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Welcomel!

Introduction

AutoPlay Media Studio 7.0 is the state of the art in CD-autoplay multimedia tools.
With itsintuitive workflow and drag-and-drop objects, even absolute beginners

can quickly achieve impressive results. But despite its world-renown ease of use,
AutoPlay Media Studio is a serious devel opment tool. In fact, it's used by thousands
of peopleto create everything from AutoRun/AutoPlay menus and CD business cards,
to fully interactive training applications. With AutoPlay, your imagination is your
only limit!
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What Can | Create With AutoPlay Media Studio?

Quite simply, AutoPlay Media Studio helps you make professional multimedia
software. While the product excels at certain tasks like making front-end browsers for
CD-ROMs (i.e. AutoRur/AutoPlay menus), that’s just the beginning.

Integrating diverse media types such as images, sounds, videos, text, and flash into a
single cohesive presentation is what AutoPlay Media Studio does best. In fact, it has
been trusted to deliver rock-solid multimedia experiences to millions of people around
the world. Usersjust like you have chosen AutoPlay Media Studio for:

e Multimedia Authoring & Application Devel opment
e Computer Based Training (CBT) Applications

* CD-ROM AutoPlay/AutoRun Menu Systems

* Interactive Marketing Presentations

* CD Business Cards

e Much more

Intuitive Drag and Drop Design

AutoPlay Media Studio has aways been known for its easy-to-use visual design
environment. Simply drop high-level, interactive objects (images, video, text ec.)
onto pages to create instant functionality. Move them into position using your mouse
or with the aid of an extensive assortment of alignment tools and grids. Once you' ve
got your interface down, it’'s a snap to attach powerful actions to various events such
as mouse clicks and key presses. Whether it's opening a PDF file, playing a video or
showing a web site, the Action wizard makes it easy to choose from the over 640
built-in functions.

Introduction
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About This Guide

This user’s guide is intended to walk you through building a sample project: a CD
business card for afictional real estate agent named Ted Sellers. You'll learn theins
and outs of the program interface, and how to perform many common tasks.

The guideis organized into 10 lessons:

Lesson 1: Getting Started

Lesson 2: Graphics and Text

Lesson 3: Working with Multiple Objects
Lesson 4: Buttons, Actions and Pages
Lesson 5: Status Text

Lesson 6: Scrolling Text

Lesson 7: Video

Lesson 8: Audio

Lesson 9: Publishing

Lesson 10: Scripting Basics

Each lesson begins with a brief overview and alist of the things you will learn in that
lesson. The lessons are divided into a number of exercises, which are broken down
into individual steps. Each step appears in bolded text, with a number besideit so you
don't lose your place. Additional information or explanation for each step is included
in the non-bolded text that follows it.
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Document Conventions

This user’ s guide follows some simple rules for presenting information such as
keyboard shortcuts and menu commands.

Keyboard Shortcuts

Keyboard shortcuts are described like this: press Ctrl+V. The*+" means to hold the
Ctrl key down while you presstheV key.

Menu Commands

Menu commands are described like this: choose File > Open. This means to click on
the File menu at the top of the AutoPlay program window, and then click on the Open
command in thelist that appears.

: File%-Edit glign  Page  Ohject : Eiie Edit  Align  Page  Ohiject
i L Mew Chrl+M b
A1 IR I wa £
f et Ex < [ S CB
) Project Save As...
':l ARG Export...
Revert
Properties. ..

1 My Project.am?

Exit Ch+Q)

“File> Open” meansclick on the File menu, then click on the Open command

Typed-In Text

When you're meant to type something into atext field, it will be presented in italics,
likethis: type " AutoPlay makes me happy" into the M essage setting. This means to
typein "AutoPlay makes me happy", including the quotes.

AutoPlay = AutoPlay Media Studio

Throughout this user’s guide, the name “ AutoPlay” has been used as a short form of
“AutoPlay Media Studio.” Whenever | refer to “ AutoPlay,” I’ m referring to the actual
product.

11
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Lesson 1:

Getting Started

Every journey begins with afirst step. In thislesson, I'll walk you through the
creation of a new project, and introduce you to the AutoPlay program interface.

12
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What You'll Learn How Long Will It Take?

In this lesson, you' Il learn how to: This |esson takes approximately
20 minutes to do.

* Createanew project

* Makesureyou havethe latest version of
AutoPlay Media Studio

* Recognizethe different parts of the
program interface

*  Customize the workspace

» Load a pre-configured workspace layout
» Take advantage of self-help resources

* Changethe project’s window title

» Set thepage sizefor the project

13
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Starting the Lesson

Sincethisisthefirst lesson, thereisn’t anything you need to do before you get started.
So let’sdiveright in and start learning AutoPlay!

Starting a New Project

Everything has to start somewhere, and in AutoPlay, the design process starts with the
creation of a new project.

A project isjust the collection of files and settings and everything else that makes up
an AutoPlay application. A typical project will consist of several pages, with different
objects on each page. Each page, and each abject on it, has individual settings that you
can edit and adjust to make the application do what you want it to. These settings are
al stored inasinglefile, called the project file.

Thisfile, along with any images, videos, or other files that you add to your project, are
collected inside a special folder called the project folder. The project folder contains
everything that belongs to the project, including the project file. Each project has its
own project folder, which serves as a container for the project.

Throughout this tutorial, you'll be working on a single project. This project will start
out simple and then gradually become a fully working example as you learn more of
AutoPlay’ s advanced features.

But before you can start adding cool things to your application, you need a project to
work on. So let’s open the AutoPlay Media Studio program and start a new blank
project.

1) Open AutoPlay.
Use the Start menu to launch the AutoPlay Media Studio program.

Sart > All Programs > Indigo Rose Corporation > AutoPlay Media Sudio 7.0

Lesson 1



2) When the Welcome dialog appears, click on “Create a new project.”
The Welcome dialog appears whenever you run AutoPlay Media Studio.

It easily |ets you create a new project, open an existing one,

or restore the last project

that you worked on. (Restoring the last project automatically opens the project you

had open the last time you ran AutoPlay.)

e, — A P :r.» WELCOME TO AUTOPLAY MEDIA STUDIO

4

CREATE A NEW PROJECT
| OPEN AN EXISTING PROJECT _
RESTORE LAST OPEN PROJECT

EXIT AUTOPLAY MEDIA STUDIO
e —

YT E——

A

The Welcome dialog

When you click on “Create a new project,” the Welcome dialog closes and the New

Project dialog appears.

3) Explore the New Project dialog.

The New Project dialog lets you name your project and choose what kind of project

you'd liketo start.

Getting Started
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The New Project dialog

In the middle of the New Project dialog, thereis a scrollable list with a bunch of
thumbnail images on it. Each thumbnail image represents a different project template.
A project template is a ready-made “ starter project” that you can use to get your own
project off the ground. As you can see, the project templates come in many different
styles and themes.

4) Change the project name to Tutorial.

Y ou want to replace the default text “My Project” with the correct name for this
project, so highlight all of thetext in the Enter Project Namefield and type Tutorial.

This will be the name of the project folder, which is the folder that will be used to
keep all of the project’s files together, and of the project file, which is the file that
contains all of the settings and options that make up your project. (Thisis thefile that
you will “open” whenever you want to load this project into AutoPlay.)

Every project needs a name, and that name has to be unique. Y ou can't give two
projects the same name (and in fact AutoPlay won't et you).

Lesson 1



6) Click on the thumbnail for the Blank Project template.

You'll be starting the tutorial project from scratch, so select the Blank Project
template.

Note: To select atemplate, just click on its thumbnail.

7) Click on “Create Project Now.”

When you click on Cresate Project Now, the New Project Options dialog closes,
AutoPlay sets up the project folder and project file with the name you chose, and the
project is loaded into the design environment.

Note: The AutoPlay Media Studio program interface is also known as the design
environment.

Since you selected the Blank Project template, your project consists of a single blank
page, with no objects oniit or anything. A clean sate for you to build on!

Tip: Once you'rein the design environment, you can start a new project by choosing
File> New.

8) Maximize the AutoPlay program window.

The easiest way to work with AutoPlay is with the program window maximized so it
covers the whole screen. This way, you have the whole desktop area to work with, and
you won't have any other programs or windows in the background to distract you.

To maximize the window, click on the little Maximize button, which is the second
button from the right on the AutoPlay title bar (right next to the Close button).

Maximize

If the maximize button looks like this:

...then you already have the program window maximized. (That button is actually the
Restore button, which takes the place of the Maximize button while the window is

17
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maximized. If you click the Restore button, the window will return to the size and
position it had before you maximized it.)

Making Sure You Have the Latest Version

AutoPlay has the built-in ability to check the Internet to see if there is an update
available. Before we start exploring the program interface, let’s use this feature to
make sure you have the latest version of the program.

1) Choose Help > Check for Update.

The TrueUpdate wizard will open. TrueUpdate is an Internet update technology
developed by Indigo Rose Software that makes it easy to add automatic updating
capabilities to any piece of software.

2) Click Next.

When you click Next, the TrueUpdate wizard will connect to the Indigo Rose website
and determine whether a newer version of AutoPlay is available for you to download.

Note: If you are running any Internet firewall software such as ZoneAlarm, it may ask
you whether to permit the TrueUpdate Client to connect. You will need to allow the
client to connect in order for the update to work.

3) If an update is available, click Next and follow the instructions;
otherwise, click Finish to exit.

If an updateis available, click Next and follow the instructions to update your
software to the latest version. Otherwise, click Finish to exit the TrueUpdate wizard.

Learning the Interface

Now that you have AutoPlay started and you’' ve made sure that you' re using the latest
version, it'stimeto get comfortable with the program interface itsdlf.

1) Explore the AutoPlay program window.
The AutoPlay program window is divided into a number of different parts.

At thetop of the window, just under thetitle bar, is the program menu. You can click
on this program menu to access various commands, settings and tools.

Below the program menu are a number of toolbars. The buttons on these toolbars give
you easy access to many of the commands that are available in the program menu.

Lesson 1



Tip: You can create your own custom toolbars or edit the existing ones by choosing
Tools > Customize.

Menu Page Tab Toolbars Page Surface

B Tulsrislam? - AuloPlay Mediz Simdia
He Edt &gn Pxe Ohedt Frojeg: Pbkh ew  Took e

PO+ @l 2un0 Y9OSR L. BOR B0 (0.

Lol || (2 oo |
L E I= rd I I = = I= ]
| -4
[ Gitea Eventz:
- Pape ~
Hawe: Pt
DTN
Enpacrds
BachgroundEtvla Sold
Buchgrrundinag i3
Iregetty it bopage
BachgroandCobr [ SFFFFFF
aradenios [l 20000FF
Traesion P
Trereskirsenling: <ok Button ¥
IrbratEsathaao i
IrharitCbrimsct
- Actions L3
o Frebed — e e E
i, e
I:'-':m rx :I-rJIIw\Le-II-nlx-lI.ml-e-lI:or!nlIxJunllnoJulldnll-ol-nllﬂJ-:lml-nl
e el et —— o - —— - —r | == T - o
Properties Pane  Work Area Status Bar

In the middle of the program window, the surface of the current pageis visiblein the
work area, measured in pixels by a pair of rulers.

At the very bottom of the window, a status bar reflects your interaction with the
program and offers a number of informative readouts.

The rest of the program window is made up of individual sub-windows known as
panes. Each pane can be docked, tabbed, pinned, resized, dragged, and even made to
float on top of the design environment.

Tip: To show/hide panes, use the View menu (View > Panes).

19
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One very useful paneis the properties pane. By default, it’s located to the left of the
work area, along the left side of the screen. Thisiswhere you can see and edit the
settings for the currently selected object or page.

The settings on the properties pane are organized into categories. Y ou can expand or
collapse these categories by double-clicking on the category heading, or by clicking
onthelittle + or - symbols that appear in the column to the left.

| CIx]
Expand/Collapse — /= Page —#——— Category Heading
MName: Pagel
Descripkion
Keywords
Backaroundstyle Solid
BackaroundImangs
Imagestyle Fit to page
BackgroundColor [ | #FFFFFF
GradientColor ] #0000FF
Transition Mone
TransitionSetting: Click Button
InheritBackgroun

Setting

Value

InheritObjects
- Ackions
on Preload -- Mone --
O Shows -- Mone --
on Close -- Mone -- B

Propertiespane

2) Close the properties pane.
Y ou can close a pane by clicking on the little x on itstitle bar.

3) Choose View > Panes > Properties to open the properties pane again.

All of the panes can be toggled on or off in the View menu. When you choose View >
Panes > Properties, the properties paneis restored to the same position it occupied
before you closed it.
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4) Make the properties pane smaller by dragging its top edge down.

Y ou can resize the panes by dragging their edges. In this case, you want to drag the
part “ between” the two panes...thelittle bit of pane above the properties pane and
below the project explorer pane. As you begin to drag the edge of a pane, aline will
appear to show where the edge will move to when you rel ease the mouse button.

| []5how Events N | []5how Events
| « %/ . clx
[= Page - |- Page -
Marne Pagel Marne Pagel
Descripkion Descripkion
kKeywords bbby e =+
Background3tyle Solid Background3tyle Solid
BackgroundImang: BackgroundImang:
Imangeskyle Fit to page Imangeskyle Fit to page
BackgroundCalor [ | #FFFFFF BackgroundCalor [ | #FFFFFF
GradientColor | #0000FF GradientColor | #0000FF

Resizing the properties pane

When panes are docked alongside each other, dragging an edge will resize both panes
at the same time—making onetaller and the other shorter, for instance. As a matter of
fact, when you make the properties pane smaller, you will be making the project pane
taller at the sametime.

5) Move some of the panes around. Try moving panes to the edge of the
screen to dock them, or drag them on top of other panes to combine
them in different ways.

Y ou can move panes around by dragging them by their title bars. As you move a pane,
an outline shows you the general area where the pane will end up. If you drag the pane
near the edge of the screen, or near another pane, the outline will “snap” to show you
how the pane can be docked, tabbed, or otherwise combined with the target area.

21
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-J Project
|:| Pagel %

i—— Outline (this pane
will be docked above
the Project Explorer
pane)

Docking a pane

Note that when panes are tabbed, dragging thetitle bar moves all of the tabbed panes
at once. You can “tear” atab away by dragging it away from the others. You can also
reorder the tabs by dragging them left and right.

Tip: When you're dragging panes, it’s the position of the mouse cursor that
determines how the pan€'s outline snaps into place. For example, to dock a pane
below another one, drag the pane so the cursor is near the bottom edge of that pane.
To “tab” one pane with another, drag the pane so the cursor is on top of the other
pan€ stitle bar.

Docked panes can aso be“ pinned” or “unpinned.” Pinned panes remain open when
you’'re not using them. (All of the panesin the default layout are pinned.) Unpinned
panes stay out of the way until you click on them or hover the mouse over them.
Whenever you need them they “slide” open, on top of everything else, and then slide
closed when you're done.

Lesson 1



Unpinned (closed)

Pinned

*) Project

i:] Pagel

galuadold &

Pinned and unpinned panes

Y ou can pin or unpin a pane by clicking thelittle pin icon on the pane’ s title bar.

Project Explorer L Project Explorer

Pinned Unpinned

Panes remember their positions even after you unpin them. If you unpin a pane, and
then pin it again, it will return to the position it had before it was unpinned.

Note: Tabbed panes are pinned or unpinned together. If you unpin a pane that is
tabbed, al of the other panes that are tabbed with it are unpinned too.

6) Choose View > Layouts >AutoPlay Menu Studio 3.0.

AutoPlay comes with a number of pre-configured workspace layouts that you can
access from the View menu. The* AutoPlay Menu Studio 3.0" models the design
environment after one of AutoPlay’s predecessors.

Tip: You can create your own workspace layouts by arranging the panes to your
liking and then choosing View > Panes > Save Layout. Any layouts you save are
added to thelist in the View menu, and can be selected just like any of the pre-
configured layouts.

7) Choose View > Layouts > Restore Default.

This returns the design environment to the default workspace layout, which is the one
you will use throughout this tutorial.

Tip: Fedl freeto make the properties pane a bit wider by dragging their inside edges
towards the page surface a little.

23

Getting Started



24

8) Choose View > Grid to turn the grid on.

A layout grid appears on the page surface. This grid can be helpful when you want to
line up objects visually on the page.

Tip: You can make objects “snap” to the grid as you move them by choosing View >
Snap to Grid.

9) Choose View > Grid to turn the grid off.
Choosing View > Grid again toggles the grid back off.

Getting Help

If you still have any questions after you complete all the lessons in this user’s guide,
there are many self-help resources at your disposal.

Here are some tips on how to quickly access these sdlf-help resources.

1) Press the F1 key.

The online help isonly a key press away! AutoPlay Media Studio comes with an
extensive online program reference with information on every abject, action, and
feature in the program.

In fact, whenever possible, pressing F1 will actually bring you directly to the
appropriate topic in the online help. This context-sensitive help is an excellent way to
answer any questions you may have about a specific dialog or object.

Note: Y ou can also access the online help system by choosing Help > AutoPlay
Media Studio Help.

There are three ways to navigate the online help system: you can find the appropriate
topic using the table of contents, or with the help of the keyword index, or by
searching through the entire help system for a specific word or phrase.

2) Close the online help window and return to the AutoPlay design
environment.

To exit from the online help, just click the Close button on the help window’ stitle bar.

3) Choose Help > User Forums.

AutoPlay Media Studio is used by thousands of users worldwide, many of whom
enjoy sharing ideas and tips with other users. The online forums can be an excellent

Lesson 1



resource when you need help with a project or run into a problem that other users may
have encountered.

Choosing Help > User Forums opens your default web browser directly to the online
user forums at the Indigo Rose website.

4) Close your web browser and return to the AutoPlay design
environment.

Exit from your web browser and switch back to the AutoPlay Media Studio program.

Alternatively, you can press Alt+Tab to switch back to AutoPlay while leaving the
web browser open in the background.

5) Choose Help > Technical Support > Support Options.

This takes you to the Indigo Rose support web site, where a variety of online technical
support resources are available to you, including a large knowledge base with answers
to some common questions.

Thisis also where you can find information about ordering one of our premium
support packages and submitting a support request.

6) Close your web browser and return to the AutoPlay design
environment.

When you' re done browsing the technical support information, return to the AutoPlay
design environment to continue with the lesson.

Setting Preferences

There are anumber of preferences that you can configure to adjust the AutoPlay
design environment to suit your work style. Let’s have alook at some of them.

1) Choose Edit > Preferences.

Thiswill open the Preferences dialog, where all of AutoPlay’s preferences can be
found.

25
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Preferences [lg|
Build (puild
Code Signing
D ocument Fresiew
- Ervironment [ Corfitm
] Falders F 1 Minimizs
- D.rag and I.:Jn.:up [] lgnore wamings
File Aszociations F15hon detig wirdon
Resource Preview = : g
Script Editar [] Code sign
Spell Checker ;
Startup Fublizh
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CE
[] Optimize resources before publish
l oK |
[ Cancel ]
[ Help ]

Build preferences

The preferences are arranged into categories. The categories are listed on the |eft side
of the dialog. When you click on a category, the corresponding preferences appear on
theright side of the dialog.

Tip: If thisisthefirst time you’ ve opened the Preferences dialog, the Build category
will already be selected. One of the Preview options in this category is worth noting.
The Show debug window option allows you to display debug informationin a
separate window whenever you preview the project. Turning this option on can help
you see what’ s going on “under the hood” during a preview, which can be helpful if
you run into any problems while you’re testing your project.

Lesson 1




2) Click on the Environment category.

The Environment preferences allow you to change the way the design environment
looks. For example, you can change the colors that are used when objects are selected,
or change the background color of the entire work area. Y ou can even change the
color of the“shadow” that appears behind the page surface (or turn it off completely).

Preferences FX|
B '
Code Signing
Document Selected Object Colors

Ervviranment

sekcied | NN~ |
Folders
#- Drag and Dirop Grouped

File Aszociations

Resource Preview Pinned E

Script Editor

Spell Checker Stage Colorz

|Jpdates

Show page shadow
- Themes
I Ok ] Gl : Drefault w |
= N A B I
Girid theme: I whidbey w |

[ Hep | "

Environment preferences

Tip: Turning off the page shadow can make it easier to visually line objects up with
the bottom and right edges of the page.

3) Expand the Environment category by double-clicking on it, and then
click on the Project Size category.

Y ou can also expand the Environment category by clicking on the little plus symbol to
theleft of it.
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Build il Project Size
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= Erwiranment (O 30 ME (%) 700 MB
2 ng'jdE"”ES () 50 ME () 4.3 GE (4403 MB)
- F.”ipl__, o O 180 MB O 4.7 GB (4313 MB]
le - () B50 ME () Cuistam

Folders L | ME

Crag and Drop
File Aszociations Warning Size
Resource Preview e
Script Editor |E":I :_
Spell Checker
Startup

[

4

|

l K l

[ Cancel ]

[ Hep |

Project Size preferences

The Project Size preferences are where you can set the target media size, which
determines the scale of the meter on the Project Size pane.

OB TAME 150ME ZI5ME 0B ATaMEB 450ME S25ME GI0ME H75ME | T50ME

Project Size pane

If you set this target media size to match the size of the media you're using, you'll
have avisual indicator of how much spaceis|eft in your project as the project grows
insize
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Note that this preference doesn’t affect the project in any way; the target media size
only affects the size meter on the Project Size pane. It also doesn’t matter how big the
disc in your burner is...if you want the size meter to match the size of the media
you're using, you' Il need to change the target media size manually whenever you
switch from one media size to another.

4) Feel free to explore some of the other categories. When you're done,
click OK to close the Preferences dialog.

There are many other preferences that you can set, such as the number of undo levels
for the program (in the Document category) and what happens when you drag afile
onto the page (in the Drag and Drop category). Take some time to look through the
categories and familiarize yoursalf with the different options that are available.

Remember that you can click Help or press F1 to get moreinformation about any of
the settings in a specific category.

Modifying the Project Settings
The project settings affect the appearance and behavior of your application at run
time.

Note: Each project has a number of settings that can be configured on a per-project
basis. These project-wide settings can be accessed from the Project menu.

1) Choose Project > Settings.
This opens the Project Settings dialog.

Getting Started
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Project Seitings
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L N w
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| | .--I .E_:h]:.r.}';'_,
Options
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‘ | = J Browse

Taskbar Resize

(%) Standard [Jwindow is resizable

() System tray wicdth tir. height:
© Hidden EIE =

[ 0k ][ Cancel ][ Help

Project Settings dialog

2) Change the Window Title to Ted Sellers - An Agent You Can Trust.

By default, the window title is the same as the name of the project. This project is
going to be a CD business card for a (fake) real estate agent named Ted Sellers, so
let’ s make the title something more appropriate.

