image property
-- ACTION: Adopts the image as the new brush
-— OUTPUT: TRUE if the new brush image is adopted, FALSE if not
if pTempo then
-— Don"t allow the brush to change in mid stroke
return FALSE
end if
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case ilk(anlmageOrMember) of
#image:
brushlmage = anlmageOrMember ._duplicate()
#member:
case anlmageOrMember.type of
#bitmap, #Flash, #vectorShape:
brushlmage = anlmageOrMember . image.duplicate()
otherwise:
return FALSE
end case
otherwise:
return FALSE
end case
-- Determine the new dimensions of the brush
pBrushRect brushlmage.rect
pHalfWidth pBrushRect.width /7 2.0
pHalfHeight = pBrushRect_height / 2.0
iT brushlmage.depth = 32 then
-- The alphaChannel will define the shape of the image
pMask = []
-- Use the current brush color
tAlpha = brushlmage.extractAlpha()
brushilmage.fill(brushlmage.rect, brushColor)
brushlmage.setAlpha(tAlpha)
else
-- Ignore any white pixels
pMask = [#masklmage: brushlmage.createMask()]
-- A 32-bit image is required to show the full range of colors
tTemp = image(pBrushRect.width, pBrushRect.height, 32)
tTemp.copyPixels(brushlmage, pBrushRect, pBrushRect)
brushlmage = tTemp
-- Use the current brush color
brushilmage.fill(brushlmage.rect, brushColor)
end if
if pErase then
-— The user chose a brush, so stop using the eraser
me .mRestoreBrush()
pErase = FALSE
end if
return TRUE

end Paint_SetBrushlmage
on Paint_SetBrushColor(me, aColor) --—--——————————

-— INPUT: <aColor> should be an rgb color object.
-— ACTION: Adopts the color for the whole area of the current

brush.

-— IT the brush is a 32-bit image, the shape of the brush

- defined by its alpha channel will be preserved.
-- OUTPUT: TRUE if the new color is adopted, FALSE if not
if ilk(aColor, #color) then
brushColor = aColor
iT brushlmage.depth = 32 then
tAlpha = brushlmage.extractAlpha()
brushlmage.fill(brushlmage.rect, brushColor)
brushlmage.setAlpha(tAlpha)
else
brushilmage.fill(brushlmage.rect, brushColor)
end if
-— The user chose a color, so stop using the eraser
pErase = FALSE
return TRUE
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end if
return FALSE
end Paint_SetBrushColor
on Paint_UseEraser(me, aUseEraserFlag) -----—————-——————-
-- INPUT: <aUseEraserFlag> will be considered to be FALSE unless it
- is TRUE
-- ACTION: Sets the internal property pErase.
- While pErase is TRUE, if useBglmage is FALSE, the brush
-— color will be set to the bgColor. If useBglmage is
TRUE,
- the original image will be used to replace the current
- image. The current brushlmage will be used as the
-— eraser shape.
if aUseEraserFlag = TRUE then
pErase = TRUE
else
pErase = FALSE
end if
end Paint_UseEraser
on Paint_EraseAll(me¢) - —-——————— o~
-— ACTION: Replaces the current image with the original image or
-— color
tUndolmage = pMember.image.duplicate()
iT useBglmage then
pMember.image = pOriginal
else
pMember_image.fill(0O, 0, pMember._width, pMember._height, bgColor)
end if
-- The following lines activate a multiple undo feature. The
-- Undo Broker, Undo Step and Paint Line scripts must be present
for
-- this to work. If not, comment out the following lines.
tbata = [ \
#member: pMember, \
#before: tUndolmage, \
#after: pMember.image.duplicate(), \

#rect: pMember.rect, \
#action: "Erase AlIl" \
1
UndoAction("'Paint Line', tData) -- in the Undo Broker movie script

end Paint_EraseAll
-- PRIVATE METHODS --
on minitialize(me) - -
-— SENT BY beginSprite()
-— ACTION: Sets the brush image and the canvas image as required by
-— the behavior parameters, and ensures that painting is
-— limited to the sprite rect.
pSprite = sprite(me.spriteNum)

pMember = pSprite.member
pSpriteRect = pSprite.rect
pOffset = point(pSprite.left, pSprite.top)

-— Determine the rect of the stage area
tRect (the activeWindow).rect
tWidth tRect.width
tHeight = tRect.height
-- Adopt the chosen brush image
iT brushlmage = #default then
brushlmage = me.mGetDefaultBrush()
else
brushlmage = member(brushlmage)
if brushlmage.type = #bitmap then
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me.Paint_SetBrushlmage(brushlmage)
--brushlmage = brushlmage.image.duplicate()

else -- the chosen image is no longer available: use default
brushlmage = me._mGetDefaultBrush()
end if
end if

-- Determine the dimensions of the brush

pBrushRect = brushlmage.rect
pHalfWidth = pBrushRect.width /7 2.0
pHalfHeight = pBrushRect.height /7 2.0

-— Initialize the canvas image
iT useBglmage then
pOriginal = pMember.image.duplicate()
else
-— Fill the canvas with the background color
pMember.image.fill(0O, 0, pMember._width, pMember._height, bgColor)
end if
end mlnitialize
on mGetDefaultBrush(me¢) ---———————-—— -~
—— CALLED by mInitialize()
-— OUTPUT: Returns a default hard-edged brush image with a diameter
-— of 10 pixels. A 32-bit image is used to ensure that all
- brushColor values will be correctly applied.
tSize

= 10
tBrush = image(tSize, tSize, 32, 8)
tOptions = [#color: brushColor, #shapeType: #oval]

tBrush_fill (0, O, tSize, tSize, tOptions)
tAlpha = image(tSize, tSize, 8)
tOptions[#color] = rgb(0, 0, 0)
tAlpha.fill (0, O, tSize, tSize, tOptions)
tBrush.setAlpha(tAlpha)
pMask = [1 -- not required with a 32-bit image
return tBrush
end mGetDefaultBrush
on mRestoreBrush(me) ------- - - - - - - —— - ——
-- SENT BY Paint_SetBrushlmage(), mPaint()
-— ACTION: Restores original brush color after use of eraser
if not useBglmage then
me.Paint_SetBrushColor(pBrushColor)
end if
end mRestoreBrush
on mStartPaint(me¢) - - —————-———
—-— SENT BY mouseDown()
-— ACTION: Starts painting into the stage.image, and prepares to
-— copy the painted area to this bitmap member once the
-— mouse is released.
-— Prepare to poll for mouseLocs faster than they are updated
pTempo = the frameTempo
puppetTempo(130)
-- Remember the fTirst point
pLoc = the mouseloc
-— Paint in the background color when erasing to a plain canvas
iT pErase then
if not useBglmage then
pBrushColor = brushColor

me.Paint_SetBrushColor(bgColor) -- sets brushColor
pErase = TRUE -- set to FALSE by Paint_SetBrushColor()
end if
end if

-- Draw the first point
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me.mPaintStroke(pLoc, pLoc)
-— Prepare rect of dirtied area (to be inflated later)

pLeft = pLoc.locH
pTop = pLoc.locV
pRight = pLoc.locH
pBottom = pLoc.locV

end mStartPaint
on mPaint(me) ----—————————— -
-- SENT BY exitFrame()
-- ACTION: Paints into the stage.image while the mouse is down, and
- copies the painted area to this bitmap member when the
- mouse i1s released.
if the mouseDown then
-— The user is still drawing with the mouse
tLoc = the mouselLoc
if pLoc <> tLoc then
-— The mouse has moved: draw a line between this point and the
-- last point where the mouse was seen
me .mPaintStroke(pLoc, tLoc)
pLoc = tLoc
-- Update the dirtied area (not accounting for stroke width)
tlLocH = pLoc.locH
tLocV = pLoc.locV
ifT pLeft > tLocH then
pLeft = tLocH
else if pRight < tLocH then
pRight = tLocH
end if

if pTop > tLocV then
pTop = tLocV
else i1f pBottom < tLocV then
pBottom = tLocV
end if
end if
else
-— The user has finished drawing with the mouse
puppetTempo(pTempo) -- reset tempo
pTempo = 0
if pErase then
me .mRestoreBrush()
end if
-— Copy stage image to bitmap member
me .mUpdateBitmap()
end if
end mPaint
on mPaintStroke(me, aLocl, alLoc2) -—--—--—————————————
-— SENT BY mStartPaint() and regularly by mPaint() while the user
is
- dragging the mouse
-- INPUT: <alocl> and <alLocl> are points on the stage
-— ACTION: creates a trail in the stage.image between the two
- points
iT pErase then
if useBglmage then
return me.mCopylmageFromOriginal(aLocl, aloc2)

tDelta = alocl - aloc2
tSteps = max(abs(tDelta.locH), abs(tDelta.locV), 1)
tDelta = tDelta / float(tSteps)
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tlmage = (the activeWindow).image
repeat while tSteps
tPoint = alLoc2 + tDelta * tSteps
tRect rect(tPoint, tPoint).inflate(pHalfWidth, pHalfHeight)
tRect tRect. intersect(pSpriteRect)
timage.copyPixels(brushlmage, tRect, pBrushRect, pMask)
tSteps = tSteps - 1
end repeat
end mPaintStroke
on mCopylmageFromOriginal(me, aLocl, aLoc2) -——-—-————————————