To change the window title, replace the text in the Window Titlefield with Ted
Slers - An Agent You Can Trust.

Note: This text will appear in the application’s title bar when the user runs your
application.
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3) Make sure the page size is set to “Medium.”

Setting the page sizeto “Medium” sets the Width and Height settings to 630 and 425,
respectively. Thisisagood “safe’ sizefor an application, sinceit will fit on every
common Windows screen resolution from 640x480 and up.

Note: This sets the width and height for al of the pages in your project.

4) Click OK to close the Application Settings dialog.

Therest of the settings are fine, so click OK to close the Application Settings dialog
and return to the main program window.

5) Choose Publish > Preview.

AutoPlay’s preview feature lets you take a “ sneak peek” at your application, without
actually building or burning the project. At this point, thereisn’'t much to see, since
the project still consists of a single blank page. But the text you entered for the
window title does appear in thetitle bar, and if you could measure the page, you'd
find that it is indeed 630 pixels wide by 425 pixelstall.

& Ted Sellers - An Agent You Can Trust

Getting Started
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6) Click the Close button on the title bar to exit the preview.
When you exit the preview, you're returned to the AutoPlay program window.

7) Choose File > Save.

When you save the project, all of the changes that you’' ve madeto it are stored in the
project file. You can open that project file at any timeto continue working on the
project.
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Lesson 1 Summary
In this lesson, you learned how to:

Create a new project

Make sure you have the latest version of AutoPlay Media Studio
Recognize the different parts of the program interface
Customize the workspace

L oad a pre-configured workspace layout

Take advantage of self-help resources

Change the project’s window title

Set the page size for the project

Getting Started
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Graphics and Text

This lesson will introduce you to objects, the basic building blocks that make every
AutoPlay application unique. Thetwo easiest objects to use areimages and labdls.
Together, they let you populate your project with graphics and text. Although they're
simpleto use, they allow you to do some very advanced things, and by the end of this
lesson, you' [l bewell on your way to manipulating these objects like a pro.

Most of the skills you’ll learn in this lesson can be applied to all of the objects you’ll
usein AutoPlay, so pay attention—this is very useful information. For instance, all of
the objects in AutoPlay can beresized and repositioned fredly, and in this lesson
you'll learn how to do that. You'll also learn how to rename objects, and how to
quickly create a clone of an existing object by duplicating it...areal time saver that
you'll find yourself using time and time again.
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What You'll Learn How Long Will It Take?

Inthislesson, you'll learn how to:

This lesson takes approximatey
Change the page background 45 minutes to do.

Add an image object

Resize objects

Add label objects

Duplicate objects

Changethetext in alabd object

Rename objects

Use custom font settings

Use different text colors

Copy a color from one object to another

Match an object’ s normal, highlight and
click colors

Save the project

Preview the project

Graphics and Text

35



36

Starting the Lesson

If you’re continuing from Lesson 1, you should still have AutoPlay running with the
Tutorial project open. If so, you're ready to move on to the next exercise: Choosing a
Page Background.

Otherwise, you'll need to open the project file that you saved at the end of Lesson 1.

1) Open the Tutorial.am7 file that you saved in Lesson 1.

When you save a project, AutoPlay automatically creates a project folder for it inside
your “My Documents\AutoPlay Media Studio 7.0\Projects’ folder. This project folder
is where everything that belongs to the project is stored—including the project file,
which contains all of the settings used in the project.

The project folder and the project file always have the same name that you gave to the
project when it was created. The project file's name ends with a“.am7” file extension.

Since you named this project “ Tutorial” in Lesson 1, the name of the project folder
will be Tutorial, and the name of the project file will be Tutorial.am7. So, the path to
the project file should be something like:

..\My Documents\AutoPlay Media Studio 7.0\Projects\T utorial\T utorial.am7
To open the project, you just need to open that project file.
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Choosing a Page Background

Each project is made up of one or more pages. A pagein AutoPlay isvery much likea
pagein a book. Just likein a book, each page can have different items on it, such as
different photographs and text.

Of course, in AutoPlay, there's alot more that you can put on a page, from text and
graphics to interactive buttons and full-motion video. (You’ll see the different kinds of
objects you can put on a page as you go through the lessons in this user’s guide.) But
for now, let’s just focus on the page surface itsdlf.

1) Click on the page surface.

wtartal am ] - AntoPley Modi Slediz

Bla Edt Son Pugs  Ohisck Piojsdt Publh Bea  Tooh bk
FUH 2 D 0f ead28n]9vess .. 400 30 8.
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) Poisct E I= 123 = 5] I= = I
2] Paged
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1
5k Evens ]
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Paamsa Pagal
RGN
Farprands ]
Bxchgroaundave Soid E
Backpound ey
gty Fita page
Backgoundcolar [_] #rererer
Gty [l #1000
T eaican P :i
Trariancatting: ek Button |
i bachgraun
InhariDirmctn
) Ieckiomn Work Area
0 Prakad — hlifys i -
o e e PO -~ 9 'I '"I_ ot | . | | .... | ..--. | | an .. | . | 1 | .- s ;'
oncker M- gl HE T A e e
Fress L fox Help 1 }THE ATEAE | |n i

The page surfaceis shown in the middle of the work area. (It’s the big white
rectangle)

When you click on the page surface, the page’s settings are displayed in the properties
pane.
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i i
- Page -
Mame Pagel
Descripkion
Keywords
Background3tyle Solid |-
BackaroundImange
Imagestyle Fit ko page
BackgroundColor [ | #FFFFFF
GradientColor | #0000FF
Transiktion Mone
TransitionSetting: Click Button

Page Name

The properties pane

In the properties pane, you can see that this page is named Pagel, and that its
background styleis set to Solid.

Tip: You can click on the page surface at any timeto “select” the page and see its
Settings in the properties pane.

Since a big whiterectangleis a bit boring for this project, let’s make the page more
interesting to look at.

2) In the properties pane, set the Background Color to Pale Blue
(#99CCFF).

The surface of the page is also called the page background. When you start a blank
project, it has asingle, blank page, and the background color is solid white.

To set the background color to Pale Blue, click on the BackgroundColor setting in the
properties pane, and then click the select button to bring up a color chooser.

BackgroundColor (I R ‘?— Select Button

GradientColor ] #0000FF

Click the Select button to choose a background color

On the color chooser, hold your mouse over one of the color squares until the name of
the color appears. (If you hold your mouse over a color square for a second or two, the
name of the color will appear in atooltip.) Now move your mouse around and look at
the names of the other colors. Try to find the color named Pale Blue. (It should bethe
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third color from the right on the bottom row.) Click on the color named Pale Blue to
make it the new background color.

Autarmatic

Mare Caolars, ..

Y ou can also set the color by editing the hexadecimal value directly. A quick way to
do thisisto double-click on the name of thetext field (in this case, the
“BackgroundColor” part itself), type in #99ccff and press Enter.

Note: Double-clicking on the name of atext field automatically highlights all of the
text inthefield for you. Whenever text is highlighted, anything you type instantly
replaces the highlighted text.

Tip: When typing in hexadecimal color values, you don't have to use capital |etters.
AutoPlay will automatically capitalize the | etters for you.
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Hexadecimal...?

Hexadecimal color values aren’t as complicated as they look. They're just a compact
way of describing colors.

Each color is made up of three values: onefor the amount of red in the color, one for
the amount of green, and onefor the amount of blue. (Computers make different
colors by mixing red, green and blue light together on the screen.)

If you’ ve used any graphics tools like PhotoShop (or even M S Paint, for that matter),
you’ re probably used to setting the RGB value for a color using numbers between O
and 255. The hexadecimal color #99CCFF is just a compact way of saying: “set Red
to 153, Green to 204, and Blueto 255.”

Each pair of digitsin the color represents either red, green or blue, in this pattern:
#RRGGBB. (Two digits for red, then two digits for green, and then two digits for
blue)) So what do the letters like FF and CC mean? Well, that’s just hexadecimal,
which is a compact way of writing numbers. Hexadecimal (or “hex” for short) extends
theregular decimal numbers (0-9) with six extra digits (A-F). So, if you were
counting to 18 in hexadecimal, you would go: “0...9, A, B, C, D, E, F, 10,11,12.”
Understanding hexadecimal is a bit technical, but all you need to know to make
hexadecimal color valuesis that |etters are bigger than numbers. (“A0” is bigger than
“99”, “DB” is bigger than “D7”, etc.) In #fRRGGBB notation, bigger values mean
“more of that color.” FF isthe biggest value you can have, so #FF0000 means “100%
red, 0% green, 0% blue.” #FFFFFF is white (100% red, green and blue), and #000000
is black (no red, green or bluelight at all).

Asfor the number sign (#) in front, it Ssmply indicates that hexadecimal numbers are
being used—kind of like how a dollar sign ($) lets you know that $5.24 means five
dollars and 24 cents.

3) Change the background style from “ Solid Color” to “Gradient,” and
set the gradient color to Tan (#FFCC99).

To change the page’ s background style, click on the BackgroundStyle setting in the
properties pane, then click the sdect button and choose “ Gradient” from the list.

BackgroundStyle EelEal=yls b

Select Button

BackgroundImadge
Imangeskyle Gradient List

BackgroundColar
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To change the gradient color, click on the GradientColor setting, and then click the
select button to bring up the color chooser. Find the color square named Tan—it
should be the second color from the left on the bottom row—and click onit.

$¢1n:|re Calars, ..

The page background should now be a gradient between the background color at the
top (Pale Blue), and the gradient color at the bottom (Tan). A gradient is just a smooth
blend from one color to another. So, the page surface blends smoothly from Pale Blue
at thetop, to Tan at the bottom. (I liketo call this “Desert Sunrise.”)

Using a gradient is an easy way to create a simple, attractive background for the page.

4) Change the background style from “ Gradient” to “Image.”

Setting the background style to “Image” lets you specify an image for the page
background. This does exactly what it sounds like: the image is stretched over the
page surface, and any abjects that you put on the page will appear on top of the image.
(W€l select a background image in a moment.)

Note that the background color changes from a gradient to a single color, specifically
the “BackgroundColor” setting. Thisis the color that any uncovered parts of the page
will haveif theimage style is set to “ Actual size” and theimage is smaller than page.

5) Click on the Backgroundimage setting, and then click the browse
button. When the Select File dialog opens, click the Gallery button.

Selecting an image is done using the Select File dialog. To open the Select File dialog,
click on the Backgroundl mage setting, and then click the browse button.

When you click this button, a Select File dialog opens so you can browse for afile.
Clicking the Gallery button on the |eft side of this dialog gives you access to the
complete library of files that came with AutoPlay.

Graphics and Text
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© Select File
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e
Ok ][ LCancel

Click the Gallery button

Note: There are five buttons on the left side of the Select File dialog: My Pictures,
Gallery, My Project, My Documents, and My Computer. The My Project button is for
files that you’' ve already added to your project; the Gallery button is whereyou'll find
the files that came with AutoPlay; and the other three buttons let you bring in files
from other locations on your computer.

6) Try navigating in the Select File dialog. When you find an image that
you like, click OK to select it as the background image.

Because AutoPlay knows that you're looking for a page background, when you click
the Gallery button on the Select File dialog, it automatically takes you inside the
Backgrounds folder.

Although you will find many nice backgrounds in that folder, you can navigate to
another folder in the Select Filedialog if you want.
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Navigating in the Select File dialog is just like browsing for filesin Windows. To
move back “up” or “out” of afolder, click the move up button at the top of the dialog.

— doam-

al
The Move Up button

If you moved up to the parent “Images” folder, you would see the Backgrounds
folder, along with two other folders in the AutoPlay image gallery.

X

@ Select File
Loak, in: |li’}|mages vi O @ EH~

Iy Pictures ,J ,J ’J
ok
Gallery Backgrounds Elements Window Masks

=
g

My Project

A

My Documnents

- R

ty Computer

[ Ok ] [ LCancel

The Backgroundsfolder and its siblings as seen from their parent folder

To reach thefiles in the Backgrounds folder again, just double-click on it. When you
double-click on afolder, you essentially go “into” that folder, revealing the folder’s
contents (which can include files or even other folders).
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Asyou can see, the gallery isfull of useful images, including several high-quality
abstract images that make excellent backgrounds. (Which is great for those of us
whose artistic talent goes about as far as“Desert Sunrise.”)

Once you find an image that you like, click OK to select it as the background image.
The Select File dialog will close, and the image will appear on the page as the
background.

Note: Theimage you select automatically gets copied to your project’s Images folder.

7) Choose View > Panes > Gallery Browser, and then choose View >
Panes > Resource Preview.

In the default window layout, the Gallery and Preview panes are not displayed. To
show the Gallery pane, choose View > Panes > Gallery Browser. (Therewill bea
check mark next to Gallery Browser in the View > Panes submenu when the Gallery
paneisvisible) Next, make the Preview pane visible by choosing View > Panes >
Resource Preview.

8) Switch the Gallery pane to use the List view.

Asin Windows folders, the gallery pane has a number of different “views’ you can
useto look at thefiles it contains. You can switch views by right-clicking on an empty
spot within the pane, and choosing a different item from the View menu.

Gallery

m (= @ 7=
i Backgrounds
) Elements
I Window Masks
ks
Large Icons
Small Icons
; Refresh
& List
Dietails
Properties
Zreate Folder
[ |

Different view options
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Most of the screenshots throughout this user’s guide were taken using the “List” view.
AutoPlay Media Studio uses the “Thumbnail” view by default.

Don’'t worry if your panes don’t look like the ones in this user’s guide—you can
switch to the“List” view everywhereif you' d like, but the other views providethe
same basic functionality. Which view setting you use is entirely up to you.

9) On the Gallery pane, click on the Images button, and navigate into the
Backgrounds folder.

The Gallery pane lets you browse the library of files that came with AutoPlay. This
library is organized into different sections, each one accessible with a button at the top
of the pane. Make sure you' re viewing the Images section of the Gallery pane; if not,
click on the Images button at the top to switch to it.

: cx

=% 0 a5
ICiBac cuuru:l.s

[_JElements
I Window Masks

Click on the Images button at the top of the Gallery paneto browse for images

Navigating in the Gallery paneis just like navigating in the Select File dialog, or in
Windows. To reach thefiles inside the Backgrounds folder, just double-click on it.

The Gallery pane gives you another convenient way to change the page background.
Let’s useit to change the background to a different image.

10) Locate the file named 630B1151.jpg, and drag it onto the page
surface. When asked if you want to set it as your page background,

click Yes.

If the Gallery pane and the Preview pane are both open at the same time, anything you
select in the Gallery pane will automatically be previewed in the Preview pane. So,
when you select 630B1151.jpg, the Preview pane gives you a sneak peak at thefile.

Graphics and Text
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630B1151.jpg in the Preview pane

To make the 630B1151.jpg file the background image for the page, you can drag it
from the Gallery pane onto the page surface.

Note: To drag thefile, click on it with the mouse, and, keeping the left mouse button
held down, move the mouse so the mouse pointer is over the page surface. (A little +
symbol will appear next to the mouse pointer to show that you're dragging
something.) When you let go of the left mouse button, the file will be “dropped” onto
whatever is under the mouse pointer...in this case, the page surface.

Whenever you drag and drop an image that is larger than 75% of the page size,
AutoPlay asks you if you want the image to be used as the page background. (An
image that big would cover most of the page anyway.)

Drag and Drop Assistant |Z|

Do pou want bo zet thiz image [E30B1151.jpg] az your page
- background?

[ ] Don't ask me again [ eg k] [ Ma

Click Yesto add theimage as a page background
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If you answer Y es, the page' s Image setting will automatically be set to use that image
as the background. (If you answer No, the image will be dropped onto the page as an
image object.)

Tip: You can change the % size threshold and turn this feature on or off by choosing
Edit > Preferences and adjusting the settings in the Drag and Drop category.

11) Double-click on the page surface to open the Page Properties dialog.
Another way to access page settings is by double-clicking on the page surface.

Double-clicking on a page (or object) in AutoPlay opens a dialog with al of the
Settings on it.

The Page Properties dialog contains all of the settings that are available in the
properties pane. As you can see, the changes that you made in the properties pane are
reflected on the Page Properties dial og.

Page Properties: Page1 |z'@

& Settings =] Seipt|

Page
Hame: Drescription:
|Pagel |

Kewwards:

Background
() Solid color

(O Gradient

) Image
File:

AutoPlapmages 63081151 pg j
® Fittopage O Tile (O Actual size Background color:

Inheit

Backaground from page: %None v Dbjects from page: iH.one v

Transition

Effect: ;.Hﬁne v PR

[ QK H Cancel ][ Help

Page Praopertiesdialog
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Some people prefer double-clicking to make their changes, while others prefer to use
the properties pane; the double-click dialogs are a bit easier to usein some cases,
whereas the properties pane can be quicker at other times—such as when editing
multiple objects at once. Feel freeto use whichever method you prefer. (Most of us
here at Indigo Rose use both.)

Inthis user’s guide, I’ ve focused more on the properties pane, since as ardatively
new interface it requires a bit more explanation...the double-click dialogs are more
familiar to most users and should be self-explanatory.

12) Click Cancel to close the Page Properties dialog.

Clicking the Cancel button closes the dialog and cancels any changes you’ ve made
while it was open. (In this case you didn’t make any changes, so it doesn't really
matter whether you click Cancd or OK, but it doesn’t hurt to be careful.)

Adding Image Objects

As nice as that background is, our project will be pretty boring if that's all thereisto
look at. Since a picture’ s worth a thousand words, |et’s start off by adding an image
object to the page.

Image “Object?”

In AutoPlay, anything that you can place on the pageis called an object. So, when you
add an image to the page, we say that you' re adding an image object. Asyou’ll seein
amoment, each abject in AutoPlay has its own settings and properties, such as the
object’ s width, height, and position on the page.

Take a photograph for example. On its own, it’s just an image of something. But in
AutoPlay, the image takes on specific settings—for example, it might be the image at
exactly 123 pixels wide by 300 pixels tall, positioned 200 pixels from the | eft edge of
the page, and 100 pixes from the top. If you think of the image as the actual
photograph itself, the object is the photograph along with all of its settings.

1) Choose Object > Image. In the Select File dialog, click the Gallery
button, and double-click on the Special folder. Select the peak.png file
and click OK.

Choosing Object > Image automatically brings up the Select File dialog so you can
choose an image to display in theimage object.
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Tip: The Select File dialog automatically opens to the same folder you werein the last
time you browsed for a particular type of file (such as an image, or a video).

Clicking the Gallery button takes you directly to the gallery folder that is most
convenient for the type of file you are adding. In this case, because you’re adding an
image object, the Gallery button takes you to the Gallery\lmages\Elements folder.

Double-clicking on the Special folder takes you to Gallery\l mages\Elements\Special,
which is where the file you want to add is |ocated.

@ Select File

Look in: _? Special v O B~

My Pictures

=1
L
Gallery peak.png polaroid.png post-it.prg

¥e

My Project

&

ty Documents
L
=

My Computer

[ ju] 8 l ’ LCancel

The Gallery\lmages\Elements\Special folder

When you select the peak.png file and click OK, that imagefile is copied into your
project folder’ s Images subfolder. The path to this newly copied fileis what will
appear in the File setting on the Image Properties dial og.

Note that the original fileisn't referenced directly. When you sdect afile, AutoPlay
makes a copy of it and puts the copy in the project folder, leaving the origina
untouched.
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3) Click OK on the Select File dialog to finish adding the image object.
Onceyou click OK, thelittle pointed peak image is added to the page.

Note: When you add an object using the Object menu, the object is automatically
positioned in the upper |eft corner of the page.

If you look closely, you' Il seethat theimage is surrounded by a blue rectangle with a
bunch of little white squares on it. This blue rectangle is the object’s bounding box.

Bounding Box

The bounding box appears whenever an object is selected. It shows you the actual size
and position of the object. (As you can see, when you add a new image object, it gets
selected for you automatically.)

Note: The bounding box is only visible at design time, when you’' re working on the
project.

Another thing you'll notice when an object is selected is that its settings appear in the
properties pane.

If you look in the properties pane, you can seethat this object is named Imagel, and
the path to the imagefile is “ AutoPlay\l mages\peak.png.”

Properties

= Object A
Mame Imagel —— Object Name
ImageFile AukoPlaviImagesipe File Path

UzeTransparentCalor False
TransparentColar |:| #FFFFFF

Tip: If you can’'t see all of thetext in a setting, hover the mouse over the setting for a
moment and a tooltip will appear to reveal the entire contents.

Marmne Imagel |
ImageFile | AukoPlayiImagesipeak. png

UseTransparentColor False L\}s .
TransparentColor [ | #FFFFFF o1
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Does the File path seem a bit odd to you?

Y ou're probably used to seeing paths in Windows that start with a drive letter, like
“C:\Temp” or “D:\Program Files\Blah blah blah.” So why doesn’t this image object
have that kind of path? Well, it’s actually quite simple. Instead of showing you the
“full” path, like you normally see in Windows, AutoPlay shows you only the part of
the path that is relevant to the project. In this case, it’s the part of the path inside the
project’s CD_ROOT folder. This makes the path shorter and easier to read. Thiskind
of “partial path” is what’s known as arelative path.

Feel freeto take alook at some of the other properties this image object has.

4) Click on the page surface to deselect the image object.

Clicking anywhere outside the selected object’ s bounding box desel ects the object.
Basically, it just sdects something else—in this case, the page.

(You can tdl that the pageis sel ected because the page settings appear in the
properties pane.)

5) Click on the image object to select it again.

When you select the image object, its bounding box reappears, and its settings appear
in the properties pane again.

Note: To select an object, just click onit.

In addition, the abject’ s current position and size are displayed on the status bar.

| | | [ | | | | : | | =
450 B S25UE GOME A7EME TSIME
L 0ME +.2 190,91 I.'l 0.0 108418
| | |
Mouse Position Object Position Object Size

The numbers on the status bar indicate the current X,Y coordinates of thetop left
corner of the object’s bounding box, and the current width and height of the object’s
bounding box, in pixels.

6) Drag the image object to the middle of the page.
Moving an object is easy: just use the mouseto drag it where you want.
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Note: To drag an object, first position the mouse pointer over the abject. Then, “grab
onto” the object by pressing (and holding) the left mouse button. Keep holding the left
mouse button down while you “drag” the object by moving the mouse.

Asyou start dragging the object, a dotted rectangle will appear...this rectangle
represents the object, and allows you to see where the object will be placed when you
release the mouse button. (The object doesn't actually move until the end of the drag
operation.)

Once you’ ve positioned the dotted rectangle where you want the abject to go, “let go”
of the object by releasing the mouse button. As soon as you release the mouse button,
the object moves to its new position.

As you move the object, the position readout changes on the status bar.