-— SENT BY mPaintStroke() if pErase and useBglmage are both TRUE
-- ACTION: copies the appropriate area of the original image into
-— the stage.image

-— Prepare an alphaChannel mask if available...

tMask = [#maskOffset: point(0, 0)]

iT brushlmage.depth 32 then

tMask[#masklImage] = brushlmage.extractAlpha()
else -— ... or a 1-bit mask if not
tMask[#masklImage] = brushlmage.createMask()
end if
tDelta = alocl - alLoc2
tSteps = max(abs(tDelta.locH), abs(tDelta.locV), 1)
tDelta = tDelta / float(tSteps)
tlmage = (the activeWindow).image

repeat while tSteps

tPoint = aloc2 + tDelta * tSteps
tStageRect = rect(tPoint, tPoint).inflate(pHalfWidth,pHalfHeight)
tStageRect = tStageRect. intersect(pSpriteRect)

-— Move the source rect and mask offset around the source image
tRect = tStageRect.offset(-pOffset.locH, -pOffset.locV)
tMask.maskOffset = point(tRect.left, tRect.top)
timage.copyPixels(pOriginal, tStageRect, tRect, tMask)
tSteps = tSteps - 1
end repeat
end mCopylImageFromOriginal
on mUpdateBitmap(me) ---—--————————— -
-— SENT BY mPaint() when the user finishes drawing
-— ACTION: copies the changed area of the stage image to the
- bitmap member and prepares for a possible undo.
-— Calculate the dirtied rect of the stage
tRect = rect(pLeft, pTop, pRight, pBottom)
tRect = tRect.inflate(pHalfWidth, pHalfHeight) -- adjust for stroke
-— Crop the dirtied rect to the rect of the stage, iIn case the
-- sprite overlaps the edge of the stage.
tRect = tRect. intersect(pSpriteRect)
-— Copy the appropriate rect from the stage image
tNewlmage = (the activeWindow).image.crop(tRect)
-- Adjust the position of tRect to account for the sprite loc
tRect = tRect - rect(pOffset, pOffset)
-— Copy the appropriate rect from the unchanged bitmap
tUndolmage = pMember.image.crop(tRect) -- crop creates duplicate
-- Paste the changed area into the bitmap
pMember . image.copyPixels(tNewlmage, tRect, tNewlmage.rect)
-— The following lines activate a multiple undo feature. The
-- Undo Broker, Undo Step and Paint Line scripts must be present
for
-- this to work. |If not, comment out the following lines.
thata = [ \
#member: pMember, \
#before: tUndolmage, \
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#after: tNewlmage, \
#rect: tRect \
1
if pErase then
tData[#action] = "Erase paint”
end if
UndoAction('Paint Line'", tData) -- in the Undo Broker movie script
end mUpdateBitmap
-— UTILITY HANDLER --
on mGetMemberList(me) - —-——-————————
—— CALLED by getPropertyDescriptionList()
-— OUTPUT: A list of all the bitmap members less than 32 x 32
pixels
tMemberList = []
tMaxCastLib = the number of castLibs
repeat with tCastLib = 1 to tMaxCastLib
tMaxMember = the number of members of castLib tCastLib
repeat with tNumber = 1 to tMaxMember
tMember = member(tNumber, tCastLib)
if tMember.type = #bitmap then
if tMember._height < 33 then
if tMember_width < 33 then
if tMember_name = """ then
tMemberList.append(tMember)
else
tMemberList.append(tMember .name)
end if
end if
end if
end if
end repeat
end repeat
return tMemberList
end mGetMemberList
-- BEHAVIOR PARAMETERS AND DESCRIPTION --
on 1sOKToAttach(me, aSpriteType, aSpriteNumber)
if aSpriteType = #graphic then
if sprite(aSpriteNumber)._member.type = #bitmap then
return TRUE
end if
end if
return FALSE
end isOKToAttach
on getPropertyDescriptionList(me)
tPropertyList =[:]
if the currentSpriteNum then
tBrushList = me.mGetMemberList(#bitmap)
else
tBrushList = []
end if
tBrushList.addAt(1l, #default)
tPropertyList[ \
#brushlmage] = [ \
#comment: "Brush image™, \
#format: #string, \
#range: tBrushList, \
#default: tBrushList[1] \
1
tPropertyList[ \
#brushColor] = [ \
#comment: ""Brush color (if default brush is used)", \
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#format: #color, \
#default: rgb(0, 0, 0) \
1
tPropertyList[ \
#useBglmage] = [ \
#comment: "'Use current image of member for canvas?", \
#format: #boolean, \
#default: FALSE \
1
tPropertyList[ \
#bgColor] = [ \
#comment: "'‘Canvas color (if member image not used)™, \
#format: #color, \
#default: rgb(255, 255, 204) \
1
return tPropertylList
end getPropertyDescriptionlList
on getBehaviorTooltip me
return \
"Use with bitmap sprites to allow the"&RETURN&\
""user to paint by dragging the mouse."&RETURN&\
"IT the Undo Broker and associated"&RETURN&\
"scripts are available, paint and"&RETURN&\
""erase actions can be undone."
end getBehaviorTooltip
on getBehaviorDescription me
return \
"PAINT"&RETURN&RETURN&\
"Use with bitmap sprites to allow the user to paint by dragging the
mouse. ""&RETURN&RETURN&\
"PARAMETERS" &RETURN&\
' * Brush image <bitmap member or default>"&RETURN&\
" * Brush color if default brush is used <color object>"&RETURN&\
' * Use current member image for canvas? <TRUE | FALSE>"&RETURN&\
" * Canvas color if member image not used <color object>"&\
RETURN&RETURN&\
"PUBLIC METHODS"&RETURN&\
""=> Paint_SetBrushlmage(<image object or member>)"&RETURN&\
""=> Paint_SetBrushColor(<color object>)"&RETURN&\
"=> Paint_UseEraser(<TRUE | FALSE>)"&RETURN&\
"=> Paint_EraseAll()"&RETURN&RETURN&\
"ASSOCIATED SCRIPTS"&RETURN&\
"IF¥ the Undo Broker, Undo Step and Paint Line scripts are available,
paint and erase actions can be undone."
end getBehaviorDescription