) OME Lo444244  |[[@]38,53 | [E 108418

The numbers indicate where the top left corner of the object’ s bounding box will be
when you let go of the mouse button.

Tip: Here'saneat trick: try holding the ctrl and shift keys down (together) before you
start moving the image object. When the ctrl and shift keys are held down, an object
can only move vertically or horizontally—whichever direction the object is moved in
first. So, if you hold Ctrl+Shift and then start moving an object to the right, the object
will only moveleft or right until you let go of those keys. (The same goes for moving
it up or down.)

Tip: You can also move objects around using the cursor keys. (Graphic artists
commonly refer to this as“nudging” the object.) This can be helpful when you want
to “fine-tune’ an object’s position.

7) Make sure the object is selected, and then press the Delete key to
remove it.

Don’'t worry, we |l add the image object back in the next step. But | wanted to show
you how to remove an object from the page.

Note that this removes the object from the page—along with all its settings—but
doesn't actually delete theimagefile. Asyou'll see in the next step, a copy of the
original imageis still in your project’s Images folder.
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8) Choose View > Panes > Project Browser to open the Project pane.
Using the Project pane, navigate into the Images folder, locate the
peak.png file, and drag it onto the page surface.

I @]
(=D

T Audio
(i) Bukkans
(| Z)Dacs
[_JFlash
I Icons
(I3 Images
I Plugins
:] Scripks
i videos

% Gallery | ) Project

The Project pane

Once an image has been added to your project, it becomes even easier to add it a
second time. This is because adding an image to your project creates alocal copy of
that file inside your project’s Images folder.

Note: Every time you start anew project, AutoPlay automatically creates a project
folder for you. Immediately inside the project folder are two things: the project file,
where all the project’s settings are stored; and a folder called CD_ROOT. The
CD_ROQOT folder iswhereall of your project files are organized. When you burn
your project onto a compact disc, it’'s the contents of the CD_ROQT folder that are
placed on the CD. (In other words, everything below the project’'s CD_ROQOT folder
will end up on the CD when you publish your application.)

In order to keep things neat and tidy, thefiles that you add to your project are stored
under CD_ROQT in afolder called “ AutoPlay.” Thisfolder is further divided into a
number of subfolders. Images are kept in a subfolder called Images, Videos are kept
in a subfolder called Videos, and so on.

Every project has a complete set of these subfolders, which you can access by using
the Project pane. Most of the time, these subfolders are al you will ever see; while
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you’ reworking on the project, you' reworking “in” the CD_ROQT folder. (You won't
seethe CD_ROOT folder itself unless you look for it in Windows.)

Here' s how it works: whenever you add an image to your project, it's copied into your
project’s Images folder first. Then the project uses that copy instead of the original.
(Which iswhy the File setting is always a path like “ AutoPlay\l mages\redshoes.jpg”
even if you added the file from “ C:\My Documents\Graphics\Pictures of clown feet.”)

Thisis done so you're always working with a local copy of the file—one that won'’t
be affected by any changes you (or someone else) might later make to the original. It
also means that your project won't mind in the least if the original fileis ever moved
or misplaced. This makes your project much more robust. (So, if someone ever comes
along and decides that a nice person like you doesn’'t need all those pictures of clown
feet in the My Documents folder, AutoPlay’s got you covered.)

Now, most of the time you don’'t have to worry about this—not even oneiota. You
just browse for thefile you want, and let AutoPlay take care of things like copying
files and making your project reliable. But, it's good information to know, because it
helps you understand why it’s so easy to add the same image to your project a second
time around.

Note: If you aren’t comfortable with files, folders and subfolders, just think of the
Project pane as the place where you can see all thefiles that you' ve added to your
project. Thefoldersjust divide the paneinto different sections to keep your project
files organized.

Sincethere are three image files that you’ ve added to the project so far, you should
seethreefilesin the Images folder: the two images you used for the page background
(including 630B1151.jpg), and peak.png.

When you drag peak.png onto the page, an image object is created automatically.

9) Resize the object by dragging one of the little white boxes on the
bounding box. Try holding the ctrl and shift keys down while you resize
the object to maintain its current aspect ratio.

The little white boxes on an object’s bounding box are called resize handles.

Resize Handle
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The resize handles appear on the bounding box whenever an object can beresized
with the mouse. To resize the object, just drag one of the resize handles and make the
bounding box bigger or smaller.

If you hold the ctrl and shift keys down (together) while you resize the object, the
current aspect ratio will be maintained. What this means is that the width and height
will both increase or decrease proportionally in order to keep the shape of the object
the same. Y ou can see this by watching the dotted rectangle that appears when you
drag the resize handle. Normally, the dotted rectangle follows the mouse pointer
exactly. When you hold the ctrl and shift keys down, however, the dotted rectangle
maintains its overall shape asit increases or decreasesin size.

Tip: You can also right-click on an object and choose Keep Aspect to make it always
maintain its aspect ratio, even if you resize it without holding the ctrl and shift keys
down.

Asyou resize the object, the size readout changes on the status bar.
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The numbers indicate what the width and height of the object’s bounding box will be
when you let go of the mouse button.

Tip: You can abort aresize operation (in the middle of dragging) by pressing the Esc
key.

10) Make sure the image object is selected. In the Position category of
the properties pane, set the Left and Top settings to 372 and 112. Set the
Width and Height settings to 108 and 18.

- Position
Left 3
Top IZ%
Width 103
Height 13

Y ou can set the position and size of an object directly by typing values right into the
appropriate fields on the properties pane.

Tip: You can also reset an object to its original size by right-clicking on it and
choosing Restore Size.

Adding Label Objects

Some information is easier to present with words than with pictures. (For instance, it
would be pretty hard to “draw” your name or email address.) Luckily, label objects
make it easy to put text on the page.

My Email Address
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1) Choose Object > Label to add a new label object. Double-click the
object to display the Label Properties dialog, type in Ted Sellers and

click OK.

Choosing Object > Labd automatically adds a labe object to the top-left corner of the
page. Double click the new label abject to bring up the Label Properties dialog so you
can configure the new labd object.

Labe | Praperiies: Laheld
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New Label
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Label Properties

Note that the contents of the Text setting are automatically selected for you. This
makes it easy for you to change the abject’ s text right away. When you typein Ted
SHlers, it instantly replaces the default text.

Tent:

|Ted Sellerd

When you click OK, the label object’s properties are updated.
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2) Make the label object bigger by dragging one of its resize handles.

When you resize a labd object, thetext inside it gets bigger or smaller. In fact,
resizing alabe object’s bounding box is just another way of setting the object’s font
size.

There are two things to remember about resizing label objects. First, labe objects
always maintain their aspect ratio as you resize them. (Y ou probably noticed this as
you were resizing the object.) This is because changing the font size changes the
width and height of the text at the sametime.

Second, the size of the label object may not always match the size you set it to. The
bounding box might end up atiny bit larger or smaller asthe text “snaps’ to the
nearest font size. Y ou won't always be able to get a label object to fit perfectly to a
specific width and height in pixels...but AutoPlay will get thetext as close as it
possibly can.

Tip: When resizing label objects, try not to think in terms of pixels; instead, think in
terms of points, asin “a 12 point font.” Or better yet, just resize the object until it
looks the way you want it to, and forget about pixels and points altogether.
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3) Shrink the label object back down to its original size.

To makethe label object smaller, just drag the same resize handle back to where it
was before, more or less. (Don't worry about getting it exactly the same size; the point
of this step isjust to avoid having a big text object getting in your way during the next
couple of exercises.)

4) Click the New Label Object button to add another label object. Double-
click on the new object,type REALTY L TD.into the Text field, and
click OK.

Y ou can also add an object by clicking the New Label Object button on the toolbar.

lish  Wiew Tools  Help

Eﬂ%ﬁﬂ =5l 908n - .

Clicking the New Label Object buttonisjust like choosing Object > Labd from the
menu. It automatically adds a new label object to the top-left corner of the page. Since
you already had a label object there, the result might look a bit jumbled, with one
label object on top of the other. Don't worry about that for now; we' Il move the new
object in the next step.

Double-click the new object to bring up its Labe Properties dialog. For now, we just
want to changethe default text to“REALTY L TD.” (without the quotes). Note
that we' ve put a space between each letter in order to spread the | etters out a bit, and
we' ve put two spaces between the words REALTY and LTD. to make them look like
separate words.

Once you click OK, thetext on the object is updated.

5) Drag the new label object down so you can see it by itself.
Moving the new object over makes it easier to see what’s going on.

6) Right-click on the page surface and choose Label from the right-click
menu.

Y ou can also add an object by right-clicking on the page surface and choosing the
object type from the right-click menu.
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Note: Theright-click menu is said to be context sensitive in that it displays different
items according to what you right-clicked on. For example, right-clicking on the page
surface will present a different menu than if you right-clicked on an object.

This time, the object isn't added in the upper left corner...instead, it appears at the
location where you right-clicked on the page.

Note: When you add an object with the right-click menu, it gets positioned where you
right-clicked on the page.

We re going to use this object to display Ted's email address, but for now the default
text is okay.

Duplicating Objects

A redlly quick way to add an object is to make a duplicate of an existing object.
Duplicating is just like copying and pasting in Windows, only it’s combined into a
single step.

1) Make sure the Label3 object is selected, and choose Edit > Duplicate.

When you duplicate an object, all of the original’s settings are copied into the new
object. The only things that change are the new object’s name and position. In order to
make it easier to keep track of everything, the new object is positioned a little bit
down and to theright of the original. That way, you can see that the duplication was
successful.

Original Object

Duplicate

The new object is also automatically selected for you.

2) Press Ctrl+D to duplicate the new object (Label4), this time using the
keyboard instead of the menu.

Duplicating objects is something you'll do pretty often, so it pays to learn the hotkey
for the menu command.
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Note: Most of the menu commands you can perform in AutoPlay have hotkeys
assigned to them. If you look at the Edit > Duplicate command in the menu, you can
see that the hotkey (Ctrl+D) is listed on theright. This makesit easy to remember
what the hotkey is for duplicating an object—if you ever forget, just ook in the menu.

Because the new object is automatically selected for you, you can create a*“chain” of
label objects very quickly by selecting an object and pressing Ctrl+D a few times.

Since the new objects start off with the same settings as the original, thisis a great
way to add a bunch of similar objects. Just set up the first object the way you want it,
and duplicateit afew times.

Of course, you can do the same by repeatedly choosing Edit > Duplicate from the
menu, but | find it much faster to press the Ctrl+D hotkey.

Changing Text

Now it’stime to put some real text in those three new labe objects. First, though, let’s
spread them apart a bit so they’re easier to work with.

1) Spread the three new label objects apart by dragging Label5 down,
and then dragging Label4 down so it's between Label3 and Label5.

Basically, just drag the bottom one down, and then position the middle one between
them, so the objects don’t overlap any more. More or less like this:

Label3
Label4

Label5

Separating the label objects will make it easier to select them in the next few steps,
and to see what’ s going on. Plus, it might make them happy. (Label objects probably
don't like being crammed together any more than you or | would.)
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2) Click on the Label3 object to select it. In the properties pane, change
the Text setting to ted@sellersrealty.com.

WE Il usethislabel object to display Ted' s email address.

Note: Don’'t worry if you don't click on the right label object at first. You might have
to click on more than one label object to find the one named Label 3. (Of the three
objects with “New Label” on them, it should be the one closest to the top of the page.)

To change the text that is displayed in the label object, highlight the contents of the
Text setting in the properties pane, and type in the text that you want it to display.

Tip: A quick way to highlight all of thetext in a setting is to double-click on the | eft-
hand column of the properties pane.

In this case, highlight the words “New Label” and type in ted@sellersrealty.com
instead.

Note: Whenever text is highlighted, anything you type instantly replaces the
highlighted text.

Asyou type in the new text, the object’s bounding box automatically resizes to fit.

3) Double-click on the Label4 object and type (540) 555-3524 when the
Properties dialog appears.

WE Il usethe Label4 object to display Ted' s phone number.

4) Select the Label5 object, click on the Text setting, and then click the
edit button. When the Edit Text dialog opens, delete the existing text
(“New Label”) and type in the following three lines:

123 Fakereal Avenue
Realfake, VA
United States 12341

When you're done, click OK to close the Edit Text dialog.

Labd abjects are actually able to hold multiple lines of text. You can't just press Enter
to insert a new line when you' re typing stuff into the properties pane, though—there,
pressing Enter means I’ m done typing, keep the changes | just made.” To get around
this, AutoPlay gives you access to the Edit Text dialog, where pressing Enter startsa
new line, just like it would in atext editor like Notepad.
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Once you click on the edit button, the Edit Text dialog will open, showing you the
single line of text that the label object started out with.

@ Edit Text X

* Load |[H save |[o Pt |[& Soeling | | ok || Concel

Y ou want to replace that text with Ted's fictional mailing address, so highlight all of
the text and press the Delete key to removeit.

Tip: You can also click anywhere on the text and use the keyboard to edit it, just like
you would edit something in Notepad: using the cursor keys to move around, and the
Backspace and Delete keys to delete one character at atime.

Asyou typein Ted' s mailing address, make sure you press Enter at the end of each
line.

Note: Pressing Enter actually inserts a newline into the text. A newlineis a special
character that basically marks the position where a new line of text should begin. The
newlineitself isinvisible, but you can seeits effects on the Edit Text dial og.
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® Edit Text X

1123 Fakereal Averue
Realtake,

Urifed States 1234

B Load |l Save ” . Print ”& Spelling ] [ ok H Cancel

Y ou may notice some red squiggles under the words Fakereal and Realfake. Thesered
squiggles are the spll checker’s way of aerting you that those words aren’'t in its
dictionary. We don't careif they aren’t, since the whole address is fake, but if you
wanted to, you could click the spell check button to step through all such *flagged”
words and choose from a number of suggested spellings.

When you' re done typing the fake mailing address in, click the OK button on the Edit
Text dialog. Thetext will beinserted into the label object, which will automatically
resizeto fit all of the text.

Note: If you look in the properties pane, you might notice that the Text setting
actually contains the text that you typed into the Edit Text dialog. If you're wondering
how AutoPlay manages to stuff 3 lines of text onto a single line in the properties pane,
try clicking on the text field and then scrolling to the right with the cursor keys. As
you scroll through the text, look for a backwards slash followed by the | etter n, like
this: \n. Thosetwo letters are a special code that represents the newline character in
places where you can't just press Enter to start a new line. Y ou can actually edit the
text in alabd object right in the properties pane, by typing “\n” wherever you want a
new lineto appear. Of course, it'salot easier to just edit the text with the Edit Text
dialog.
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5) Change the Label5 object’s Alignment setting from “Left” to “Right.”

F.'r'n:npe.r'-t.in;:::

- Object ~
Marne Labels i
Texk 123 Fakereal v
Fonk Arial, 16pk
FonkFarmily Arial
Fanksize 16
FonkBold False
FonkItalic False &
Alignment Right W
Crienkation ]

When you change the Alignment setting, the object’ s text lines up along theright side
of the bounding box.

Note: Although you can set the Alignment for any label object, the effects of
changing alabd object’s Alignment setting will only be visibleif there is more than
oneline of text in the object, and the lines aren't all the same length.

Tip: You can center thetext in alabe object, too. Just for fun, try setting the
Alignment to “Center” to see how it looks.

6) Change the Label5 object’s Alignment back to “Left” again.
For this project, we want the mailing address to be | eft-aligned.

Tip: Two other objects that support multi-line text are the paragraph object and the
rich text object. In fact, paragraph and rich text objects are often a better choice when
you need to display multiple lines of text on the page. Although I’ ve chosen to use
label objectsin this lesson for demonstrative purposes, you could easily substitute
paragraph objects or rich text objects to achieve these effects in your own projects.
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Naming Objects

As you added the objectsin this lesson, they were automatically given names based on
the object type, along with a number to make the name unique—names like “Imagel”
and “Labd4.”

Y ou' ve probably already noticed the pattern: as you added more objects of the same
type, the numbers got bigger. When you added a second label object, it was
automatically named Label2. When you duplicated that object to create a third label
object, it was named Labe 3. And so on.

Infact, as you add more objects of the sametype, the numbers just keep increasing.
The more objects you add to a page, the bigger the numbers get. (Until one day you
end up with an object named Label91238912381923 and you realize you have no
life)

Thisis done so that every object starts out with a unique name. AutoPlay uses the
object names to distinguish one object from another, so they have to be unique.

Actually, consider that object naming rule #1: in AutoPlay, every object on the page
has to have a unique name.

Okay.

But that doesn’t mean you have to stick with the names that AutoPlay gives your
objects. In fact, after awhile, remembering which object is which can get a bit
difficult if they all have names like“Image9,” “Label6” and “Labe22.”

Luckily, it’'s easy to change the name of an object to anything you want. To illustrate
the point, let’s rename three of our label objects to make them a bit more memorable.

1) Click on the object named Label3. In the properties pane, change the
Name to Email Address.

Since this label object contains Ted Sellers' fake email address, it makes senseto give
the object a name that reflects that.

To change the object’s name, just edit the text in the Name field so it contains “ Email
Address’ instead of “Label3.”

Notethat it's perfectly fine to include spaces in object names. Of course, you don’t
have to use spaces...we could have named this abject “Email Address’ or
“labe_email” or even “JimBob” for that matter.
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Tip: For some good advice on choosing names for objects, search for “Naming
Objects” in the AutoPlay help file.

2) Rename the Label4 object to Phone and the Label5 object to Mailing
Address.

Y ou can rename these other objects the same way: just click on the object, and change
thetext in the Namefield.

Or, you can change the name by double-clicking on the object (to open the Properties
dialog), clicking on the Attributes tab, and then changing the Name setting there.

Note: Just because you can rename objects, doesn’t mean you have to. For example,
our page only has one image object on it, so we don't really need to give it a special
name. (It shouldn’t be too hard to remember which object “Imagel” refersto.)

Changing Font Settings

Every labd object contains text, but that doesn’t mean they all have to look the same.
AutoPlay gives you full control over several font settings.

1) Click on the Labell object (the one with “Ted Sellers” on it). In the
properties pane, click on the Font setting, and then click the edit button
to bring up the Font dialog.

The Font dialog is where you can adjust all the font-related settings for the currently
selected object.
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2) In the Font dialog, change the font to Tahoma, the font style to Bold,
and the size to 36. Leave the other settings the same. Click OK when
you're done.

Thefirst setting on the left side of the Font dialog lets you specify the font family you
want to use. To switch to a different font, you can ether type the name of the font into
thetext field, or sdect it from the list below.

Tofind “Tahoma’ quickly inthelist, sdect a nameinthelist (it doesn’t matter which
one), and pressthe T key. Thelist will jump to the first font that begins with the letter
T. “Tahoma” shouldn’t betoo far away. When you find it, just click onit in thelist to
select it.

Similarly, to set thefont styleto Bold, just click on the word Bold in thelist of font
styles. To set the sizeto 36, either typein “36” inthe Sizefield, or click on the
number 36 in the list.

When you click OK, the label object will automatically use the new font settings.

Tip: You can also set some of the font settings in the properties pane.
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3) Change the Orientation from 0 to 270.
Changing the orientation changes the “direction” that the text is writtenin.

Toillustrate this, we Il turn the“ Ted Sellers” labd on its side and makeits text read
from the top down, so it would read normally (from l€ft to right) if you tilted your
head 90 degrees to theright.

Aligrment Left
Orientation 270 hd Select Button

To do this, click on the Orientation setting in the Properties Pane, click the select
button, and then choose “ 270" from thelist. Thiswill orient the text 270 degrees
counter-clockwise, so that it is written vertically from the top down.

=

[100

Pretty neat, eh?

4) Change the orientation back to 0.

Setting the label object’s orientation back to O will returniit to normal, so it reads from
left to right without any head tilting. (This assumes you're not lying on your side or
hanging upside down, but you get the picture.)
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5) In the properties pane, set FontFamily back to “Arial,” and change
FontSize to 23.

Y ou can also change some font settings without opening the Font dialog, by using the
four individual font settings in the properties pane.

FonkFarnily Arial
Fank5ize 23

FonkBold krue
FonkItalic False

These settings provide a quick way to change the most common font settings right
from the properties pane. (As you'll seein lesson 3, these settings are especially
helpful when working with multiple objects.)

Changing the FontFamily setting is equivalent to choosing the font. In fact, what we
normally consider the“name” of afont istechnically referred to as the font’ s family.
Aria, Times New Roman, Garamond...each of theserefer to a different font family.
Thereason they're called “families’ is because they encompass all of the different
variations within that font...such as Bold, Italic, etc. Each font is actually made up of a
collection of different “sub-fonts,” onefor each of the various styles within the family.
The*Aria” family comprises Arial Bold, Arial Italic, Arial Bold Italic, and so on.

To change the FontFamily setting, just click on it, then click the select button and
choose” Arial” fromthelist. (The sametrick appliesto this list—you can pressthe“a’
key to jump to the first font name that begins with the letter A.)

To change the FontSize setting, either edit the text in the field to replace 36 with 23,
or click thelittle up/down arrows to change the size one point at a time.

6) Select the Email Address label object. In the properties pane, set the
FontBold setting to “true.”

To change the FontBold setting, you could click on the setting, click the select button,
and then choose “trug’ from the list. But there's an even easier way to change a true-
or-false setting like this one: just double-click on the word “false.”

Tip: If asetting offers you alist of values to choose from, you can double-click on the
current value to advance to the next item in the list.

If the current valueisthe last item in thelist, it just goes back to the beginning. Since
the FontBold setting only gives you two options to choose from—namely, true and
false—double-clicking on the value goes from false back to true.
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Tip: You can toggle a setting between true and false by double-clicking on it.

7) Double-click on the Label2 object (the onewith“REALTY LTD.”
on it). On the Label Properties dialog, click Font to open the Font dialog.
Set the font style to Bold and the size to 12, and click OK.

Y ou can also change the font settings by double-clicking on the object to open the
Labd Properties dialog, and then clicking the Font button to open the Font dialog.

To change the font style, just sdect “Bold” fromthelist. To set the font size, either
highlight the original size (16) and type in 12, or just sdect “12” from thelist.

Clicking OK on the Font dialog will accept these changes and close the Font dialog.

Note: The Font dialog appears on top of the Label Properties dialog, and it must be
closed before you can exit from the Label Properties dialog. Because the Font dialog
issmaller, part of the Label Properties dialog will be visible behind the Font dialog. A
common mistake is to click on the wrong dialog’s OK button. Luckily, the Font dialog
won't let you sneak around it like that. If you click the wrong OK button, the Font
dialog’ stitle bar will flash (and you might hear your computer’s “alert” sound). If this
happens, just click the other OK button.

8) Click OK to close the Label Properties dialog.