Axoiovlci 0 kaowkag ya to “select color”, tov omoio ypnowononcous ocTnv
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-- SELECT COLOR --

-- For use with the Paint behavior.

-— Drop this on a rectangular graphic sprite which contains a display
-- of colors.

—— PROPERTY DECLARATIONS --

-— borders of this sprite

property plLeft

property pTop
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property pRight

property pBottom

-- EVENT HANDLERS --

on beginSprite(me¢) - -—-————-————— -
-— ACTION: Determines the minimum and maximum mouseH and mouseV to
- use with getPixel() in the stepFrame handler
tSprite

= sprite(me.spriteNum)
pLeft = tSprite.left
pTop = tSprite.top
pRight = tSprite.right - 1
pBottom = tSprite.bottom - 1

end beginSprite
on mouseDown(me) —-—————————
-— ACTION: Adds this instance to the actorList, to start tracking
- the position of the mouse on stepFrame
(the actorList).append(me)
end mouseDown
on stepFrame(me) --———————
-— RECEIVED while the user is dragging the mouse to choose a color
-— ACTION: Tells any Show Brush Color sprite to display the color
- under the mouse, and tells the Paint Behavior to adopt
-— the new color on mouseUp
tMouseH = max(pLeft, min(the mouseH, pRight))
tMouseV = max(pTop, min(the mouseV, pBottom))
-— Determine the color of the pixel under the mouse
tColorUnderMouse = (the stage).image.getPixel (tMouseH, tMouseV)
if ilk(tColorUnderMouse) <> #color then
-— The mouse is not currently over the stage
exit
end if
it the mouseDown then
-— Tell a Show Brush Color behavior to show color under mouse
sendAlISprites(#Paint_ShowBrushColor, tColorUnderMouse)
else
-- Tell the Paint behavior to set the color of the brush
sendAlISprites(#Paint_SetBrushColor, tColorUnderMouse)
-- ... and stop tracking colors
(the actorList).deleteOne(me)
end if
end stepFrame

Akolovbel 0 kddikag yia to “select eyedropper”, Tov omoio ypyowonoicaus 6To
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-- SELECT EYEDROPPER --

-- © January 2000, OpenSpark Interactive Ltd

-— <james.newton@openspark.com>

-- For use with the Paint behavior.

-- Drop this on any graphic sprite which can act as a button.

-— Allows the user to select an eyedropper tool either by clicking on
-- the sprite or by pressing the Tab key. The eyedropper tool is
used

-— to modify the brush color used by the Canvas behavior.

-- Thanks to Ken Prat for his tip on sprite(0).cursor

-- PROPERTY DECLARATIONS --

-— author-settable property

property useTabShortcut
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-— other properties
property spriteNum
property pCallMeScript -- the mouseDownScript is set to this

property pSaveScript -- original value of the mouseDownScript
property pSaveCursor -— cursor to revert to after using the tool
property pMouseDown -— TRUE if the Eyedropper tool is being used
property pActive -- TRUE if the Eyedropper tool is active
property pTABPressed -—- TRUE if the TAB key has been pressed

-- SPRITE EVENT --
on beginSprite(me)
me.minitialize()
end beginSprite
on endSprite(me)
me.mDisactivateEyedropper()
end endSprite
-- EVENT HANDLER --
on exitFrame(me)
iT pMouseDown then
it the mouseDown then
me .mShowBrushColor()
else
-- The user has released the mouse after choosing a color
me .mSetBrushColor()
end if
else if useTabShortcut then
me.mSetTabState()
end if
end exitFrame
on mouseUp(me)
me.mActivateEyedropper()
end mouseUp
-- PUBLIC METHOD --
on Paint_EyeDropper(mg) —--——————— -
-— SENT BY the mouseDownScript the first time the user clicks after
- having clicked on this sprite.
-— * Restores and executes the original mouseDownScript, then
allows
--  the user to choose the current brush color for the Canvas
- behavior.
if the mouseDownScript = pCallMeScript then
-— The mouseDownScript was previously altered in order to call
-- this handler: restore the original value.
if stringP(pSaveScript) then
the mouseDownScript = pSaveScript
else
-- This situation may arise at authortime due to a script error
the mouseDownScript = "
end if
end if
-— Tell exitFrame() to track the color under the mouse
pMouseDown = TRUE
end Paint_EyeDropper
-- PRIVATE METHODS --
on mInitialize(me¢) - ----—-————————————
-— SENT BY beginSprite()
-— ACTION: Creates a string to be used as the mouseDownScript if
-- the user selects the eye dropper tool by clicking on
- this tool button.
pCallMeScript = \
"sendSprite('&spriteNum&’, #Paint_EyeDropper)"&RETURN&\
"'stopEvent”
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end mlnitialize
on mShowBrushColor(me) -—--————=————— o~
-— SENT BY exitFrame() while the user is dragging the Eyedropper
-— tool
-- ACTION: Tells myCanvaslnstance to change its brush color, then
- switches the Eyedropper tool off.
tColor = me.mGetColorUnderMouse()
if not tColor then
exit
end if
sendAl ISprites(#Paint_ShowBrushColor, tColor)
end mShowBrushColor
on mSetBrushColor(me¢) --—--——————————
-— SENT BY exitFrame() after the user releases the mouse button
-— ACTION: Tells other Paint behaviors to change the brush color,
- and switches the Eyedropper tool off.
me._.mDisactivateEyedropper()
tColor = me.mGetColorUnderMouse()
iT not tColor then
exit
end if
sendAlISprites(#Paint_SetBrushColor, tColor)
end mSetBrushColor
on mGetColorUnderMouse(mg) —-——--——————— oo
-— SENT BY mouseUp()
-— ACTION: Intercepts the mouseDownScript so that the next click
-— will execute the Paint_EyeDropper() handler, regardless
- of where the click occurs
tMouseColor = (the stage).image.getPixel(the mouselLoc)
return tMouseColor
end mGetColorUnderMouse
on mActivateEyedropper(me) ---—-——-————————————————————————
-— SENT BY mouseUp(Q)
-- ACTION: Intercepts the mouseDownScript so that the next click
- will execute the Paint _EyeDropper() handler, regardless
- of where the click occurs
iT pActive then
-- The Eyedropper is already activated
exit
end if
pSaveScript = the mouseDownScript
the mouseDownScript = pCallMeScript
-- Use the Cursor Broker to set the cursor, if it is available
pSaveCursor = sprite(0).cursor
tResult = sendSprite(0, #SetCursor, #dropper, #lock)
if voidP(tResult) then
-— The Cursor Broker is not present: use built in cursor()
command
cursor 281 -- eye dropper
end if
pActive = TRUE
end mActivateEyedropper
on mDisactivateEkyedropper(me) --————————————
-— SENT BY mSetBrushColor(), mSetTabState(), endSprite()
-— ACTION: Reverts the mouseDownScript and the cursor
ifT not pActive then
-- The Eyedropper is already disactivated