Clicking OK onthe Label Properties dialog will accept the changes that you made to
the object (i.e. the changes that you made to the Font settings) and close the Label
Properties dialog.

Why are there different ways to change the font settings?

AutoPlay is designed to be as intuitive and flexible as possible. Having more than one
way to perform atask allows you to pick the method that you like best, or that is most
convenient at thetime.

Some people only use the properties pane, while others only use the double-click
dialogs. And some just use whatever they feel like using at the time.

Fedl free to use whichever method you prefer when you' re working with AutoPlay.
It's your program...use it the way that makes sense for you.
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Changing Text Colors

Labd aobjects don't have to be black and white. Far from it! AutoPlay lets you set four
different colors for each label object—onefor each of the three different states that a
label object can bein, aswell asa‘disabled’ color.

What' s this about three different states?

Will, each object is able to display three different colors in response to what the user
does with the mouse. Normally—when the mouse pointer is not over the labd
object—the “Normal” color is used for thetext. If the user positions the mouse pointer
over thelabd object, the “Highlight” color is used instead. And if the user clicks on
the object, the* Down” color is used.

These three different situations—normal, highlighting and clicking—are the three
states that the label object can bein.

So why three states? Well, it turns out that label objects can be made to do something
when the users clicks on them, or moves the mouse onto (or off of) them. By using
different colors for the three states, you can provide visual cues for the user to help
them see that those labd objects are interactive.

In other words, the three colors let you make label objects that ook and act like
hyperlinks, similar to the links you' re used to seeing on web pages.

Thisis probably alot easier to understand if you can seeit in action, so let’s turn one
of our labd objects into that kind of interactive labd.

Note: Thereis actually a fourth state, too, for when the object has been purposefully
disabled. This allows you to “grey out” an object to make it look “unclickable’ when
it has ceased to be interactive. Y ou usually don’'t need to use this state, though, unless
you’ re building a more complex application.

1) Click on the Email Address label object to select it. Make sure the
Colors category is open in the properties pane.

If the Colors category is closed, it will look like this:

+ Colors Category Heading
- Attributes

ToolkipTexk

Enabled True

Wisible True
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To openit, ether double-click on the category heading, or click once on the little +
symbol to the left of it.

Once the category is open, it will look like this:

-I Colors
Marrnal Il #ooooo0
Highlight Il :ooooo0
Click. Il :oooooo
Disabled [ ] #cococo

2) Double-click on the Normal color and type #bad5eb.

Double-clicking on a color setting highlights all of thetext in it, so that what you type
replaces the existing value. In this case, you want to change the default value of
#000000, which is the hexadecimal color valuefor black, to #BAD5EB, whichis the
hexadecimal color value for alight blue-grey that looks good against the page' s
background image.

Note: When typing in hexadecimal color values, you don't have to use capital |etters.
AutoPlay will automatically capitalize the | etters for you.

When you set the Normal color, you should see the label abject’s text change from
black to light blue-grey.

3) To change the Highlight color, first click the select button to open the
color chooser, then click on “More Colors...” at the bottom.

Highlight Il :+ooooc
[

_ p N Aukomatic
THEEEEEREERER
ENRNENEEENRN
Y N [ | H R
Cm |

- p
Li
T Maore Colors. .. %
WTTAFF i b’
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In order to make our label object look like a hyperlink, we want the highlight color to
be a lighter version of the normal color. That way, the user will see the text
“highlight” when they move the mouse over it. The color chooser doesn’t have the
color we want, though, so we need to go one step further. That's where the“More
Colors...” link comesin.

Clicking on “More Colors...” at the bottom of the color chooser opens the Colors
dialog.

4) On the Colors dialog, select the light blue color one position up and to
the right from the white color in the center (its hexadecimal value is
CCECFF). Click OK when you're done.

The Colors dialog has two tabs: Standard, and Custom. The Standard tab, which is
selected by default, has a broader selection of the standard Windows colors for you to
pick from. In this case, you want to select the color that isimmediately up and to the
right from the color in the center.

X]

Colors

Standard | Custom

Colors: [Ll

Hex=CCECFF

e

Current

When you' re done changing the color, click OK to close the Colors dialog. The color
you selected will show up in the properties pane as the object’s new Highlight color.
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You won't be able to seethereal effect of changing the Highlight color, though, until
you actually see the project running.

Note: Thetext color will change to the Highlight color when the user moves the
mouse onto the object. Since the object’s size and shape are determined by its
bounding box, this means the color will change when the mouse pointer crosses over
the edge of the bounding box (like crossing the border into the object’ s territory).

5) To change the Click color, open the Colors dialog (by clicking on
“More Colors...” at the bottom of the color chooser), and click on the
Custom tab.

If you can't find the color you want on the Standard tab, you can switch to the Custom
tab to create a custom color from scratch.

Colors b—(|
| Standard -EUSS'I |

Colors: LL]

'Hex=000000

e

Current

The Custom tab lets you select a color froma*“limitless” palette, either by clicking on
the color map, or by setting the Hue/Saturation/Luminosity or Red/Green/Blue values
directly. If you' ve used any photo editing tools, you're probably already familiar with
thisinterface, or have used onelikeit.
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For the Click color, we want a color that is similar to the Highlight color, but alittle
bit lighter. There s areally easy way to do this using the custom tab, but first we have
to “prime” it with the Highlight color. (Right now, the Custom tab is showing the
settings for the current Click color, which is black. Starting from “scratch” like this
would make it harder to pick a color that is similar to the Highlight color.)

6) Click on the Standard tab, and click on the same color that you
selected in step 4. Then click on the Custom tab again.

Going back to the Standard tab and sel ecting the same light blue-grey color that you
selected in step 4 will “set” the Click color to that color. This doesn't actually change
the object’s Down setting...at least, not until you click OK and accept the changes. But
it gives us a better starting point to create a similar color for the label’s Click state.

When you return to the Custom tab, you'll see the color settings for that light blue-
grey color.

Colors

| Standard | Custom |
Colors: [L.l

.

[Hex=CCECFF

e

Current

Lesson 2



7) Drag the luminosity slider up a bit to make the color brighter.

The luminasity slider isthe vertical bar with the little triangle next to it, just to the
right of the big color map. Y ou can drag the triangle up and down to change the
color’s luminosity, without changing its saturation or hue.

Colors

Standard | Custom |
Colors: LL_J

.

Hex=EQF3FF

e

o=
=
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e
£
L]
4
)
1]
[m'
[
sl
-

Sak | 255 B Ereen:
:
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o

L

I
=
m
[a3]
n
n

Current

Pick a color that is noticeably brighter than the Highlight color. (1 set the luminosity to
about 239, which resulted in a color whose red, green and blue values were 224, 243,
and 255, respectively.)

8) Click OK to finish setting the Click color.

When you click OK, the Colors dialog closes, and the color you created shows up in
the properties pane as the object’s new Click color. Once again, you won't be able to
see any other effects of this change to the object until you see the project running.

Note: Thetext color will changeto the Click color when the user clicks inside the
object’s bounding box.
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Watch out for those crooked fonts...

Someitalic or “cursive” fonts can pose a bit of a problem for the label object. For
various technical reasons, afont that leans to the right alot can sometimes end up with
the last letter extending past the right edge of the label’ s bounding box. When this
happens, the part that falls outside the bounding box won’t change colors along with
the rest of the text—only the text inside the label’ s bounding box responds to mouse-
overs and clicks.

Thisisvery rare, but if it ever happens, there's a simple solution: just add a few
spaces to the end of the text, so the bounding box is big enough for the last |etter to fit.

Copying Colors

Copying a color from one object to another is something you’'ll do fairly often.
Luckily, AutoPlay gives you two really fast ways to duplicate a color.

To demonstrate this, let’s make our Phone and Mailing Address label objects usethe
same color as the Email Address object’s Normal color.

1) Click on the Email Address label object. In the properties pane, click
on the Normal color setting, and click the select button to bring up the
color chooser.

Thefirst way to give two color settings the same value only works if you used the
Colorsdialog to set thefirst color. This is because the color chooser actually keeps
track of the last eight colors you added with the Colors dialog and makes it easy for
you to select them again.

In the previous exercise, you used the Colors dialog to set the Highlight and Click
colors for the Email Address labe object. Whenever you choose a color using the
Colorsdialog, a new color square is added to the bottom row of the color chooser.

| Automatic |

L\\§ More Colors...
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Asyou can see, there are two such color squares on the bottom row of the color
chooser: one from when you chose the Highlight color, and one from when you chose
the Click color.

Thereis no color square for the Normal color, though, because it wasn't set using the
Colorsdialog. That color was changed by typing the hexadecimal color value directly
into the Normal setting. Only colors that are set using the Colors dialog will show up

on the color chooser.

In order to create a color square for the Normal color, we need to set it again using the
Colors dialog.

2) Click on “More Colors...” at the bottom. On the Colors dialog, click on
the Custom tab, and click OK.

When you switch to the Custom tab, the color settings contain the values that describe
the current color.

Cancel

Colors E|
Standard EUStDFH?
Colors: LL_J

'Hex=BALDSEE

e

Lum: | 210

Current

Since the Email Address label object’s Normal color is already set to the color we
want, al you haveto do is click OK on the Colors dialog, and you'll effectively
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“re-set” the Normal setting to the same color—only this time, in away that will result
in a new color square being added to the color chooser.

3) Click on the Phone label object. In the properties pane, click on the
Normal setting, and click the select button. A third color square has
been added to the bottom row of the color chooser. Click on that square
to select the same color you chose in step 2.

When you re-selected the Normal color using the Colors dialog in step 2, a new color
square was added to the bottom of the color chooser.

| = Colors ~
Mormal Il #0000+ Select Button
]
H B Automatic
CHAEEEREERER
A AEEEEEENEN
T H & N |
E m i}
)
iZ
- P
L More Colors...
T

This new color squarewill be availablein all color choosers until you exit AutoPlay.
So, if you want to use the same color somewhere else—in another label object, for
instance—you just haveto click on that new color square.

Clicking on the color square sets the Normal color for the Phone label object to the
same color you chose for the Email Address label object.

Note: As you continue to select colors using the Colors dialog, additional color
squares will be added to the bottom row of the color chooser. The color chooser will
only remember as many colors asit can fit on the bottom row, however. If you select
enough colors, the color chooser will “forget” the older ones in favor of the new ones.
In other words, the color chooser can only show the last eight custom colors that you
picked.

The other way to duplicate a color isto copy and paste the hexadecimal value from
one setting to another.
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4) Double-click on the Normal color setting and press Ctrl+C.

When you double-click on a color setting, all of thetext initstext field is highlighted
for you. In this case, thetext is the hexadecimal value that describes the Normal color.

- Colors
CECEI | TEE v
Highlight Il :oooooo
Click. Il :oooooo
Disabled [ ] #cococo

Pressing Ctrl+C copies this text into the clipboard so you can paste it somewhere else.

5) Click on the Mailing Address label object. In the properties pane,
double-click on the Normal color setting and press Ctrl+V.

Once again, when you double-click on the Normal color setting, its hexadecimal value
is highlighted. Pressing Ctrl+V pastes the text from the clipboard into the text field,
replacing the highlighted text.

Note: Thistime, instead of copying the hexadecimal text into the clipboard, you're
replacing it with the value that you copied from the other |abel object.

- Colors
[N ] aostd v
Highlight Il :oooooo
Click. Il :+oooooo
Disabled [] #cococa

Tip: Unlike the new color square on the color chooser, which only works for colors
that you’ ve selected with the Colors dialog, you can always copy and paste the
hexadecimal value between two colors.

6) Press Enter, or just click somewhere else.

To accept the change that you made to the Normal setting, you can either press the
Enter key, or click “away” from the Normal setting. (In other words, click on another
setting, or another object, or on the page surface.)

Tip: If you wanted to cancel the change, you could press Esc instead.

Graphics and Text
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Matching Colors

Unlike the Email Address object, we don't want these labels to appear interactive, so
we need to make all three state colors the same. Otherwise, the text colors will change
when the user moves the mouse over the labels or clicks on them, which will give the
wrong impression.

To make all three colors the same, you could just copy the hexadecimal color value
from one of the states and then paste it into the other two—just like copying a color
from one object to another. But there’'s an even easier way to make the colors match:
just use the Match Normal button on the object’ s double-click dial og.

1) Double-click on the Phone label object.

Double-clicking on the label object opens the Label Properties dialog. There are four
color choosers on the Settings tab which allow you to set each of the four state colors,
just like you can in the properties pane.

Label Properties: Phone IZHE@

& Settings ;,f Attributes | (@ Quick Action _j Script|

Object
Text:
5[5-'-10] 555-3524

@ Eont. H@ Speling |

Alignrment Orientation
(%) Left () Center () Right o (90 (180 (270
State Colors
| @3 Match Nommal

i 0OF, |[ Cancel ][ Help
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Next to the Highlight and Click colorsis the Match Normal button.

2) Click the Match Normal button.

Clicking the Match Normal button makes the Highlight and Click colors both match
the Normal color.

3) Click OK to accept the changes.
Clicking OK closes the dialog and “locks in” the new Highlight and Click colors.

4) Do the same for the Mailing Address label objects.

Double-click on each Mailing Address label object and make its Highlight and Click
colors match its Normal color, too.

Whilewe'reat it, let’s change the color of our first two label objects as well.

5) Double-click on the Labell object to open the Label Properties dialog.
Set the Normal color to white, and then click the Match Normal button to
make the Highlight and Click colors match.

The Label1 object is the one with “Ted Sdlers’ on it. In the next lesson, we re going
to useit with Label2 and the image object to create a little logo. Sinceit’s going to be
used as part of alogo, we don't want it to appear interactive, so the Normal, Highlight
and Click colors should al be the same.

6) Do the same for the Label2 object.
TheLabel2 object istheonewith“REALTY LTD.” onit.

Adding a Slogan

Remember when | mentioned that duplicating an object was a good way to add a
similar object to the page? Essentially, you use an existing object as a starting point to
create a new one. Let’s take advantage of that trick to add another label object with
the same color settings as our Mailing Address label object.

WE Il usethislabel object to display Ted's dlogan: *Building communities one home
at atime”

1) Select the Mailing Address label object and press Ctrl+D.

Pressing Ctrl+D creates a duplicate of the Mailing Address abject, and automatically
selects the new object.
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2) Drag the new object over to the left corner of the page.

Moving it away from the Mailing Address label object will makeit easier to see
what’ s going on.

3) In the properties pane, change the new object’s name to Slogan.

We're starting to accumulate a fair number of objects. We might as well give this
object a name so the list in the object browser doesn’t get too confusing.

4) Click on the Text setting, and click the edit button. When the Edit Text
dialog appears, replace the mailing address with the following text:

"Building communities
one home at a time"

Clicking the edit button in the Text setting opens the Edit Text dialog. When the
dialog appears, al of thetext init is already highlighted for you. To replace the text,
you just have to typein the new text.

5) Click OK to close the Edit Text dialog.

When you' re done changing the text, click OK to close the Edit Text dialog. The new
text should appear in the [abel object immediately.

6) Set the font Size to 9, and the Alignment to “Center.”

We want the text in the label object to be centered, and we don’'t want it to be very
big.

7) In the Position category, set Left to 46 and Top to 358.

This positions the object down near the bottom |eft corner of the page.

"Building communities
ane home at & tirme"
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Note: Thiswill place the slogan below the four button objects we' Il beadding in
Lesson 4.

That'sit...we don’t have to bother changing any of the colors, because all of those
settings were already made for us simply by duplicating the object.

Saving the Project

If you’ ve been using computers for awhile, you know that it’s important to save your
work from timeto time. If you haven't, take my word for it: save your project, and
saveit often!

(In a perfect world, computers would never crash, and kids would never think the
power button was really fun to play with.)

S0, before we finish off this lesson, let’s take a moment to save the project.

1) Choose File > Save.

Note: When you save the project, all of the changes that you’ ve made to the project
are stored on your hard drive, in a project-specific file known as the project file.

Congratulations! You've just protected yourself from having to redo everything in the
event that a computer glitch (or four-year-old) causes your computer to spontaneously
shut down.

Asyou can see, thereisn’'t much to it. Feel freeto save the project as often as you
want. Generally, the more often you save the project, the better.

Tip: You can also save the project by pressing the Ctrl+S hotkey.

Previewing

Now that we ve added some text and graphics, let’s see how our project would look
from the user’s perspective. AutoPlay’s preview feature makes it easy to take a quick
look at how your application will look and operate when it's done, without actually
building or burning the project.

1) Choose Publish > Preview.

When you choose Publish > Preview, your application starts up, just like it would if
you built the project and ran it.
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Previewing doesn’t make any changes your project, so feel freeto preview your
project at any time.

Tip: You can also preview your project by pressing the F5 key, or by clicking the
Preview button on the toolbar.

B %%::) Q.

2) Move your mouse over the Email Address label object, and click on it.
Observe how the text color changes as you interact with the object.

The Email Address labd object is the one with “ted@sellersrealty.com” onit. Asyou
move the mouse over this object, the text color changes from the Normal color (light
blue-grey) to the Highlight color (alighter shade of blue). When you click on the
object, the text color changes from the Highlight color to the Click color (an even
lighter shade of blue).

Asyou can seg, all you need to do to make a label object appear “interactive’ is set
the Normal, Highlight and Click colorsto different colors.

Note: In Lesson 4, we' Il show you how to make this label object actually send an
email when it’s clicked.

3) Move your mouse over the “Ted Sellers” label object and click on it.

Since you made all three of the“Ted Sellers’ label object’s colors the same, it doesn’t
visibly respond to mouse-overs or clicks at all.

4) Click the close button on the title bar to exit the preview.

When you exit the preview, you' re returned to the AutoPlay program window.

Tip: You can also press Alt-F4 to exit from a preview.
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Lesson 2 Summary
In this lesson, you learned how to:

Change the page background

Add an image object

Resize objects

Add label objects

Duplicate objects

Changethetext in alabd object
Rename objects

Use custom font settings

Use different text colors

Copy a color from one object to another
Match an abject’ s normal, highlight and click colors
Save the project

Preview the project
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Lesson 3:
Working with Multiple Objects

There are all sorts of things you can do with multiple abjects, like move them all at
once, line them up, group them together, or even change some of their propertiesin
onefell swoop.

Thisis something you'll do alot, and as you'll seein thislesson, it’s really easy once
you know how.
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What You'll Learn How Long Will It Take?

Inthislesson, you'll learn how to:

This lesson takes approximatey
] ] 35 minutes to do.

Select multiple objects

Move more than one abject at atime

Change the settings of several objects at
once

Align abjects to each other

Align objects to the page

Arrange objects in the z-order
Remove unused files from the project
Group objects together

Pin objects (so they can’'t be moved or
resized)
Distribute objects evenly

Lock objects (so they stay out of your
way)

Working with Multiple Objects
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Starting the Lesson

If you’re continuing from Lesson 2, you should still have AutoPlay running with the
Tutorial project open. If so, you're ready to move on to the next exercise: Selecting
Multiple Objects.

Otherwise, you'll need to open the project file that you saved at the end of Lesson 2.

1) Open the Tutorial.am7 file that you saved in Lesson 2.

When you save a project, AutoPlay automatically creates a project folder for it inside
your “My Documents\AutoPlay Media Studio 7.0\Projects’ folder. This project folder
is where everything that belongs to the project is stored—including the project file,
which contains all of the settings used in the project.

The project folder and the project file always have the same name that you gave to the
project when it was created. The project file's name ends with a“.am7” file extension.

Since you named this project “ Tutorial” in Lesson 1, the name of the project folder
will be Tutorial, and the name of the project file will be Tutorial.am7. So, the path to
the project file should be something like:

..\My Documents\AutoPlay Media Studio 7.0\Projects\T utorial\T utorial.am7
To open the project, you just need to open that project file.
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Selecting Multiple Objects

Thefirst step to doing anything with multiple objects is to sdect the objects you want
to work with.

Note: If you're used to selecting multiple files in Windows, you probably already
know how to select multiple objects in AutoPlay. Just likein Windows, you either
ctrl-click, shift-click, or drag-select. The only difference is that when you’'re working
with objectsin AutoPlay, ctrl-clicking and shift-clicking both do the same thing.

1) Click on the Email Address label object to select it.

When you click on the label object, the bounding box appears, and its settings show
up in the properties pane.

Properties {'TE] i

2 ject : il .ted@sellersrealty.com .
Marme Email Address | _ B
Text ted@selersrealt 7
Font Arial, 16pk (540) 555 3524
FonkFarmily Arial
—— = 123 Fakereal Avenue
FontEaold krie Realfake, VA
e United States 12341
Alianment Left
Orientation 0 3

= Colors
Maorrmnal [ ] #BADSEE

Before you move on to the next step, notice the way the object’ s bounding box looks,
and take a quick peak at the properties pane to see the number of settings that are
visible. (Both of those things will change when you have more than one object

selected.)

2) Hold the Ctrl key down and click on the Phone label object. (This is
known as ctrl-clicking.)

Ctrl-clicking (pronounced “ control-clicking”) adds an object to the current selection.

In this case, the current selection consists of a single label object named Email

Address.
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Note: Thisisjust like ctrl-clicking in Windows to select multiple files or folders.

When you ctrl-click on the Phone label object, it becomes selected in addition to the
Email Address label object. The end result is that both objects are selected.

ted@sellersrealty.com

.(540) 555-3524 .

One of the objects has a normal bounding box, with solid edges and little whiteresize
handles. But the other object has a bounding box made up of blue dashes, with no
resize handleson it at all.

The object with the normal bounding box is called the dominant object. The dominant
object is used as a point of reference when you align and resize objects using the tools
inthe Align menu. (We'll use those tools a bit later in this lesson.)

The other object isjust part of the current selection. The dashed-line bounding box
means that the object is selected but not dominant. As for the missing resize handles,
you can only ever resize one object at atime with the mouse. When you have more
than one object selected, the dominant object is the only one you' re allowed to resize.
So, the resize handles only appear on the dominant object.

Most of the settings are till listed on the properties pane, but some of them are blank,
with no valuesin them at all. And the Name setting, which used to be at the top of the
properties pane, isn't even there any more.

F'r-'n:nper't.in;::
= Dbject ~
Texk i
Fank
FonkFarmily Arial
FontSize 16
FontBold
FontItalic False
Aliqrmenkt Left
Orientation ]
= Colors
Morrmal [ ] #BADSEE
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If asetting is blank, it means that the setting has different values between the selected
objects. A setting will only show avalueif all of the selected objects have that same
valuefor the setting.

For example, because our two label objects have different text in them, the Text
setting is blank. But, since they both have the same Alignment setting, the value of the
Alignment setting is visible.

The Name setting is missing because you can't give the same name to more than one
object at once. (Asyou’ll seein thislesson, you can actually use the properties pane to
change the settings for multiple objects.)

Tip: Feel freeto shift-click instead if you prefer. When you' re working with objects
in AutoPlay, shift-clicking and ctrl-clicking are exactly the same.

3) Ctrl-click on the Mailing Address label objects.

The Mailing Address label objects are added to the selection. Notice that now the last
object clicked has the solid bounding box, and the object that was dominant before—
the Phone label object—has a dashed-line bounding box instead.

ted@sellersrealty.com
(540) 555-3524

. 123 Fakeréal Avenue .
-Realfake, VA .
United States 12341

Note: When you add an object to the selection, it becomes the dominant object. (The
dominant object is always the last object you clicked on.)

4) Ctrl-click on the image object to add it to the selection.

When you add the image object to the seection, most of the settings will disappear
from the properties pane. This is because there are two different kinds of objects
selected—namely, labd objects and image objects.
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Whenever there are multiple abjects selected, the properties pane only shows the
settings that all of those objects have in common. In this case, you only seethe
settings that exist in both label objects and image objects.

Infact, all that's left are a handful of settings in the various categories which exist
across all of the selected objects.

E x|
- Attributes
ToolkipTexk
Enabled True
Wisible True
Cursar Arrow
- Auto-Resize
ResizeLeft False
ResizeRight False
ResizeTop False
ResizeBotkom False
- Sounds
HighlightSound  Mone
HighlightFile
ClickSound Mone
lickFile

5) Ctrl-click on the image object again to remove it from the selection.

If you ctrl-click on an object that is already selected, it is removed from the current
selection. Thisis also known as* deselecting” the object.

6) Click on the page surface to deselect all of the objects.

Clicking on the page surface deselects any abjects that are currently selected, and
selects the page instead. (Y ou can tell the page is sel ected because the page settings
appear in the properties pane.)

7) Click on the page surface and, while holding down the mouse button,
drag arectangle around the Email Address, Phone and Mailing Address
label objects.

Thisis known as drag selecting. It basically involves drawing a temporary “box”
around the objects that you want to seect, by dragging the mouse from one point to
another while the left mouse button is held down.
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Note: To drag select a bunch of objects, position the mouse pointer somewhere on the
page surface near the objects. (Don’t position it on an object, or you'll just end up
moving that object instead.) Click the left mouse button and, while holding it down,
begin to move the mouse. A temporary drag-select rectangle will appear to outline the
selection area. “ Stretch” this rectangle by dragging the mouse until the selection area
includes al of theitems you want to select, then let go of the mouse button. When you
rel ease the mouse button, any items within (or touching) the selection area will be
selected, and the drag-sel ect rectangle will disappear.

tedi@sellersrealty.com

Click and hold...
ted@selersrealty.com
{540) 553-3524
Re :
United Stales 12341 ...drag...

tediiisellersrealty.com

{540) 555-3524

"124 Fakereal Avenue
-Realfake, VA
United States 12341

...and release.

1y
When you drag-select objects, the object that is closest to the mouse pointer when you
rel ease the mouse button becomes the dominant object. So, if you started dragging
from above the Email Address labd object, and ended up with the mouse pointer just

below the Mailing Address label object, the Mailing Address label object would be
the dominant object.

Tip: If you already have a bunch of objects selected, you can add more objects to the
selection by drag-selecting them with the ctrl key (or shift key) held down. Holding
the ctrl or shift keys down while drag-selecting adds objects to the current selection.

Working with Multiple Objects
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Moving Multiple Objects

When you have multiple objects selected, you can move them easily by dragging them
with the mouse.

1) Drag the label objects to somewhere else on the page.

Ted Sellers

REALTYLTD.

ted@sellersrealty.com
(540) 555-3524

. 123 Fakeréal Avenue i
.Realfake, VA -
United States 12341

"Building communities
one home at a time"

Moving multiple objects is just like moving a single object. When you drag one, all
the other selected objects come with it.

So, just click on one of the selected objects, and, while holding down the mouse
button, drag the objects where you want them to go.

Note: When multiple objects are selected, they all move together.
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2) Choose Edit > Undo.

When you choose Edit > Undo, the last change that was made to the project is
“undone.” Inthis case, thethree label objects jump back to wherethey were before
you moved them.

Tip: An even faster way to undo the last change is by pressing Ctrl+Z.

3) Choose Edit > Redo.

When you choose Edit > Redo, the last change that you undid is redone. 1t s kind of
like “undoing the undo.”

Tip: You can also redo the last thing that you undid by pressing Ctrl+Y.

4) Choose Edit > Undo again.

If you're wondering what all this undoing and redoing has to do with moving objects,
well, thereisapoint to it.

Moving objects and then undoing the move can be a very useful technique. Y ou often
won't know exactly where you want your objects to go until you’ ve moved them
around a bit. Knowing that you can just undo the move if you don’t like where the
objects end up frees you to try different ideas. (Sure, you could just move the objects
back by hand, but using undo gets them back to that same exact spot alot faster.)

It also doesn’t hurt to know how to go back a step if you happen to make a mistake,
like moving the wrong object by accident.

Asfor undoing and redoing, this can be helpful when you're trying to decide between
two different positions. Just move the objects from one place to another, and then use
the undo and redo commands to go back and forth between the two options. “ Do the
objects look better over here, or over there? Hmmm...here...no, definitely there.”

This kind of “undo/redo dance’ |ets you do a quick before-and-after comparison for
any change that you make to the project.

Working with Multiple Objects
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Editing Multiple Objects

When you have multiple objects selected, you can change a setting for all of them at
once just by editing it in the properties pane.

1) Make sure the three label objects are still selected.

If thisisn't the case, just click on the page surface, then click on one object, and ctrl-
click on the other two.

2) In the properties pane, change the FontSize to 11.

Since all three of the label objects are set to use a 16-point font size, the value 16 is
visible in the FontSize setting.

Font

FonkFarmily Arial
FonkSize 16
FontBold

FontItalic False
Alignment Left
Orientation ]

When you change this value from 16 to 11, all three label objects will switch to using
an 11-point font size. (You will actually seethetext in the label objects get smaller.)

Note: Any changes that you make in the properties pane are applied to all of the
objects that are selected.

Aligning Objects
When multiple objects are selected, a number of alignment tools become available.
Y ou can use these tools to line the objects up horizontally, vertically, or both.

1) With the three label objects still selected, click on the first Mailing
Address object to make it dominant.

When you have multiple objects sd ected, clicking on one of them makes it the
dominant object. There can only be one dominant object at atime, so if the object you
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click onisn’t already the dominant object, it becomes the dominant object instead of
the one that was dominant before.

Note: The dominant object is the one with the normal bounding box.

2) Choose Align > Center Horizontal.

When you choose Align > Center Horizontal, all of the selected objects are centered
horizontally with the dominant object.

In other words, the objects line up so that the horizontal midpoint of each object isin
line with the horizontal midpoint of the dominant object.

ted@sellersrealty.com

Before aligning...

(540 5

bk

...after aligning.

Notice that the dominant object didn’t move, but the other ones did. The dominant
object serves as the “anchor” for any alignment operations that you perform.

3) Click on the Email Address label object, then choose Align > Left.

Clicking on the Email Address label object makes it the dominant object, so when you
choose Align > Left, the Email Address label object stays put, and the other objects
areadignedtoit.
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Note: The key to performing object alignments is knowing what the objects will line
up with. Luckily, it's quite simple: the objects are always aligned to the dominant
object.

4) Drag these three label objects over to the left side of the page.

Don’t worry about positioning them carefully; we just want to get them out of the way
for awhile.

Ted Sellers

REALTYLTD.

Note: Y ou can drag objects onto the work area, but only the objects (or parts) that are
located on the page will be visible in the finished application. If any objects extend
onto the work area, awarning will occur when you preview or build the project.

5) Click on Labell (the one with “Ted Sellers” on it).

When you click on Labell, it becomes the only selected object. The other objects
aren't selected any more, because you didn't ctrl-click on Label1 to add it to the
selection—you only clicked on it to select it.

Clicking on an object that isn't selected desel ects any objects that currently are. It's
essentially like saying “1 want to select this object now, and only this one.”
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6) Shift-click on Label2 (the one with“REALTY LTD.” onit).

Remember: when you' re working with objects in AutoPlay, shift-clicking is exactly
the same as ctrl-clicking. (Y ou can use whichever key you prefer.)

Tip: When selecting multiple objects, use the “last-clicked object is dominant” rule to
your advantage. Plan the order you ctrl-click on stuff so that the object you want to
aligntoisthelast oneyou click on.

7) Right-click on the “Ted Sellers” label object and choose Align >
Center Horizontal.

When you have multiple objects seected, right-clicking on one of the objects makes it
the dominant object. It also opens the right-click menu.

o -
A, Properties  Ch+Enter

4o cut Chrl+s
@ Copy Chrl4+C

REALTY 3 Delete Delete
Duplicate Chrl+D

#lign B Chrl+al+1

Arrange ; el Chrl+alk+2
Ef Restore Size ChEl+HR, S Right Chrl+alk+3
& sroup cri+c |8 Top Chrl+Alt+4

Ungroup Ctrl+Shift+G II} Center Yertical Chrl+Alk+5

Lock, ctri+L | Bo EBottom Ctrl+-alk+&

Fi Ctrl+P

£ ! 2 pistribute Vertical  Ctrl+Al+7

Hid Chrl+H

He : Bl Distribute Horizorkal — Chri+alt+8
|i| keep Aspect ChrlHE a Make Same Width

[l Make Same Height

Building r:nrrur'r_'nJr'ntnﬁ:;; m Make Same Size

one home at a time

[®) Topage Chrl+alt+9

Asyou can see, right-clicking on an object gives you easy access to the same
alignment tools that are in the Align menu.

Tip: Theright-click menu is a very fast way to access the alignment tools.
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Now that you have these two label objects selected, let’ s use them with the image
object to create a simple logo.

8) Choose View > Toolbars > Align to make the Align toolbar visible.

All of the alignment tools are available on a toolbar, which we have appropriately
named “the Align toolbar.” (Don't look at me, | wanted to name it George.)

Ea2d Thh STk 8B0E A,

Y ou can use the Align toolbar to access the same alignment features that are available
in the Align menu.

Tip: When I’m working with the alignment toolbar, | like to drag it down so it floats
over thetop part of thework area. That way, it’s closer to the objects, and doesn't take
up as much vertical space in the design environment.

8) Drag the two label objects just below the image object. Position the

objects so they look like the image below. Use the alignment tools to
center the label objects horizontally with the image object.

_.______..-"h-.______“_

Ted Sellers

REALTY LTD.

You'll probably need to move the two labd objects individually in order to bring them
closer together. Try to position the objects without moving the image object at all.

Tip: Feel freeto play around with the alignment tools before moving on to the next
exercise. They'realot of fun to use, and being familiar with them makes it a lot easier
to design attractive layouts.

Aligning Objects to the Page
In addition to lining objects up with each other, you can also align them to the page
surface itself.

Our goal for this exercise will beto try moving our newly created logo to the exact
center of the page.
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1) Select the three objects that make up the logo.
In other words, select the image object along with Label1 and Label 2.

Tip: You can use the drag-select method to select all three objects at once.

2) Choose Align > To Page, or click the Align to Page button.

Choosing Align > To Page makes the objects align to the page surface, instead of to
the dominant object. It essentially makes the page surface act like the dominant
object, so you can use the alignment tools to align objects to the page.

Note: The To Page menu item acts asatoggle. If you choose Align > To Page twice,
it toggles the feature on, then off again.

Clicking the Align to Page button does the same thing.
BE2d Fhh SN 80 3UEA En@l,

Align to Page

Tip: If the alignment toolbar isn't visible, you can choose View > Toolbars > Align to
make it visible,

Y ou can tell which mode the alignment tools arein by looking at the Align to Page
button on the Align toolbar. If the button has a blue border around it, then Align to
Page modeis on.

[lﬂ _l]_ll E uu %ﬁ%ﬁ‘.} Q UE] Eﬁﬂv Align to Page mode on
I]-L'I!]_IJ Em] %ﬁ‘iﬁﬁ‘.} QU@ E’iiElT Align to Page mode off

Without the Align toolbar, you'll have to check the Align menu in order to know
whether Align to Page mode is on, which iswhy | like to make the Align toolbar
visible whenever | plan on aligning any objects to the page.

3) Click the Align Center Horizontal button.
BEE2d Phh SN SRTRk 3IUE BO.
[
Align Center Horizontal

All three objects should now be centered horizontally on the page. Notice that they
only moved horizontally, and didn’t move up or down at all.
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3) Click the Align Center Vertical button.
'R & a|w§nnn72 I RRBRR WA wO.

Align Center Vertical

Whoa! The objects are centered vertically on the page all right...but now they're
overlapping, with one object on top of the other.

Thisisn't exactly what we wanted, but if you think about it, it makes sense. We had
three objects selected, and we told AutoPlay to center them vertically on the page. So
that’s exactly what it did. Each one was centered on the page, independently.

If you wanted the three objects to keep their positions relative to one another, and be
centered vertically asa single unit, you' d have to group them first. W€ ll try that a bit
later in this lesson, but for now, let’s take advantage of the situation to cover another
useful skill: arranging objects.

Arranging Objects

While we have these three objects overlapping, let’s perform a quick experiment to
illustrate a point.

As you can see, objects are drawn on top of each other. When objects overlap, the
object in front essentially hides any objects that are behind it. (Depending on the
object, you might be able to see other objects “through” the one that’s on top. For
example, our label objects don't hide each other very much, because label objects are
fully transparent except for the text.) So what if you want a different object to bein
front? Easy: just arrange the objects.

Arranging objects involves changing their positions in something called the z-order.
The z-order is what determines which objects will be closer to the user, and which
objects will be closer to the page.

Lesson 3



It's called the “z-order” because it deals with how objects are arranged along a page’ s
Z axis.

T oaxis
(height)

7 axis = axis (width)

(depth)

In AutoPlay, changing the z-order involves moving individual objects along the z
axis—either “forward” (further from the page) or “back” (closer to the page).

11 The Z-Order in Action

Note: Some object types are unable to appear behind other kinds of objects. For
example, if you try to place alabe object in front of a video abject, it won't work; the
video object will still show up in front. Thisis because the video object existsin its
own little* mini-window” that floats on top of the page surface.
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Z-Order = Draw Order

Objects are actually drawn onto the page one at atime. (It looks likethey'reall just
instantly “there” because your computer can draw objects very quickly.) The z-order
is what determines the order that the objects will be drawn in. The ones at the back are
drawn first, and the ones at the front are drawn last, right over the others.

Some objects, like video and web objects, are drawn onto a separate window
“surface’ that is permanently suspended above the page and all of the “normal”
objects on it. We call these objects windowed objects. Windowed objects always
appear in front of non-windowed objects, regardless of where they arein the z-order.

1) Press Ctrl+Z to undo the last change.

Pressing Ctrl+Z undoes the last change that you made to the project, which in this
case was to center the three objects vertically on the page.

Note: Thisisthe same as choosing Edit > Undo.

By default, AutoPlay remembers the last 10 changes that were made, so at any given
moment you should be ableto “step back” like this up to 10 timesin arow.

Tip: You can give AutoPlay alonger undo memory by choosing Edit > Preferences,
clicking on the Document category, and setting Undo/Redo L evelsto a higher value.

2) Choose File > Save to save the project.

Saving the project is important, because it creates a point that you can come back to if
you make a mistake or want to undo your changes. (We'll actually use this feature
later in thelesson, to return the project to the stateit’sin right at this very moment.)

3) Right-click on the page surface and choose Image. In the File Select
dialog, navigate up one level, and then navigate into the Icons folder.
Select the 002BT15.png file, and click OK.

Choosing Image from the right-click menu opens the Select File dialog, allowing you
to select animagefile.

In this case, we want to temporarily add another image file to demonstrate how the
arrange tools work. A good image for this purposeis 002BT15.png, located in the
Gallery\Images\Elements\Icons folder. (Some of our image files have such romantic
names.)
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Since you're selecting afile for an image object, the Select File dialog automatically
starts at the last location where you browsed for an imagefile. Unless you’ ve browsed
to adifferent location since we added the first image object in Lesson 2, the Select
File dialog should open directly to the Gallery\l mages\Elements\Special folder.

® Select File 3
Laak in: |ﬁ? Special VI ¢ % e
My Pictures .
Gallery peak.prig polatoid.png post-it. prig

Click the move up button

The 002BT 15.png file islocated in the Gallery\l mages\Elements\Icons folder. To get
to the Icons folder, you need to click “move up” button to navigate onelevel up from
the Special folder (which will put you in the Gallery\lmages\Elements folder). Then,

double-click on the Icons folder to navigate into it.

@ Select File

Look ir: |E}Elements Vi O3 EB-

My Pictures ’_J ’_J
L

Gallery Bullets Horizonkal Bars

Panels
B |
LA

by Project

o - -

by Documents

R

Iy Computer

Special Vertical Bars

Double-click on thelcons folder

Oncethere, simply click on the 002BT15.png file, and click OK. The new image
object will appear on the page.
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4) Use the new image object to completely cover the logo.

Using the mouse, resize the image object so it’s big enough to cover the entire logo.
Then drag it on top of the logo, so it covers all three of the logo’s objects.

Tip: You can resize the object proportionally by holding the Shift and Ctrl keys down
while dragging one of its resize handles.

5) Right-click on the image object and choose Arrange > Send to Back.
Abracadabral The logo objects reappear.

Choosing Arrange > Send to Back moved the new image object to the very back of
the z-order, putting it at the bottom of the “stack” of objects on the page. (Note that
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thisincludes all of the objects on the page, and not just the four objects that happen to
be overlapping.)

Y ou can actually seethe z-order in the Project Explorer. The objects in the project
explorer tree are listed according to the z-order, with the “front” object at the top of
the tree, and the “back” object at the bottom of the tree. When you sent theimage
object to the back of the z-order, it was moved to the bottom of the tree.

“) Project
=l |J Pagel
al slogan This object is in front
al Mailing Address
al Phone
al Email Address
al Labelz
al Labell
| Imagel
wa| Imagez —— This object is in back

Tip: The other commands in the Arrange menu let you move an object forward or
back by one “position” in the z-order stack, or send it straight to the front of the pile.

6) Choose Edit > Select > Next Object Above.

Choosing Edit > Select > Next Object Above selects the object that is one level
“higher” in the z-order—in other words, the object that is one step further from the

page.

Note: If you look at the project explorer, you can see which object you have selected
and what position it occupies in the z-order.

“) Project
=l |J Pagel
al slogan
al Mailing Address
al Phone
al Email Address
al Labelz
al Labell
G Imagel —— Selected object
wa| Images
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7) Press Shift+Tab.
Y ou can also select the next object “higher” in the z-order by pressing Shift+Tab.

Tip: You can cyclethrough all of the objects on the page by pressing Tab and
Shift+Tab. Pressing Tab selects one level “forward” in the z-order, and pressing Shift-
Tab selects one level “back.”

Y ou should now have the Label 1 object selected (the one with “ Ted Sdlers’ onit).

8) Right-click on the Labell object and choose Arrange > Send to Back.

Poof! The Label1 object is sent to the back of the z-order, and disappears behind the
Image2 object.

Note that the Label1 object’s bounding box is still visible:

The bounding box is still visible because the Label1 object is still selected. When an
object is sdected, its bounding box is displayed in the foreground, on top of any
objects that happen to be in the way. This gives you the same access to the object as
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when it’s “on top”—you can resize the label object by resizing the bounding box, or
move it around by dragging it with the mouse, just like you would if it wasn’t hidden.

9) Make the Labell object larger by resizing its bounding box.

If you make the Label1 object large enough, it will become visible beyond the edge of
the Image2 object.

Because the bounding box appears in the foreground, you can resize or reposition an
object when it's selected, even if you can't see the object itself.

10) Click on the Image2 object, and choose Edit > Arrange > Bring
Forward.

Y ou haveto click outside the Label1 object’s bounding box in order to select the
image object. Once an object is selected, clicking anywhere inside its bounding box
won't deselect it, even if another object isin front.

When you bring the Image2 object forward one “step” in the z-order, the Imagel
object disappears behind it. The only object from the logo that is still visible on top of
the Image2 object isthe Label2 object with“REALTY LTD.” onit.

In the project explorer, the image object’ s name has moved one position higher in the
list.

al Phone
@l Email Address

ll. Labelz
| Image2
| Imagel

al Labell
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11) In the project explorer, drag the Image2 object above the Label2
object.

Y ou can also arrange objects by dragging their names up or down in the project
explorer. Thisis especially useful when you have many objects and you want to move
one of them to a specific position in the z-order.

Tip: You can also arrange objects using four buttons on the Align toolbar.

EE2A Phh 20 RESRK JUE D,

12) Click on “Labell” in the project explorer.

Clicking on the name of an object in the project explorer selects the object, even if
there' s another object in front of it.

Note: You can use the project explorer to select objects that are hidden behind other
objects on the page.

13) Double-click on “Image2” in the project explorer. On the Settings tab,
set the Opacity to 50, and click OK.

Double-clicking on an object’s name in the project explorer opens the Properties
dialog for that object. It's just like double-clicking on the object itself.

Changing the object’ s opacity from 100 to 50 makes it 50% opaque (or, conversely,
50% translucent). In other words, it makes the object partially transparent.

Tip: The Opacity setting can be used to produce al kinds of neat effects. AutoPlay
even lets you change an image object’ s opacity dynamically at run time! (This can be
done by using the Image.SetOpacity action which lets you set opacity “on thefly.”)
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Getting Rid of Leftovers

No, thisisn't an exercise in how to hide last night’s overdone pot roast. Instead, it'sa
quick mention of avery handy tool that’s built into AutoPlay: the resource optimizer.

If you're anything like me, you probably have to try a bunch of different files before
you find the one that “fits” your project. Y ou might add one image, decide it doesn’'t
look quiteright (chartreuseis so passé this year), and then go through five or six
others until you find one that you’ re happy with (they say orange is the new blue).

Remember how AutoPlay keeps a local cache of everything, by automatically copying
any files that you use into the project folder? Well, those files are left behind even
after you delete the objects that caused them to be copied in the first place. After a
while, those leftover files can begin to add up.

Whichisn't a problem, exactly...your project will continueto work fine, even with
those extrafilesinsideit. They’ Il never actually break your project. However, they do
take up space...and when you’retrying to fit every last bit of data onto a CD, or if
you're building a single-file executable that’ s going to be downloaded by half a
kazillion people, it can truly pay to trim off any excessfat.

Theresource optimizer is an easy way to get rid of all thefiles that have been |eft
behind. It's like a hypersonic push broom sweeping through your project, clearing
away the debris of the design process.