exit
end If
pActive = FALSE
pMouseDown = FALSE
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if stringP(pSaveScript) then
the mouseDownScript = pSaveScript
end if
-- Use the Cursor Broker to restore the cursor, if it is available
tResult = sendSprite(0, #SetCursor, 0, #lock)
if voidP(tResult) then
-- The Cursor Broker is not present: use built in cursor()
command
cursor pSaveCursor
end if
end mDisactivateEyedropper
on mSetTabState(me) ----————————————————————
-- SENT BY exitFrame()
-— ACTION: Detects when the user is holding down the TAB key and if
-— so, Intercepts the mouseDownScript so that the next
click
-— will execute the Paint_EyeDropper() handler, regardless
-— of where the click occurs
tTABPressed = keyPressed(TAB)
if pTABPressed = tTABPressed then
exit
end if
pTABPressed = tTABPressed
if pTABPressed then
if pActive then
-- The Eyedropper is already active
exit
end if
me .mActivateEyedropper()
else
me.mDisactivateEyedropper()
end if
end toggleTabState
—-- BEHAVIOR DESCRIPTION AND PARAMETERS --
on isOKToAttach(me, spriteType, spriteNumber)
return (spriteType = #graphic)
end isOKToAttach
on getPropertyDescriptionList(me)
tPropertyList = [:]
tPropertyList[ \
#useTabShortcut] = [ \
#comment: "Allow the TAB key to toggle Eyedropper tool?", \
#format: #boolean, \
#default: TRUE \
1
return tPropertylList
end getPropertyDescriptionList
on getBehaviorTooltip(me)
return \
"Use with any graphic sprite which can act as a button.” & RETURN & \
"Allows the user to select an eyedropper tool either by clicking " &
\
"on the sprite or by pressing the Tab key. The eyedropper tool " & \
"is used to modify the brush color used by the Paint behavior.™
end getBehaviorTooltip
on getBehaviorDescription(me)
return \
"SELECT EYEDROPPER'"™ & RETURN & RETURN & \
"Use with any graphic sprite which can act as a button.”™ & \
RETURN & RETURN & \
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"Allows the user to select an eyedropper tool either by clicking " &
\

on the sprite or by pressing the Tab key. The eyedropper tool "™ & \
"is used to modify the brush color used by the Paint behavior.”™ & \
RETURN & RETURN & \

"When the user next presses the mouse button, the eyedropper " & \
"starts "reading® the color of the pixel under the mouse. If " & \
""the user holds the mouse button down and moves the mouse, the ™ & \
"color value will change depending on the graphic under the mouse.™
&\

RETURN & RETURN & \

"When the user releases the mouse button, the brush color used by *
&\

"the Paint behavior is set to the value of the pixel under the " & \
"mouse.”™ & RETURN & RETURN & \

"PARAMETER:" & RETURN & \

' * Use tab shortcut (TRUE | FALSE]"™ & RETURN & RETURN & \
"ASSOCIATED SCRIPTS:" & RETURN & \

' * Paint behavior'™ & RETURN & \

' * Show Brush Color behavior™ & RETURN & \

' * Radio Button States behavior"

end getBehaviorDescription

Axoiovlci 0 kwdkag ya to “select brush”, tov omoio ypwowononcaue cTnv

foiptoa kot 6To MVELD GTNY TETAPTI GEAIDO TS EPAPUOYIS.

—-- SELECT BRUSH --
-- For use with the Paint behavior.
-— Drop this on any bitmap sprite.
on mouseUp(me)
tBrush = sprite(me.spriteNum)._member
sendAl ISprites(#Paint_SetBrushlmage, tBrush)
end mouseUp

Axolovlsi 0 kKwdkag yia to “select eraser”, Tov omoio ypnoiuomoncous cTyv

ofnotiipo oTNY TETAPTH GEAIOA THS EPOAPUOYHG.