Our tutorial project hasn’t been around long enough to accumulate much in the way of
unused resources, but we do have at least onefilethat we aren’t using any more. Or,
we will once we delete the only aobject that usesiit.

1) Select the Image2 object and press the Delete key.

Y ou can sdlect the Image? object any way you want—click on it, use the project
explorer, cyclethrough the abjects on the page by pressing Tab, etc. The important
thing isto make sureit’s the only object that is selected, and then press the Delete key
to remove it from the project. Bye-bye Image?!

2) Click on the Project pane, and navigate into the Images folder.

The Project pane should be tabbed with the Gallery and pane on the right side of the
design environment. Clicking on the Project pane’ s tab switches to that pane.

The Project pane is like awindow into the project folder. Within it you'll find al of
thefiles that have been added to your project, neatly organized into sensible
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categories. All of theimagefiles that are added to the project end up in the Images
folder. Once you navigate into that folder, you should see the 002BT 15.png file (along
with all the other image files that have been used so far).

Note that deleting the Image2 object, which was the only object in the project that
used that file, didn’'t delete the file from the Images folder. Once afile has been added
to the project, it’s up to you to remove it. Of course, this is where the resource
optimizer comesin.

3) Choose Tools > Optimize Resources. When the Remove Unused
Resources dialog appears, make sure the Confirm deletion option is
enabled. Click OK to begin the optimization process.

The Remove Unused Resources dialog lets you configure exactly which folders you
want AutoPlay to search through—just in case there are some folders in the project
that you don’t want optimized.

Remove Unused Resources E|
Folderz to Clean
Audio Faolder Images Folder
Euttons Falder Fluginz Folder
[ ] Docs Folder Scripts Falder
Flazh Folder Yideos Folder

lcons Folder

Delete Options
Confirm deletion

l (] %J[ Cancel ][ Help ]

Note: The Docs folder isn’t searched by default, because that’ s where you normally
put any “external” files that you want to distribute with your project. If you decideto
optimize the Docs folder, be careful not to delete any files that you wanted to keep.

It's agood idea to |eave the Confirm deletion option enabled, so you'll have a chance
to override AutoPlay’ s choices before the files actually do get deleted.

As soon as you click OK, the resource optimizer will begin scanning the project
directories, looking for files that aren’'t referenced anywhere in the project.
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4) When the Confirm Delete dialog appears, verify the list of files that
AutoPlay wants to delete, and click OK to delete them.

The resource optimizer is very, very fast, so the Confirm Delete dialog will appear
almost instantly.

Clicking OK will delete all of thefilesin the list that have check marks next to them.
Make sure you examinethe list carefully—once afileis deleted, you can't get it back.

5) Observe that the file has been removed from the Project pane.
Asyou can see, the 002BT 15.png was successfully removed in the previous step.

Tip: Usethe resource optimizer to clean up any unnecessary files before publishing
your project.

Now that we ve covered optimizing and arranging, let’s get things back to the way
they were before we set off on this little detour.

6) Choose File > Revert to go back to the last save point.
When asked to confirm that you want to proceed, click Yes.

Y ou should end up with the image object and the two label objects back where they
were before you centered them vertically on the page.

Ted- Sel.lers

REALTY LD

Choosing File > Revert puts everything in the project back to the way it was the last
time you saved the project. Thisincludes all of the object settings and project settings
that were saved with the project.

However, it does not include any changes to the files that your project references. In
other words, if the files themselves are deleted or modified, choosing File > Revert
will not undo those changes.
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If you delete afilethat your project used the last time it was saved, choosing File >
Revert will not restorethefile. It will restore any settings that refer to that file, but not
thefileitsdf. (If any objects need to display that file, they would display a placeholder
message instead, alerting you that thefile is not there)

Tip: The File> Revert feature allows you to undo any number of changes, regardless
of the current Undo/Redo level.

Grouping Objects

Now, what if you wanted to center the logo in the middle of the page, without having
any of its objects overlap? In order to do that, you need to group the three objects
together. Grouping the objects will allow them to be aligned as though they were a
single object.

Objects that are grouped maintain their positions relative to one another when you use
the alignment tools on them. They essentially act as though they were a single object,
allowing you to align them as a group.

1) Select the three objects in the logo, and choose Edit > Group to group
them together.

When you group the objects together, their bounding boxes turn green instead of blue.
Thisisjust to let you know that the objects are part of agroup. (If it wasn’t for the
green bounding boxes, it would be impossibleto tell they were grouped just by
looking at them.)

Note: Y ou can ungroup objects by selecting a group and choosing Edit > Ungroup.

2) Click on the page surface to deselect the objects, then click on one of
the objects in the logo to select the group.

Grouping objects makes it easy to access them all at once. That might seem a bit
obvious, but it’sareally useful feature that can save you alot of time. When you click
on an object that is part of a group, all of the objectsin the group are selected
automatically.

Tip: If you find yourself always wanting to select and work on a particular bunch of
objects, just group 'em. Y ou can always ungroup them later if you want to work on
them individually again.
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3) Make sure you're working in Align to Page mode.

When you're working in Align to Page mode, the Align to Page button will be
highlighted, like this:

Ead mhh 20 RERR IUE RO

If it isn't, ether click on the button, or choose Align > To Page to toggle the feature
back on.

4) Right-click on one of the objects and choose Align > Center Vertical.

Voilal Thistime, the whole group is centered on the page, with the three objects
maintaining their positions relative to one another.

"Building communities
one home at a time"

Whenever you align a group to the page (or to other objects, for that matter), the entire
group is positioned as though it were a single object.

Note: A group isjust a bunch of objects that are always selected together, and that
maintain their positions relative to one another when you use the alignment tools on
them. It's almost like the group becomes a single object.
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5) Click on “Labell” in the project explorer. In the Position category of
the properties pane, set Left to 346 and Top to 121.

In the default workspace layout, the project explorer is on the left side of the design
environment, above the properties pane. The project explorer contains alist of all the
pages, objects, etc. on the current page. Y ou can use the project explorer to select
objects by name.

*) Project

= ._1'| Pagel
al slogan
al Mailng Address
al Phone
al Emai Address
al Labelz
| Imagel

al

When you click on “Label1” in the project explorer, the Label1 object is seected by
itsdf. Thisis because the project explorer lets you sdect individual objects even if
they're part of agroup.

Click here to select
the Labell object

This can be helpful when you want to change the settings of a single object within a
group. By selecting the object in the project explorer, you can make the changes
without having to ungroup the objects and then group them back together again when
you're done.

Note: Selecting a grouped object in the project explorer doesn’t remove that object
from the group...it just selects the object on its own, without selecting the other
objectsin the group.

Note that the Label1 object’ s bounding box is still green to remind you that it does
belong to a group, even if the other objects in the group are not selected.

6) Click on “Imagel” in the project explorer. In the Position category of
the properties pane, set Left to 375 and Top to 102.

Once again, using the project explorer to select the object by itself lets you change its
position without affecting the other objects in the group.
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7) Click on “Label2” in the project explorer. In the Position category of
the properties pane, set Left to 358 and Top to 156.

Whilewe'reat it, we might as well move the Label2 object as well.

Changing the L eft and Top values is the only way to move a grouped object without
moving the other objects in the group. Even if you selected the object in the project
explorer, moving the object with the mouse would move the entire group.

8) Click on the Imagel object (on the page).
When you click on the image object, the whole group is selected again.

Note: Clicking on a grouped object on the page selects all of the objects in the group.

Pinning Objects
Once you have objects placed where you want them, sometimes it’s nice to pin them
so they can’t be moved or resized accidentally.

1) Right-click on one of the grouped objects and choose Pin.

This fixes the position and size of the three objects in the group. Note that when you
pin an object, its bounding box turns red.

e ——

Ted Sellérs
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Pinned objects are surrounded by red bounding boxes by default

Note that the bounding box for the dominant object doesn’t have any resize handles
on it any more, since you can't resize pinned objects with the mouse.

2) Try to move the objects.
Y ou might need both hands on the mouse to get them to move...

Heh, just kidding. Y ou can't move or resize objects when they’ re pinned.

Working with Multiple Objects
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To unpin the objects, you would either right-click on one of them and choose Pin
again, or choose Edit > Unpin to unpin all of the selected objects on the page at once.

For now, though, just keep the objects pinned so you don’'t have to worry about
moving them by accident.

Distributing Objects

Distributing objects just means adjusting their positions so that they’ re spread out
evenly between two points, or across the page. It’s an incredibly useful technique for
getting things placed neatly, with equal distances between the abjects.

1) Make sure the Align to Page mode is off.
When Align to Page modeis on, the Align to Page button appears sdected, like this:

BadPhh SN RBRrRIAUE wE.
Y ou want the button to be unse ected, like this, instead:

B2 Phhh S0 SR SUWE LI,
If you need to toggle it off, just click the button, or choose Align > To Page.

Y ou can also check the Align to Page mode by looking at the icon in the Align menu.

flign | Page Object  Project  Publish

|2, Left Ctrl+alk+1
&2, Center Horizontal Chrl+alk+2
= Right Chrl+alk+3
0o Iop Chrl+Alk+4
flo Center Yertical Chri+Al+5
Do Eattom Crrl+alk+e
S Distribute Yertical Chrl+alk+7
Il Distribute Horizontal — CtrH-alt+a

= Make Same Width
Il Make Same Height
Bl Make same Size
Lo

[®) ToPage Chri+alk+9
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2) Drag the Email Address label object up to the top of the page.

Y ou may notice that the object “snaps’ into place as you move it near the upper |eft
corner of the page. Thisis because AutoPlay’s snap-to-page featureis enabled by
default. (You can toggle this feature on or off by choosing View > Snap to Page.) The
snap-to-page feature causes objects to automatically line up with the page edge when
you move them within a few pixels of it.

Tip: You can hold the Shift key while moving objects to suppress snapping.

The Email Address, Phone, and Mailing Address label objects should be positioned
vertically, with the Mailing Address and Phone label objects close together, and the
Email Address label object off by itself.

Don't worry about lining things up carefully; you'll use the alignment tools to take
care of that later. (It’sactually easier to see what’s going on if the objects aren't lined
up so well.)
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3) Select the Email Address, Phone, and Mailing Address label objects.
When you have all three objects selected, choose Align > Distribute
Vertical.

To select the three objects together, either drag-select them, or just click on one and
then ctrl-click on the other two.

Tip: You can also select multiple objects by clicking and ctrl-clicking on their names
in the Object Browser pane (View > Panes > Object browser).

Choosing Align > Distribute Vertical distributes the three objects evenly between the
top and bottom ones, so thereis an equal distance between all three of them.

In this case, the top and bottom objects stay put, and the Phone object (the onein the
middle) moves up so it’s placed exactly in between.

:ted@sellersrealty.com .

it
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4) Move the bottom object up so it’s right underneath the middle one.

In other words, move the Mailing Address label object right up under the Phone label
object.

Note: You'll need to select the object onits own in order to moveiit.

ted@sellersrealty.com

5) Select all three objects and choose Align > Distribute Vertical again.
Once again, the middle object moves so the selected objects are spaced evenly apart.
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6) Select the Email Address object by itself and use the properties pane
to increase its font size to 13.

Wewant the email address to stand out a bit from the other label objects. Making the
email address a bit bigger should do thetrick.

7) Move the three label objects closer together, and then drag them
down below the logo. Use the alignment tools to get the label objects
spaced evenly apart and aligned along their left sides.

e

Tea Seliérs
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ted@sellersrealty.com
(5

cammunities

Start off by eyeballing it, moving the objects closer together and dragging them down
to the lower right side of the page, using the above image as a guide.

Once you have the objects more or lessin place, select all three label objects and use
Align > Left to align them along their |eft edges. Then use Align > Distribute Vertical
to even things up.
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Locking Objects

Earlier | showed you how to pin objects so they can’'t be moved or resized
accidentally. Pinning objects prevents the objects from being moved or resized with
the mouse, but still lets you access their properties and align other objects to them.

Sometimes, though, it would be nicer if the objects would just get out of the way. For
example, if you have a large object on the page with other objects on top of it, or lots
of abjectsin close proximity, it can be difficult to drag select specific objects without
accidentally selecting some you don’'t want to. Y ou could ctrl-click on all the objects
that you want to select, one at atime, but it would be better if you could just drag
select the objects you' re working on and have any “finished” objects be ignored.

Thisis wherelocking objects comesin. When you lock an object, it becomes
completely unselectable. It’ s like the object becomes part of the background. you can
click on it or even drag-select around it, but it won't become selected at all. It's almost
likeitisn't there.

Note: Locking an object has no effect on how the object behaves at run time. The user
will still be ableto interact with the object the same way, whether it's locked or not. It
only affects how the object behaves while you’ re working on the project.

If you're wondering how you would ever get the object “back,” don’t worry...you can
unlock an abject by right-clicking on it and choosing Lock from the right-click menu.

To illustrate this, let’s lock all of the abjects on the page, except for one label object
that you will be working with in another |esson.

1) Press Ctrl+A to select all of the objects on the page.
When you press Cirl+A, all of the objects on the page are selected.

Note: Thisisthe same as choosing Edit > Select > All.

2) Choose Edit > Lock.

All of the objects become locked. Since locked objects can't be selected, their
bounding boxes disappear.

3) Try to select one of the objects.
Go ahead. Bet you can't select any.
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No, really...you can't. Locked objects don’t respond to |eft mouse button clicks at all.
You can’t even select them using the project explorer.

It's like the objects aren’t even there. But they still are, of course...they’re just locked.

4) Right-click on the Email Address label object and choose Lock to
unlock it.

When you right-click on alocked object, a menu appears so you can unlock it. Note
that thereis a check mark next to the Lock command to indicate that the object is
currently locked.

450ME
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Choosing Lock from this menu toggles the object’s “locked” status off—in other
words, it unlocks the object. It also automatically selects the object for you, so you
can seethat it has been unlocked.

Tip: You can unlock all of the locked objects on a page at once by choosing Edit >
Unlock All.

5) Choose File > Save to save the project.
Be sure to save the project so the work you've done in this lesson isn’t lost.
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Lesson 3 Summary
In this lesson, you learned how to:

»  Select multiple objects

* Move morethan one object at atime

» Changethe settings of several objects at once
» Align objectsto each other

* Align objectsto the page

* Arrange objects in the z-order

*  Remove unused files from the project

»  Group objects together

* Pin objects (so they can’t be moved or resized)
» Distribute objects evenly

* Lock objects (so they stay out of your way)
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Buttons, Actions and Pages

Thislesson is all about interactivity. Interactivity isimportant—it lifts your AutoPlay
application above the limitations of mere pamphlets and traditional business cards that
dwdll in the lowly realm of paper. Interactivity makes your application seem alive and
responsive, and lets it actually perform important tasks for the user, just like any other
Windows program.

There are several ways to make your applications interactive, but the three most
important tools at your disposal are buttons, actions and pages. Buttons are one of the
coolest features of AutoPlay. They look great, are easy to use, and instantly give your
application atruly professional polish. Actions, and the events that you add them to,
let you make your application do stuff. Pages are the surfaces that you put buttons and
other objects on. And since your imagination shouldn’t have to fit on one page, we'll
show you how to add more pages to your project.
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What You'll Learn How Long Will It Take?

Inthislesson, you'll learn how to:

This lesson takes approximatey
30 minutes to do.
Add interactive buttons

Match the width and height of several
objects at once

Change the appearance of the button text
Duplicate multiple objects

Add ssimple actions like Application.Exit
and FileOpen

Add a blank page to the project
Duplicate an existing page

Add navigation buttons using Page.Jump
actions

Copy objects from one page to another
Send email with a Quick Action

Working with Multiple Objects

129



130

Starting the Lesson

If you’re continuing from Lesson 3, you should still have AutoPlay running with the
Tutorial project open. If so, you' re ready to move on to the next exercise: Adding
Buttons.

Otherwise, you'll need to open the project file that you saved at the end of Lesson 3.

1) Open the Tutorial.am7 file that you saved in Lesson 3.

When you save a project, AutoPlay automatically creates a project folder for it inside
your “My Documents\AutoPlay Media Studio 7.0\Projects’ folder. This project folder
is where everything that belongs to the project is stored—including the project file,
which contains all of the settings used in the project.

The project folder and the project file always have the same name that you gave to the
project when it was created. The project file's name ends with a“.am7” file extension.

Since you named this project “ Tutorial” in Lesson 1, the name of the project folder
will be Tutorial, and the name of the project file will be Tutorial.am7. So, the path to
the project file should be something like:

..\My Documents\AutoPlay Media Studio 7.0\Projects\T utorial\T utorial.am?
To open the project, you just need to open that project file.
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Adding Buttons

Buttons are special interactive objects. They respond automatically to the user by
changing their appearance when you move the mouse over them or click on them. In
fact, each button has four different appearances, or “states,” built into it: Up, Down,
Highlight, and Disabled.

There' s a different image for each state built right into the button file. By switching
between these images, a button can appear animated and i nteractive—glowing when
the user moves the mouse over it, for instance, and appearing pushed in when the user
clicks onit. With full support for alpha transparency and variable opacity, buttons can
even come with built-in drop shadow effects and have smooth, rounded edges.

Buttons are a great place to put actions, since they usually look like something you
would want to click on. And to help the user know what the buttons will do, each
button can have custom text on it, just like a label object. The text can even change
color in each of the different states, so it fits in with each state s appearance perfectly.

= |
Buttons

re

o L,

Buttons comein all shapes, sizes and colors. The professionally-designed buttons that
come with AutoPlay resize well and even look great when they’re stacked on top of
each other, thanks to the built-in drop shadows which give our buttons a nice, three-
dimensional appearance.

In short, buttons rock.

Tip: If you need more buttons, you can purchase add-on packs from Indigo Rose. Or
just build your own buttons using the AutoPlay Media Studio Button Maker, which
you can access by choosing Tools > Button Maker.

Buttons, Actions and Pages
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1) Choose Object > Button to add a new button object. When the Select
File dialog appears, click the Gallery button.

Choosing Object > Button opens the Select File dialog so you can sdlect a button file
to add.

Loak in: |li’n‘ Buttans vi O @ EH~
| ~
=5
Gallery J | I [ -
==
NE
by Project 1_1986.btn 1_313.btn 1_323.btn 1_438.btn

)

e | I & &5
=

Iy Computer

10_1624.btn 10_179.btn 10_1958.btn 10_1961.btn

—

10_549.btn 10_&72.btn 11_1010.btn 11_1283.btn

b

| Ok |[ LCancel ]

Tip: You can also add a button object by clicking the New Button Object button.

BmAZmE90eH

2) Select the grey_rounded.btn file and click OK.

To sdect thegrey_rounded.btn file, just find it in the list of button files and click on it.
(You will haveto scroll thelist to find it. Asyou're scrolling, have a look at the other
buttons that areincluded. Therearealot of cool buttonsin there)
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When you click OK on the Select File dialog, the dialog closes and the button is added
to the project. Like all objects that you add in this way, it starts out positioned in the
upper left corner.

The button looks a bit different than it did in the Select File dialog, though. Now it has
thewords “Click Here” onit. Thisisjust the button’s default text.

Note: You'll usually want to change this text to something a bit more meaningful, like
“Play Video” or “Install WidgetMaster 2.0"—in other words, something that
describes what clicking on the button will actually do.

WEé Il change this button’s text when we get to step 4, but for now the default text is
okay.

3) Resize the button so it’s 196 pixels wide and 63 pixels tall. Position it
14 pixels from the left of the page, and 89 pixels from the top.

To resize the button object, you can either drag the resize handles, or set the width and
height directly in the Position category of the properties pane.

To position the object, either move it into place by dragging it, or edit its Top and L eft
settings directly.

=
Left 14
Top a9 =
Width 196
Height £3 B
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Tip: If you prefer the drag method, you can use the position and size readouts on the
status bar to set the object’s size and position precisely.
Position (Top, Left)
i I i
() 4ME ./ 477522 [mj14.89 [5] 196463

Size (Width x Height)

Now let’s change the text to something that better describes what this button does. (Or
in this case, what the button’s going to do, once we add an action to it later in this
lesson.)

4) In the properties pane, change the Text setting to Ted Sellers Online.

The Text setting is found inside the Object category. This should be the first category
at the top of the properties pane.

Note: If the Object category isn't visible, then the button abject isn’t selected—in that
case, click once on the button object to select it.

To change the text that is displayed on the button object, highlight the contents of the
Text setting and type the new text in. (In this case, highlight the words “ Click Here”
and type in the words “ Ted Sellers Onling’ instead.)

Tip: A quick way to select all of thetext in a setting is to double-click on the name of
the setting in the | eft-hand column of the properties pane. In this case, that means
double-clicking on the word “Text” itself. Whenever text in afield is highlighted,
anything you type will instantly replace the highlighted text.

When you're done typing the new text in, press Enter.

Note: Don’'t worry if thetext isto big to fit on the button...we |l change the button’s
font size in a moment.

(Later in this lesson, we |l add an action to this button to make it open Ted's website.)

5) Use the Project pane to add another grey_rounded.btn button.

In Lesson 2, you opened the Project pane by choosing View > Panes > Project
Browser. It should still be tabbed on the right side of your screen, together with the
Gallery pane. In that case, all you need to do is click on the Project pane's tab to bring
it to the front.
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If the Project paneisn’t visible anywhere on your screen, choosing View > Panes >
Project Browser will toggle it on. (There will be a check mark next to Project Browser
in the View > Panes menu when the Project paneis visible. If that check mark is
already there, it means the Project paneis actually somewhere on the screen already.)

Project

(I Audio

() Flash

'|,':| Icons

u:l Images

.,:| Plugins
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() videos
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Double-click on the Buttonsfolder

Double-click on the Buttons folder in the Project pane. This will show you alist of all
the button files that have been added to your project so far. Since you' ve only added
one kind of button, there should only be oneitem in this list: the grey_rounded.btn file
that you added earlier.

Project

Selecting the button file

Note: Thiswas explained morefully in Lesson 2, but here are the basics to refresh
your memory. Every project you create has its own folder, called the project folder.
Each project folder is divided into subfolders. When you add a button file to your
project, a copy of thefileis placed inside the “ Buttons” subfolder. You can use the
Project pane to navigate to this subfolder.

Buttons, Actions and Pages
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When you click on the grey_rounded.btn file on the Project pane, a fully working
preview of the button appears on the Preview pane. (If the Preview paneisn't visible,
use the View > Panes > Resource Preview menu item to toggle it back on.)

Y ou can use the Preview pane to see how the button will respond to the mouse in your
completed application.

[ @]

| 3 ]

Tryingit out in the Preview pane

Move the mouse over the button in the preview area. See how it changes its
appearance slightly? This is the button’s “highlight” state. (Buttons become
“highlighted” when you move the mouse over them.)

Click on the button in the preview area, and it changes its appearance again. This
time, you're seeing the button’s “down” state. (Buttons are typically pressed “down”
when you left-click on them.)

Move the mouse away from the button in the preview areg, and it returns to normal.
Thisisthe button’'s “up” state.

Note: The Preview pane alows you to try a button before you add it to your project.

To add the button to the page, just drag the grey_rounded.btn file from the Project
pane onto the page. A new button object will be placed at the spot where you drop the
file. Move the new button object to just below the first one.
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Tip: You can also drag a button directly from the Preview pane.

6) In the properties pane, set this button’s text to About Ted Sellers.

F'r'n:npé.r'.t-iée:;-- ) o — _!t.'

= ; |
Mame Buttonz i
ButtonFile AutoPlayButtor

About Ted Selle
Fank Verdana, 15pk

When you change the Text setting, “ About Ted Sellers” appears on the button object.
(Later on, we' Il make this button jJump to another page that has information about Ted
onit.)

Matching the Width and Height

The new button object that you added doesn’t have the same width and height asthe
first one. Thisis because the new object still has its default width and height—it
hasn't been resized yet like you resized the Ted Sellers Onlineg” button.

You could resizethe “ About Ted Sellers’ object the same way you resized the“ Ted
Sellers Onlineg” button, but there's an even faster way to do it. Using the alignment
tools, you can get one object (or many objects!) to match another object’ s width or
height in no time flat.

1) Select both buttons. Click on the “Ted Sellers Online” button to make
it the dominant object in the selection.

. 1 Sellers |
| Online

About Ted Sellers

Thefirst step in matching an object’s width or height is to select the objects that you
want sized the same, with the object that is already sized correctly as the dominant
object. We want the size of the new “ About Ted Sellers’ button to match the size of
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the“Ted Sellers Online” button, so the“Ted Sdlers Onling” button needs to be the
dominant object.

2) Choose Align > Make Same Width.

This makes the“ About Ted Sdllers’ button the same width asthe“Ted Sdllers
Onlineg” button...

3) Choose Align > Make Same Height.

...and now the“ About Ted Sdllers’ button is the same height asthe“Ted Sellers
Onlineg” button, too.

Tip: You can also just choose Align > Make Same Size to match the width and height
together in one step.

Changing Text Settings

Much like label objects, button objects give you a great deal of control over the
appearance of the text that appears on them. Y ou can change the font family and size,
make the text bold or italic, and also change the color.

In fact, each button has a different text color for each state the button can assume.
This allows the text color to change as the appearance of the button changes. Not only
does this contribute to the interactive appearance of the object—making the text
brighten as the mouse moves over the button, for example—but it allows the text color
to be adjusted to complement the changing color of the button itself. (Black text on a
blue button would disappear if the button’ s down appearance was also black.)

Let’'s change the text settings on these buttons a bit so the text will change color when
the user interacts with the button.

1) With both objects still selected, change the font size to 12, and the
font family to Arial.

The default font size of 15 pointsis a bit large for these buttons. To change the size,
change the FontSize setting from 15 to 12.
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Properties

= .ll_lhjecl: T
ButtonFile AutoPlayButtor
Text
Fonk Verdana, 12pk
FonkFarnily Werdana
FontSize 12| &
FontBold krue
FontItalic False

Changing the font size for both buttonsat once

Verdana doesn't look that good at 12 points, so let’s change the font to Arial. To
change the font family, just click on the Family setting, click the sdect button, and
select Arial fromthelist.

Note that, since two button objects are selected, the properties pane only shows the
settings that can be changed for both objects at once.

2) Change the Highlight color for both objects to Blue (#0000FF).

- Colors
Marmal Il +oooooo
Highlight Il #0000
C
D | Sukormnatic

SN B R B BB BB
THEEENEEERNE
Em [ |
Y [ ]
C

-5
H Mare Calors, ..

Thisisthetext color that will be used for the button’s Highlight state, which is shown
when the mouse pointer moves over the button.

Y ou won't be able to see this effect until you actually see the project running, though;
while you' re working on the project, the button is always in its Normal state, so the
words “Ted Sellers Online” will still be black.
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3) Change the Click color for both objects to Light Blue (#3366FF).

- Colors
Marmal Il :oooooo
Highlight Il :oo0oFF
lick. Il #0000 v
o
A | Autarnatic
THHEEEEERER
ENNENENEERN
Y [ | %l
“m |
-5
H
H Mare Calars. ..
Wt

Thistext color will be used when the button isin its Click state, which is shown when
the left mouse button is clicked on the object.

4) Choose Publish > Preview. When your application opens, move the
mouse over the buttons and click on them.

Hey, it works! Each button changes its appearance and text color as you interact with
it. Pretty cool, huh?

Note: If you have your computer speakers turned up, you may hear sound effects as
you move the mouse over the buttons and click on them. 1’1l show you how to change
these default sounds in Lesson 8. In the meantime, don't be freaked out by the beeps
and clicks. (If you hear voices, though, you have my permission to be as freaked out
as you want to.)

5) Exit from the preview.

To exit from the preview application, either click the close button on the application’s
title bar, or press Alt-F4 while the application is selected.

When you exit from the application, you should be returned to the AutoPlay design
environment. If not, use Alt-Tab to bring AutoPlay back to the foreground.
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Duplicating Objects

Once you have a couple objects set up the way you want, it's easy to add more objects
with the same exact settings. Just duplicate’ em!

1) Select both button objects, and either choose Edit > Duplicate, or
press Ctrl+D.

Both objects are duplicated instantly. Welcome to button cloning! Note that you can
easily duplicate multiple objects at once.

The new button objects have the same settings as the originals, with only two
exceptions: the names are different (because they have to be), and they’re positioned a
bit down and to theright (so it’s easier to see the new objects).

Y ou can’t see the object names in the properties pane at the moment—object names
are hidden when you have multiple objects selected. But they are different.

Note also that the new button objects are selected, and the originals aren’t. This makes
it easy to move the new objects somewhere else—you don't have to bother with
deselecting the old ones first.

Tip: When you need to add |ots of similar objects, you can keep pressing Ctrl+D to
add more and more “clones” to the page.

2) Move the new buttons below the two originals.
Just drag the two objects down together so the four buttons form a sort of column on

the page.
Ted Sellers Online
About Ted Sellers

Ted Sellers Online
About Ted Sellers
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3) Change the text of the third button to Video Presentation.

Before you change the text on the third button, you need to deselect the other button
first. Otherwise, you'll end up changing the text on both buttons.

To deselect the other (fourth) button, just ctrl-click onit. Thiswill remove it from the
current selection, leaving only the third button selected. Or, if you prefer, you can
click on the page surface to deselect everything, and then click on the third button
(Button3) to re-select it alone.

Once you have Button3 selected by itself, change the Text setting from “Ted Sellers
Online” to “Video Presentation” by double-clicking on it and changing the text field.

This button will be used to jump to a page with a short video on it. (W€ Il add the
action to perform this magic later.)

4) Double-click on the bottom button, type Exit, and click OK.

Double-clicking on a button object opens the Button Properties dialog and
automatically highlights all of the text in the Text setting for you.
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Buiton Properties: Buiton4

£ Seftings |q; Attributes | (@ Quick Action || [£] Script.:

Object
File:

|.-i‘-.utu:|F'Ia_|,I'xButtu:uns'\grey_rnunded. btn

[’,9‘,] Browse ]

I
¥ Offset i” i
Left margin: |EI :_i
[a Fant... ] [& Spelling ] Right margin: ID :I

Alignment Style
) Left (%) Center ) Right (¥) Standard ) Toggle

State Colors

Moarmal: @ Highlight: [i]
Qisabled:@ Click: [i]

|3 Match Homal

0k H Cancel H Help

When you type in the word Exit, it replaces the existing text.

Tip: A quick way to change the text in a button object isto double-click on it, typein
the new text, and click OK.

Asyou’ ve probably guessed, this button will be used to exit the application.
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Ted Sellers Online
About Ted Sellers

Video Presentation

Lining Them Up
Before we add any actions to these buttons, |et’s line them up nicely on the |eft side of
the page.

1) Make sure the top button (Buttonl) is still positioned at 14, 89.

To confirm an object’s position, just seect it (by clicking on it) and either look at the
position readout on the status bar, or ook at the L eft and Top settings in the Position
category of the properties pane.

Note: “14, 89” is shorthand for 14 pixels from the left, and 89 pixels from the top.

2) Move the bottom button (Button4) to 14, 272.

To move the “Button4” button object, either drag it into place (using the position
readout on the status bar asa guide), or set its Left and Top settings to 14 and 272,
respectively.

3) Select all four buttons. Right-click on the top button object (Buttonl)
and choose Align > Left.

Right-clicking on the top button object will make it the dominant object. When you
choose Align > Léft, all four buttons are lined up with that object.

4) Right-click on the top button object and choose Align > Distribute
Vertical.

When you choose Align > Distribute Vertical, the two middle objects will be
repositioned so thereis an equal distance between all four of the objects.
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Adding Simple Actions
Now let’s make the buttons do something.

In AutoPlay, getting an object to do something means adding an action to one of the
events that the object can respond to.

Events are just things that can happen when your application is running. For example,
most objects have an On Click event, which is triggered when the left mouse button is
clicked on that object. To make something happen when the object is clicked, you
simply add an action to its On Click event.

Actions are just commands that tell the application to do something. There are actions
to do all sorts of things, like changing thetext in alabe object, running external
program files, telling a video object to start playing, or jumping to another page.

Quick Actions are special “ easy-to-use’ actions that take care of simple tasks without
any scripting. For example, most objects let you configure a single Quick Action that
will be performed when the object is clicked. Adding a Quick Action is an easy way
to make something happen when you click on an object.
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Every object has its own events, and each event can haveits own actions. The actions
that you add to an object’s event are only performed when that specific event is
triggered—in other words, events are object specific. This means that your application
can do completely different things when the user clicks on different objects. For
example, you could make clicking on one object start playing an audio file, while
clicking on another object makes the application “jump” to another page. Each click
would trigger the specific object’s “ On Click” event, causing that event’s list of
actions to be performed.

1) Click on the page surface, then click on the “Exit” button (Button4).

In order to add an action to the " Exit” button, you need to have that button object
selected by itself. Clicking on the page surface deselects all of the abjects, so you can
select the “ Exit” button object onits own.

2) Make sure the Actions category is open in the properties pane.

The Actions category is the last category in the properties pane. When you have an
object sdected, all of the places where actions can be defined for the object arelisted
in this category.

Tip: You might need to scrall to the bottom of the properties panein order to seeall
of the items in the Actions category.

- Actions
Cuick, Action -- Mone --
o Click, -- Mone --
on Right-Click:, -- Mone --
on Enker -- Mane --
On Leave -- Mone -- w

These places generally correspond to the events that the object can detect and that you
can respond to. (The lone exception is the Quick Action, which is essentially a simpler
version of the On Click event.)
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It looks like this button object has five places where actions can be defined:

*  Quick Action, which is where you can choose from a list of the most common
responses to a mouse click on the abject and “program” it using a streamlined
configuration interface

*  OnClick, which istriggered when you click on the button
*  OnRight-Click, which is triggered when you right-click on the button

*  On Enter, which is triggered when the mouse moves onto the button (when the
mouse pointer “enters into the object’ s space’)

* On Leave, which is triggered when the mouse moves off of the button (when
the mouse pointer “leaves the object’s space’)

Note: Any transparent parts of the object areignored as far as On Enter and On Leave
are concerned. The mouse has to actually enter or leave a non-transparent part of the
button for the event to be triggered.

Right now, all six items have “-- None--" next to them, which indicates that no
actions will be performed when these events are triggered for this object.

3) Click on the On Click setting, then click the edit button to bring up the
script editor.

- Actions
Cuick, Ackion -- Mone --
o Click - Mone - ] Edit Button
on Right-Click:, -- Mone -- Eé
On Enker -- Mane --
On Leave -- Mone -- L3

Clicking the edit button opens the script editor.
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Buiton Properties: Buiton4

| & Settings | 4 Atibutes | (9 Quick Action | (=] Sorit |

“on dlick | o Right-Click On Enter | On Leave

Ewvent variables: |None

oL | =
2
b

IES | >

Guick help: |Tip: Prezs Ctri+Space to wiew a list of all avalable actions. i

|# addaction | [(Z) addCode »| (E] Edit| [ »| [ 2 »| [ Advanced »]

[ 0k H Cancel H Help ]

The script editor is where you can add actions to each of the object’s events. Thereare
four tabs on the script editor—one for each of the events that this button object can
respond to.

Note: Thereis always onetab on the script editor for each event an object can respond
to. If you select an abject that has five events, there will be five tabs in the script
editor.

When you click the edit button in the properties pane, you' re automeatically taken to
the corresponding tab on the script editor. For instance, since you clicked the edit
button for the On Click setting, the script editor opened directly to the On Click tab. If
you had clicked on the On L eave setting instead, and then clicked the edit button, the
script editor would have opened to the On Leave tab.
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4) Click the Add Action button. When the New Action wizard appears,
switch to the Application category and then click on the action called
Application.Exit.

The New Action wizard will walk you through the process of adding an action to the
script editor. Thefirst step is to choose a category using the drop-down list. (In this
case, it isn't really necessary, since the action we want to add is already visible in the
default “All Actions’ category. But it doesn’t hurt to become familiar with the way
the wizard works.)

When you choose the “ Application” category from the drop-down list, al of the
actionsin that category will appear in the list below.

New Action Wizard - Select Action |;|@@

-1+ Category

Application. Exit
Application. ExitS cript
Application GetCurentPage
Application. GetlastE ar |
Application. GetMenu

Application GetPages

Application. GetwndH andle I T H
Application. LoadéctionPlugin List of Actions
Application. LoadSeript |
Application. Loady alue =
Application. Minimize

Application. R estore

Application. RunSernptFile |
Application. S avet/alue ol |

— Selected Action

. L
ACTION WIZARD

Application. E zit
Exitz the application and retuns an optional return code,

[ Mext = ] [ Cancel ] [ Help

To sdect an action from the list, just click onit.

When you select an action in thelist, a short description appears in the area below the
list. In this description, the name of the action will appear in blue.

Applic gtpn_E xit
Exits the'application and returnz an optional return code.

Click the action name to access action-specific help
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Y ou can click on this blue text to get more information about the action from the
online help. (Go ahead and click on the blue “ Application.Exit” to see the online help
topic for this action. When you're done, just close the online help window and return
to the AutoPlay design environment.)

5) Click Next to advance to step 3 in the action wizard.

Some actions have one or more settings that you can configure in step 3 of the action
wizard. When that is the case, you can click the Next button to advance to step 3,
where you can customize the action.

In this case, the Application.Exit action allows you to specify a return code that will
be returned by your AutoPlay application after it exits. (This allows you to pass
information back to the program or batch file that launched the application, for
exampleif an error occurred you could return an error code so the batch file could
proceed accordingly.)

New Action Wizard - Action Settings

Step 3 - Customize the action. Click Finizh to create the action or
Back to choose a different action,

|| Click here to learn more about this action.
1 |= application.Exit
ReturnCode ]

ACTION WIZARD

[ < Back ” Finizh I[ Cancel ] [ Help ]

For our purposes, the default return code of 0 isfine. (Thisis the standard return code
that programs use to indicate that everything's okay.)
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6) Click Finish to add the Application.Exit action to the On Click event,
and then click OK to close the script editor.

Clicking Finish on the New Action wizard will close the wizard and add the action to
the script editor.

Buiton Properties: Buiton4 |Z||E|E|

_§ Seftings | <4 Aftributes | (3 Quick .-’-'-.c:tiDn_E = Soript |

| onClick | o Right-Click | on Enter | On Leave

Ewvent varables: |Mone

nz

01 Application.Exit[0): —‘ =

The action that was added

When you click OK on the script editor, the script editor will close, and the On Click
setting in the properties pane will have 1 Ling’ next to it. The properties pane always
shows how many lines of script there arein each of the selected object’s events.

- Ackions
Cuick, Ackion -- Mone --
o Click, 1 Line
on Right-Click, -- Mane --
On Enker -- MNaone --
on Leave -- MNaone -- w

7) Choose Publish > Preview. When the application opens, click on the
“Exit” button to close it.

It works! Clicking on the “Exit” button triggers that object’s On Click event, which

causes the On Click script to be performed. Since you put an Application.Exit action
in the script for that event, the application closes.

Note: The Application.Exit action causes an immediate exit from the application.
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8) Select the “Ted Sellers Online” button and add a File.OpenURL action
to its On Click event. Set the action’s URL parameter to
"http://www.autoplaystudio.com" and leave the WindowMode parameter
set to SW_SHOWNORMAL.

Adding aFile.OpenURL action to the* Ted Sellers Onling’ button object (the one
named Buttonl) is alot like adding an Application.Exit action to the “Exit” button
object. Just select the button object, click on the On Click setting, and click the edit
button to bring up the script editor.

When the script editor opens, click the Add Action button to open the New Action
wizard. Choose the “File” category from the drop-down list to seethelist of File
actions, and then click on File.OpenURL.

New Action Wizard - Select Action |;||EJ[5'__<|

Step 1 - Choose a cateqgony:
| File:

| Step 2 - Choose an action:

File.Inztall s
File.lsinlse
File.Maove
File.MovelnR eboot
File.Open

File.0 penE mail
|m_

File.Frint
File.Rename
File.Fun bt

File.OpenURL

Opens alocal file or web-bazed URL in the user's default Web
broweser,

b S R
ACTION WIZARD

[ et » ][ Cancel ][ Help ]

Once you have the File OpenURL action selected, click Next to move on to step 3 of
the New Action wizard. Thisiswhereyou can configure the action’s parameters.

Parameters are just values that get “ passed” to an action. They tell the action the
information it needs to know in order to do what we want it to do. For instance, in the
case of our File OpenURL action, the action needs to know what URL we want it to
open. So, thefirst parameter lets you specify the URL of a website.
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New Action Wizard - Action Settings |;||E|E|

Step 3 - Customize the action. Click Finish to create the action or
Back to choose a different action.

|| Click here to learn more about this action.

=l File.OpenURL
LRL "http:f funa, MyHomeJRL, com” URL Parameter
WwindowMade SW_SHOWHNORMAL
I WindowMode
Parameter

1S
ACTION WIZARD

[ < Back ” Finizh ][ Cancel ] [ Help l

Since Ted doesn't actually have awebsite, we'll use the AutoPlay Media Studio
website for this parameter, just for testing purposes. To do that, simply double-click
on the URL setting and type " http://mww.indigor ose.com/ams’ into the text field.
(Feel freeto substitute another website’s URL if you want.) When the action is
performed, it will open the user’s default web browser and navigate to this URL.

Note: Make sure you include the quotes! Text strings need to be quoted in action
parameters.

The other parameter, WindowM ode, lets you specify how the user’ s default web
browser should open up—either normally, minimized, or maximized. It’s set to
SW_SHOWNORMAL by default, which is finefor our purposes.

=
JRL "kt v indigorose, com)ams"
Windowhade  SW_SHOWMORMAL

153

Buttons, Actions and Pages


http://www.indigorose.com/ams

154

Constants

SW_SHOWNORMAL is aconstant. A constant is just a name that represents a value,
essentially becoming an “alias’ for that value. Constants are often used to represent
numeric values in parameters. It's easier to remember what effect SW_MAXIMIZE
has than it is to remember what happens when you pass the number 3 to the action.

Tip: TheFile. OpenURL action can also be used to open local HTML files. Just click
on the URL parameter, click the browse button, and use the Select File dialog to select
afile Thefilewill be copied into your project’s Docs folder and accessed from there.
(Notethat if the local html file has any links to other local html files, you will need to
copy those files into the Docs folder on your own, or the links won't work.)

Once you' ve set the action’s parameters, click Finish to close the New Action wizard.
The File.OpenURL action will appear in thelist on the script editor. Note that the
parameters you provided are listed between parentheses after the action’s name, in the
same order they appeared in on the New Action wizard, separated by a comma.

Buiton Properties: Buiton1

| £ Settings| 4 Attributes | (P Duick Action | (] Script |
[ On Click | on Right-Click | On Enter | On Leave |

Event vanables: |Mone

01 File.OpenORL("http: /s, indigorose., conSans™ , SW_SHOWHORMAL) ; TI
0z -

Finally, click OK to close the script editor.

9) Choose Publish > Preview. When the application opens, click on the
“Ted Sellers Online” button to open the URL you specified in step 8.
When you're done browsing that website, close the web browser, and
then click on the “Exit” button object to close the application.

The File.OpenURL action opens whatever URL that you specify in the program that is
registered as the default web browser on the user’s system. In most cases, this will be
some version of Internet Explorer or Mozilla Firefox, but it could also be Netscape
Communicator, or even Opera. The important thing is that it will open the websitein
the web browser that the user is familiar with.
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Note that the preview application remains running in the background while you
browse the website. The File.OpenURL action is an excelent way to let someone visit
aweb page without losing their “place’ in your application.

Adding Pages
The other two buttons are going to jump to other pages in the application, so |et’s start
off by adding those pages.

1) Choose Page > Add to add a new blank page.
When you choose Page > Add, a new page is added to the project.
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Y ou can seethat a new page has been added by looking at the top of the work area,
where a second page tab has appeared.

|| Pagel | = F‘agezl
1 |IJ
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When you add a new page, it is automatically selected, so the new page s name also
appearsin the properties pane. This new page' s nameis Page 2. (Thefirst page was
named Pagel, and the new page gets the next available number.)

2) In the properties pane, change this page’s name to About Ted.

To change the page name, just highlight the text in the Name setting and typein the
new text.

- Page -

R -t =

(Remember to press Enter when you’ re done to confirm the change to the Name
Setting.)

When you edit the Name setting, the name of the page also changes on the page tab.

|=] Pagel | [ About Ted|
|20

Tip: You can click on the page tabs to switch between pages.

3) On the Project pane, navigate to the Images folder, and locate the file
named 630B1151.jpg. Drag this image file onto the page surface. When
asked if you want to set this image as your page background, click Yes.

If you remember from Lesson 2, whenever you add an image to your project, a copy
of theimagefileiskept in the project’ s Images folder. Y ou can access these “ cached”
images by using the Project pane.

Since the Project pane remembers where it was the last time you used it, it should still
bein the Buttons folder. (We navigated to the Buttons folder earlier in this lesson.)
You'll need to navigate out of that folder, and then navigate into the Images folder.

Remember that you can navigate out of afolder by double-clicking on the special up
folder (the one with two dots next to it). This moves you up onelevel in the folder
hierarchy.

Once you'rein the Images folder, all of the imagefiles that you’ ve used in the project
will belisted on the Project pane. This includes the file named 630B1151.jpg which
you used for the background image on Pagel. To use this image as the background
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image for the new About Ted page, just drag it onto the page surface. When asked if
you want to set thisimage as your page background, click Yes.