-- SELECT ERASER --
-- For use with the Paint behavior.
-— Drop this on any graphic sprite which can act as a button.
on mouseUp(me)
it the doubleClick then
sendAlISprites(#Paint_EraseAll)

else
sendAl ISprites(#Paint_UseEraser, TRUE)
end if
end mouseUp
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Axoiovlci 0 kddkag yro To “undo/redo button”, Tov omoio ypnyoiuononcaus cra.

KOOUTIA avaipEsIS Kol AKUPOGY AVAIPETHS, GTHY TETAPTH CEAIOA TG EPAPUOYNS.

-- UNDO/REDO BUTTON SET --
-— © June 2003, OpenSpark Interactive Ltd
-— <james.newton@openspark.com>
-— Drop this behavior on a sprite to act as an Undo or Redo button.
-— It requires the Undo Broker movie script, plus the Undo Step and
-- any associated undo scripts to function.
-- PROPERTY DECLARATIONS --
property action -- #undo | #redo
—-- EVENT HANDLER --
on mouseUp(me) ———————————

-— ACTION: Undoes or redoes the most recent action

ifT action = #redo then

Redo(1) -- in Undo Broker
else
Undo(30) -- in Undo Broker

end if
end mouseUp
-- BEHAVIOR PARAMETERS AND DESCRIPTION --
on getPropertyDescriptionList(me)

tPropertyList =[:]

tPropertyList[ \
#action] = [ \
#comment: "Action of this button™, \
#format: #symbol, \
#range: [#undo, #redo], \
#default: #undo \
1

return tPropertyList
end getPropertyDescriptionList
on getBehaviorTooltip(me)

return \
"Drop this behavior on a sprite to act as an"&RETURN&\
"Undo or Redo button."&RETURN&RETURN&\
"This behavior requires the Undo Broker movie"&RETURN&\
"script, plus the Undo Step and other customized' &RETURN&\
""undo scripts to function."
end getBehaviorTooltip
on getBehaviorDescription(me)

return \
"Drop this behavior on a sprite to act as an Undo or Redo button."&\
RETURN&RETURN&\
"PARAMETERS : ""&RETURN&\
"* Action <#undo | #redo>"&RETURN&RETURN&\
""ASSOCIATED SCRIPTS"&RETURN&\
"In order to function, this behavior requires the presence of the
Undo Broker movie script, plus the Undo Step and any associated undo
scripts."&RETURN&RETURN&\
"These additional scripts should be present in the casts available to
the movie. They do not need to be attached to the same sprite as
this behavior.”
end getBehaviorDescription
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Axoiovlei 0 kdikag ya to “print dialog”, Tov omoio ypyowononcaus oro Kovumi

“print” oTnv TETAPTH GEAIOA TG EPAPUOYIS.

-- Print Dialog Behavior
-- HandyDialog Xtra 1.0 or later is required
-- by Meliora Software www.meliorasoft.com/xtras/
-— Compatibilities: Director 6.0 or higher Windows
property PrintRange, From, To, Min, Max, EnablePages,
EnableSelection, InitCollate, ShowPrintToFile, EnablePrintToFile,
InitPrintToFile, InitnCopies
on getPropertyDescriptionList
set description = [:]
addProp description, #PrintRange, [#default:'", #format:#string,
#comment:"Print Range (All,Pages,Selection):"]
addProp description, #From, [#default:0, #format:#integer,
#comment:"Print from page:']
addProp description, #To, [#default:0, #format:#integer,
#comment:"Print to page:"]
addProp description, #Min, [#default:0, #format:#integer,
#comment:"'Page Range Min value:']
addProp description, #Max, [#default:0, #format:#integer,
#comment:'"'Page Range Max value:']
addProp description, #EnablePages, [#default:false,
#format:#boolean, #comment:"Enable Pages radio button:']
addProp description, #EnableSelection, [#default:false,
#format:#boolean, #comment:"Enable Selection radio button:']
addProp description, #InitCollate, [#default:false,
#format:#boolean, #comment:"Collate checkbox is checked by default:']
addProp description, #ShowPrintToFile, [#default:false,
#format:#boolean, #comment:"Show "Print To File® checkbox:']
addProp description, #EnablePrintToFile, [#default:false,
#Format:#boolean, #comment:'"Enable to check "Print To File"
checkbox:"]
addProp description, #InitPrintToFile, [#default:false,
#format:#boolean, #comment:"Print To File is checked by default:']
addProp description, #InitnCopies, [#default:1, #format:#integer,
#comment:"Number of Copies:']
return description
end
on mouseDown
printDialog
end
on printDialog
-— Font Dialog Init Settings
set InitSettings = [:]
addProp InitSettings, #PrintRange, PrintRange
addProp InitSettings, #Pages, [#From:From, #To:To, #Min:Min,
#Max:Max]
addProp InitSettings, #EnablePages, EnablePages
addProp InitSettings, #EnableSelection, EnableSelection
addProp InitSettings, #InitCollate, InitCollate
addProp InitSettings, #ShowPrintToFile, ShowPrintToFile
addProp InitSettings, #EnablePrintToFile, EnablePrintToFile
addProp InitSettings, #InitPrintToFile, InitPrintToFile
addProp InitSettings, #InitnCopies, InitnCopies
set Ok = showPrintDialog(InitSettings)
ifT getAt(Ok,1) = O then
if count(Ok) = 3 then
-- Print button clicked

121



put getAt(0k,3)
else
-- Cancel button was clicked
put "'Cancel button was clicked"
end if
else
-- Error occured
alert("Error: ™ & getAt(Ok, 1) & " - base error code')
end if
end
on getBehaviorDescription
return - - Print Dialog Behavior - -
end

Axolovlsi 0 kaowkag ya. to “file save dialog”, tov omoio ypnyowonoiocaus oto

Koovumi “save” oTHY TETAPTH OEAIOA TG EPAPUOYNG.

-— File Save Dialog Behavior

-- HandyDialog Xtra 1.0 or later is required

-— by Meliora Software www.meliorasoft.com/xtras/
-- Compatibilities: Director 6.0 or higher, Windows

property Title, FileType, FileExt, CreatePrompt, OverWritePrompt,
InitFile, InitDir, DefaultExt
on getPropertyDescriptionList

set description = [:]

addProp description, #Title, [#default:"", #Fformat:#string,
#comment:"Dialog Title:"]

addProp description, #FileType, [#default:'", #format:#string,
#comment:"File Group Description:']

addProp description, #FileExt, [#default:'", #format:#string,
#comment:"File Extensions (*.bmp; *.jpg):"1]

addProp description, #CreatePrompt, [#default:false,
#format:#boolean, #comment:"Show "Create New File" prompt if the file
doesn"t exist:"]

addProp description, #0OverWritePrompt, [#default:false,
#format:#boolean, #comment:"Show "Overwrite® prompt if the file
exists:"]

addProp description, #InitFile, [#default:"", #format:#string,
#comment:"Initial file name:"]

addProp description, #InitDir, [#default:the moviePath,
#format:#string, #comment:"Initial path:']

addProp description, #DefaultExt, [#default:'', #Fformat:#string,
#comment:"Default Extension (bmp):"]

return description
end
on mouseDown

fileSaveDialog
end
on fileSaveDialog

-— File Dialog Init Settings

set Filters = [[FileType, FileExt]]

set InitFilter = 1

set InitSettings = [:]

addProp InitSettings, #Filters, Filters

addProp InitSettings, #InitFilter, InitFilter
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addProp InitSettings, #Title, Title
addProp InitSettings, #CreatePrompt, CreatePrompt

addProp InitSettings, #ShowOverWritePrompt, OverWritePrompt

addProp InitSettings, #InitFile, InitFile
addProp InitSettings, #InitDir, InitDir
addProp InitSettings, #DefaultExt, DefaultExt
set Ok = showFileDialog(''Save', InitSettings)
ifT getAt(Ok,1) = O then
it count(Ok) = 3 then
-- Some file was selected
put getAt(0k,3)
else
-- Cancel button was clicked
put ""Cancel button was clicked"

end if
else
-- Error occured
alert("Error: " & getAt(Ok, 1) & " - base error code')
end if
end
on getBehaviorDescription
return - - File Save Dialog Behavior - ="
end

AK0A0VOEL 0 KWOIKAS TTOV YPNCUUOTIOINCAUE GE OLES TIS GEAIOES TOV IPOYPAUUATOG,

AoTE va GVVEYISEL va gival opat 6To ypHioTn N avtictoyn celido kdbe popd,

EPOGOY OEY TATIOEL KATTOL0 KOVUTIL..

on exitFrame me
go to frame ''sl1"
end
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