Tip: If you don't want to be asked this question in the future, click on the“Don’'t ask
me again” checkbox. If you do that, the same answer will automatically be used in the
future—ather Yes or No, degpending on which button you click.

4) Choose Page > Duplicate to add another page just like this one.

Like duplicating objects, you can duplicate the current page. When you duplicate a
page, all of its settings and objects are duplicated as well. The only thing that is
different on the new pageis its name.

Note: If you'rewondering why the new page is called Page2, and not Pages, it's
because AutoPlay always gives new pages (and objects) the smallest available number
when it names them. So, when you renamed Page2 to “ About Ted,” the name * Page2”
became available again.

Tip: You can also duplicate a page by right-clicking on the page tab and choosing
Duplicate.

5) In the project explorer, right-click on the new page (Page2), and
choose Rename. Change the page’s name to Video.

In the default workspace layout, the project explorer is on the left of the design

environment.
: al Labell g
|___1'| About Ted
i_1'| PageZ |

|_i'! Properties  Ctrl4+Shift+Enter

[ ] Show Ever

— Collapse all

E el . Expand All

|I= Page
Mame _g:l Remove Page Chrl+Del
Description Duplicate Page  Chrl+Shift+D
Kewwaords
Backgrounds
EiackkgrnundIl B Chiext ,
Imagestyle Preview

{ o P BELE Aot gl B Cop
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Right-clicking on the page' s name in the project explorer and choosing Rename from
the context menu allows you to rename the page directly in the project explorer, just
like renaming a file in Windows.

|_1'| About Ted

age:

Simply type in the new name, and press Enter.

Tip: You can also change a page' s name by double-clicking on the page surface and
editing the Name setting on the Page Properties dial og.

Adding Navigation Buttons

Now that we have three pages in the project, we need away for the user to go from
one page to another—in other words, to navigate the application. Thisisincredibly
easy to do: you just add a Page. Jump action to whatever event you want to use as the
“trigger” for the change.

For this project, we'll use button objects to trigger the page changes—specifically, the
On Click events of two buttons on Pagel, and of one button each on the About Ted
and Video pages.

Note: You don't need to use buttons for this...you could use label objects instead, or
paragraph objects, or any combination of abjects that have On Click events. For this
example, though, we'll use buttons because they’re cool.

Here s how it’s going to work: on Pagel, we re going to make the * About Ted
Sellers’ button (Button2) jump to the page named “ About Ted,” and the “Video
Presentation” button (Button3) jump to the page named “Video.”

On the About Ted page, we'll add a button that will jump back to Pagel, and we' ll
add one on the Video page, too.

Let’s start with the two buttons on Pagel.

1) In the project explorer, click on the icon for Pagel.

When you click on the Pagel icon, Pagel reappears in the work area. Clicking on a
page in the project explorer switches to that page, just like clicking on the page tab.
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2) Double-click on the “About Ted Sellers” button (Button2). Click on the
Script tab to switch to the script editor, and click on the On Click tab.

Double-clicking on a button object opens the Button Properties dialog.

Each Button Properties dialog has four tabs: a Settings tab, for object-specific settings;
an Attributes tab, for settings that most objects have in common; a Quick Action tab,
where you can specify asingle ‘simple’ action that will be performed when the object
is clicked; and a Script tab.

Buiton Properties: Buiton2 |Z||E|E|

Sefttings | <& Attributes | (@ Quick.&ctior{i |Z] Script
. | & I |

ml@n nght-CIlck | -l.Cgln.I;j';ter | -Cgln Leave [

Ewvent variables: |N|:une

0l =
te
b

IES | >

Guick help: |Tip: Prezs Ctri+Space to wiew a list of all avalable actions. i

|# addaction | [(Z) addCode »| (E] Edit| [ »| [ 2 »| [ Advanced »]

| (1] 4 |[ Cancel H Help ]

The Script tab is, in fact, where the script editor is located.

Note: “The script editor” is just another way of saying “the Script tab on the
Propertiesdialog.” Onerefersto what it is, and the other refersto whereit is.
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Since button objects can respond to five different events, there are five tabs on the
script editor (or, depending on how you want to look at it, five tabs on the Script tab).
Clicking on the On Click tab displays the action script for the object’s On Click event,
which at the moment is empty.

Note: Thisisthe exact same place you are taken to when you click on the On Click
event in the properties pane and then click the edit button.

3) Click the Add Action button, choose the Page category, select the
Page.Jump action, and click Next. Set the PageName parameter to
"About Ted", and click OK.

The Page.Jump action will cause the application to close the current page and open
another one. You just need to tell the action which page you want it to open, which
you do by setting the PageName parameter.

New Action Wizard - Action Settings |;||E| [g |

Step 3 - Cugtomize the action. Click. Finish to create the action or
Back to choose a different action.

Click here to learn more about thizs action.

B
Pagehame "Pagel" LJ

PageMame
The name of the page to jump to,

%
ACTION WIZARD

[ < Back ” Finizh l[ Cancel ] [ Help ]

An easy way to change the PageName parameter to "About Ted" is to click on the
PageName field, and then click the select button to bring up alist of al the page
names in the project. (Note that since page names are text strings, and string
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parameters must be quoted, all of the page names in the drop-down list are quoted for
you.) Choose "About Ted" from the list, and you' re done.

New Action Wizard - Action Settings

Step 3 - Cugtomize the action. Click Finizh to create the action or
Back to choose a different action,

Click here to learn more about this action.

"Pagel"

"about Ted"

"Wideo" %

PageMame
The name of the page to jump to.

[ < Back ” Finizh J[ Cancel ] [ Help ]

Y ou can also just type " About Ted" into the PageNamefield if you want.

Once you click Finish, the wizard will close and the action will appear on the script
editor.

Buiton Properties: Buiton2

| & Settings || A Attributes || (% ] Quick.-‘-\ctiun| = Soript |

on Click | on Right-Click | on Enter | on Leave |

Event vanables: | Maone

01 Page.Junp ("Pagel™)
0z

3
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4) Click OK to close the script editor.
Clicking OK closes the script editor and confirms the changes that you’' ve madeinit.

In the properties pane, “1 Ling’ will appear next to the On Click event, to indicate the
number of lines that are currently in that event’s action script.

- Actions
Cuick, Ackion -- Mone --
on Click, 1 Line

On Right-Click. -~ Mone --

5) Drag the “Video” page icon from the project explorer onto the “Video
Presentation” button object (Button3). When asked if you want to add an
action to that object’s On Click event, click Yes.

Thistime, we' ve taken advantage of the drag and drop assistant to add the page jump
for us. When you drag a page icon from the page manager and drop it on an object
that has an On Click event (like a button or a labdl), AutoPlay asks if you want to add
an action to that event to jump to the page you dragged.

Drag and Drop Assistant §|

Whould pou like to add a Page.Jump action to thiz object's On Clck,
‘“-‘J/ event?

[ ] Don't ask me again l eg RJ [ Ma

When you click yes, AutoPlay adds the following Page.Jump action to the object’s
On Click event:

-- Added by the Drag and Drop Assi stant
Page. Junp(" Vi deo") ;

6) Double-click on the “Video Presentation” button object (Button3).
When the script editor opens, click on the On Click tab, and confirm that
the Page.Jump action was added.

Double-clicking on the button object will open the Button Properties dialog to the
same tab that you used last time you had the dialog open. In this case, it was the Script
tab, home of your friendly neighborhood script editor.
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Onthe On Click event’s tab, you can see the action that the drag and drop assistant
added for you.

Buiton Properties: Buiton3 |_@@
| & Sattings | <2 Attributes \j‘ Quick.&ctinﬁ.l = Soript |
On dlick | on Right-Click | on Erter | on Leave |
Ewvent variables: |N|:une
01 —— Added by the Drag and Drop Assistant —;’
02 Page. Jump ("Video™) -
03
b
< | >
Guick help: |Tip: Prezs Ctri+Space to wiew a list of all avalable actions. |
|# addaction | [(Z) addCode »| (E] Edit| [ »| [ 2 »| [ Advanced »]
[ 0k, l [ Cancel ] | Help |

7) Click OK to close the script editor.

That takes care of the two navigation buttons on Pagel. Now we just need a way to
get back to Pagel from the other two pages. Instead of adding a new button to each

page, and having to set up their highlight and click colors from scratch, let’s copy one
of the buttons from Pagel for abit of a head start.
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Copying Objects

You'll often find yourself wanting to use the same object on more than one page, or
set up anew object on one pagethat is just like an object on ancther page. In order to
copy an object from one page to another, you need to copy it into the clipboard, and
then paste it back into the project.

Note: Y ou can make copies of objects on the same page by duplicating them, but if
you want to duplicate an object to another page, you need to copy and pasteit.

Tip: You can also move an object from one page to another by cutting it instead of
copying it. To cut an object, just press Ctrl-X, or choose Edit > Cut. Cutting an object
isjust like copying one, except that the original object doesn’t remain behind—it's
removed.

1) Make sure the “Video Presentation” button object is still selected, and
press Ctrl+C to copy the object into the clipboard.

When you press Cirl+C, the currently selected item is copied into the clipboard. (The
clipboard isjust the place in your computer’s memory where Windows puts stuff
while you copy and paste them.) Y ou can copy and paste objects, just like copying
and pasting text in aword processor.

Tip: You can aso copy the currently selected object by choosing Edit > Copy.

2) Switch to the About Ted page. Click on the page surface, and press
Ctrl+V to paste the object onto the page.

To switch to the About Ted page, just click on its page tab at the top of the work area.

When you press Ctrl+V, a new (copied) button object appears on the page, in the
same position as the original. All of the settings are carried over fromthe original. In
this case, since there are no other button objects on this page, even the object’ s name
is copied. (Just like the original, the new button object’ s name is also Button3.)

Remember thefirst rule of object naming? No two objects can have the same name,
on the same page. When you copy and paste an object, AutoPlay first checksto see if
that name is already taken by another object on the page; if it isn’t, then it lets the
object keep the same name as the original. If the name is already in use on the page,
then the object is given a new name, just like it would if you added it from scratch.

Tip: You can also paste an object from the clipboard by choosing Edit > Paste.
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3) In the properties pane, click on the ButtonFile setting, then click the
browse button. When the Select File dialog appears, click the Gallery
button, and select the grey_pill.btn file. Click OK when you're done.

Thisis agood trick to remember when you' re working with button objects, especially
if you’ve customized the text colors like we have: you can change the appearance of a
button object without losing any of its settings by selecting a different button filein
the properties pane.

This makes it easy to create buttons with consistent highlight and click colors. Just
copy an object with the settings already configured, and pasteit in as a new
object...then change the object’ s file, or text, or anything else. You're basically using
an existing button as the template for a new one.

Note: You can do the same thing by duplicating an object, and then changing the new
object’s settings...but only copying and pasting lets you copy an object to another
page.

The grey_pill.btn file is similar to the grey_rounded.btn file that the original object
used, but it’s more pill shaped, with round ends, instead of only rounded corners.

41 Video Presentation G

4) In the properties pane, change the button object’s Text to Back. Set
the Width to 114, the Height to 50, and the Left setting to 55.

This button is going to be used to go back to Pagel, the main “table of contents’ page
of our application. We want to leave enough room for the other stuff we' re going to
put on this page, so we ve made the button small and put it on the left side.

Buttons, Actions and Pages
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5) Use the alignment tools to center the object vertically on the page.

To center the object on the page, first make sure you're in Align to Page mode. Then,
right-click on the object and select Align > Center Vertical.

6) In the object’s On Click event, change the Page.Jump action’s
PageName parameter from "Video" to "Pagel".

This object already has a Page.Jump action on its On Click event, but it’s currently
configured to jump to the Video page. (The action was copied along with the object’s
other settings.) Since our “Back” button is already on the Video page, we need to
modify the action so it will jump somewhere ese. In this case, we want the action to
jump back to Pagel.

Open the script editor and access the object’s On Click event. (There are two ways to
do this: you can either double-click on the object, click on the Script tab, and click on
the On Click tab...or, you can click on the On Click setting in the properties pane, and
then click the edit button.)

Y ou should see the existing Page.Jump action.

Button Properties: Button3 |z|@

| £ Settings| 4 Attributes | (P Duick Action | (] Script |
| ©n Click | on Right-Click | On Enter | On Leave |

Event vanables: |Mone

01 —— Added by the Drag and Drop Assistant —l
02 Page.Junmp ("Video™) ;
03

Y ou could remove the existing action and then add a new one, but since you'd end up
adding another Page. Jump action anyway, you might as well just edit the existing
action. (Only the parameter needs to change.)

To edit the action, just double-click on it. Double-clicking on the action opens the
Action Properties dialog, where you can modify the action’s current parameters.
Click on the PageName parameter, click the select button, and choose “ Pagel” from
the drop-down list.

Tip: You can also just edit the action’s text directly.
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Action Properties: Page.Jump
]ﬁ-‘nﬁettings |

Click here to learn more about thiz action.

=
PageMame "Yideo" - ]

"Page1"
"About Ted"

PageMame
The name of the page to jump ko,

[ k. H Cancel ][ Help ]

Changing the PageName parameter from " Video" to " Pagel"

Finally, click OK to finish editing the action, and then click OK to close the script
editor and confirm the change.

Tip: There' s another action you could use to jump back to Pagel: a Page.Navigate
action with the JumpType parameter set to PAGE_FIRST would jump to the first page
listed in the project explorer...which in this case happens to be Pagel.

7) Right-click on the object and choose Pin.

Pinning the object prevents it from being moved or resized, so you won't have to
worry about moving it by accident. (We already have it right where we want it.)

When you pin the object, its bounding box changes from blue to red (so you can tell
that it’s pinned), and the resize handles disappear.

Buttons, Actions and Pages
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Of coursg, if you ever change your mind, you can always just unpin the object and
move it somewhere else.

Tip: You can also pin an object by selecting it and pressing Ctrl+P.

8) Copy the button object from this page to the Video page.

To copy the object, just sdect it (it should already be selected), press Ctrl+C, switch
to the Video page (by clicking on its page tab), and press Ctrl+V.

The new object will end up in the same position as the original, with all of the same
settings—including the Page.Jump action. Since the original object was pinned, the
new object is pinned as well.

Note: Y ou can copy and paste objects when they’ re pinned.

That'sit for this page. You don’t even have to adjust the abject’ s Page.Jump action,
sinceit’s already configured to go to Pagel, which is what we want the “Back” button
on this pageto do as well.

Trying It Out

Now that we have al this cool navigation built into the project, let’s see how it works.

Of course, before we test anything, we should save the project just in case anything
goes wrong.

1) Save the project.

Saving the project should be second nature to you by now, so go ahead and choose
File> Save, or press Ctrl+S, or click the Save button on the Standard toolbar.

PoirBRR O,

It doesn’t matter which method you use. Heck, if you'reredlly cautious, use all three,
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and then write “ Saved in triplicate” in your work log. (Or scribbleit on your napkin at
lunch. Then fold the napkin and giggle...but not too loudly, or someone will think
you're odd. Bdieve me, | know.)

2) Choose Publish > Preview and try out the buttons.
Now it’'s time to see these actions in action!

Tip: If you're feeling impatient, choosing Publish > Preview may betoo slow. You
need results now! In that case, just press the F5 key on your keyboard.

When the application appears, try clicking on the“ About Ted Sdllers’ button. The
application “jumps’ to the About Ted page, with the londly little Back button on the
left. Click on the Back button, and you' re instantly taken back to Pagel.

The same thing happens if you click on the*Video Presentation” button. Note that
although the Video page looks exactly like the About Ted page, you're actually going
to two different pages. (In lessons 6 and 7, we' |l add some objects to those pages so
they don’t look the same any more.)

When you' re done navigating the application, return to Pagel and click on the “ Exit”
button. (Or, just press Alt+F4 to exit the application.)

Sending Email

Before we move on to the next |esson, ther€ s one more action we need to add: our
Email Addresslabel object needs an action to make it actually send an email.

1) Switch to Pagel, and double-click on the Email Address label object.
Add a quick action to send an email to “ted@sellersrealty.com”.

A quick actionis a simpler alternative to placing script on an abject’s On Click event.
To add a quick action, double-click the object you want to add it to (in this case, the
Email Addresslabel object). When the Properties dialog appears, click on the Quick
Action tab, and select * Send Email’ from the “ Action to run” drop-down list.

Notice that when you select Send Email, the properties specific to that quick action
are displayed bd ow. Change the “Email address’ property to ted@sellersrealty.com.
Be sureto leave the “ Exit after action” option unchecked.
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Label Properties: Email Address |:|@g|

| % Seftings | < Attributes | P Quick Action = Script|

YWhen Object is Clicked
Action to n;

| Send Email | Tell me more about this action

Froperties
Email address:

| ted(@szellersrealty. com

[ Exit after action

Tip: You can automatically fill in the email’s subject field, too. Just put “ ?subject="
(without quotes) after the email address, followed by the text that you want in the
subject line. For example:

"ted@sellersrealty.com?subject=Please send mereal estate market info"

...would send an email to ted@sellersrealty.com with “Please send mereal estate
market info” as the subject line.

If you're aweb monkey like me, you're probably thinking that thisisjust like a
mailto: link in HTML. If so, you're right...and yes, that means you can specify the
default body text, and everything else that you can do in aregular mailto: link, too.

2) Click on the Attributes tab. In the Feedback category, change the
Cursor setting from “Arrow” to “Hand.”

Y ou can use the Cursor setting to change the type of cursor that will be used when the
mouse moves over an object in your application.

By default, label objects have their Cursor setting set to “ Arrow,” which is the same
type of cursor that appears when the mouse is over the page surface. Changing it to
“Hand” helps show that the object is clickable. (The “Hand” cursor is the onethat is
used for button abjects. 1t’s also the cursor that appears when you hover over
hyperlinks in a web browser.)

Note: “Cursor” isjust another name for the mouse pointer.
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Label Properties: Email Address

| & Settingsl & Attibutes |Lj? E!uiu:k.-’-‘xc:tion.é: = Script.:

|dentifization State Auto-Resize

Obiject name: Enabled [JLeft  [JTep

[ 7 -

|Email Address | Yisible [JBight []EBottom
Poszition

Lt [#7 3] T [220 3]  widh (¥ 3]  Hehe[Z 3]
Wemmerren
By Restore Original

Feedback
Tooltip:

| i [@ Speling ]

Cursor: | Armow W

Arow

Sl Black Ao %

- Crozshair Browse
A ARl Explore ‘ ol B

. Help
Click: b agriify
tedia
taoney
Maotepad
Pen.;lﬁ ()4 J [ Cancel ] [ Help
Frinker
Speaker
Up Arraw

Once you’ ve changed the Cursor setting, click Ok to close the Properties dial og.

3) Save the project, and then press F5. When the preview application
appears, move the mouse over the Email Address label object.

See how the mouse pointer changes from the arrow to the hand? That’ s the Cursor
setting at work.

Note: Y ou should always save your work after you’ ve made a change that you want to
keep.
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4) Click on the Email Address label object.

If your system is properly configured, this will start a new email message using your
default email program.

E¥ Untitled - Message (Plain Text) |-'_”E|b__<|
i Fle Edit  Wiew Insert Format  Tools  Actions  Help

fctgend | bl | 6 B2 0 W8 ! 8 YIS o, &G

[ ek ted@sellersrealty .com

)
e
)

[ Ercc...

Subject:

Notice how the email address that we supplied is already entered into the “To:” field.
To send this message, you would just need to fill in the subject, type in your message,
and click Send.

Since ted@sellersrealty.comisn't areal email address, you don't want to actually send
this message, so just close the email (cance it).

Finally, click on the “Exit” button to exit from the preview application, and return to
the AutoPlay design environment.
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Lesson 4 Summary
In this lesson, you learned how to:

* Addinteractive buttons

* Match thewidth and height of several objects at once

»  Change the appearance of the button text

*  Duplicate multiple objects

* Addsimpleactionslike Application.Exit and File.Open
* Addablank pageto the project

* Duplicate an existing page

* Add navigation buttons using Page. Jump actions

» Copy objects from one page to another

*  Send email with a Quick Action
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Lesson b5:

Status Text

Status text is text that appears when you move the mouse over an object, and then
disappears when you move the mouse off of the object. It's a nice way to add a bit
more description or instruction to interactive objects.
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What You'll Learn How Long Will It Take?

Inthislesson, you'll learn how to: This lesson takes approximatey

) 20 minutes to do.
* Add a paragraph object

» Turn off the paragraph object’s vertical
scroll bar

* Add actions to make the text dynamic, so
it changes in response to events

* Add actions to the page’ s On Show and
On Preload events

« Move an action from one event to another

175

Status Text



176

Starting the Lesson

If you’re continuing from Lesson 4, you should still have AutoPlay running with the
Tutorial project open. If so, you' re ready to move on to the next exercise: Adding a
Paragraph Object.

Otherwise, you'll need to open the project file that you saved at the end of Lesson 4.

1) Open the Tutorial.am7 file that you saved in Lesson 4.

When you save a project, AutoPlay automatically creates a project folder for it inside
your “My Documents\AutoPlay Media Studio 7.0\Projects’ folder. This project folder
is where everything that belongs to the project is stored—including the project file,
which contains all of the settings used in the project.

The project folder and the project file always have the same name that you gave to the
project when it was created. The project file's name ends with a“.am7” file extension.

Since you named this project “ Tutorial” in Lesson 1, the name of the project folder
will be Tutorial, and the name of the project file will be Tutorial.am7. So, the path to
the project file should be something like:

..\My Documents\AutoPlay Media Studio 7.0\Projects\T utorial\T utorial.am7
To open the project, you just need to open that project file.
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Adding a Paragraph Object

Paragraph objects are similar to label objects, but they have a few important
differences:

* Thefont size doesn't change when you resize the bounding box...instead, the
bounding box determines the area that the text can be displayed in.

* The object’s dimensions stay the same even if you change the text with an
action at run time.

* You can set abackground color for the object.
* You can put aborder around the abject.
* You candisplay scrolling text init, complete with scroll bars.

Paragraph objects are ideally suited for displaying status text. They allow you to
specify an area that the text will appear in, and guarantee that the text will never
extend beyond it. And, because the bounding box remains constant, you can center the
text horizontally within the area, and the center point won't shift when the text
changes.

Tip: Asyou'll seein Lesson 6, the paragraph object’s optional scroll bars make it
perfect for displaying lots of text, too.

1) Choose Object > Paragraph and click OK.

The new paragraph object appears in the upper left corner of the page. Note the
default text (“The quick brown fox jumps over thelazy dog,” repeated a few times),
which serves as areminder that paragraph objects are made for presenting long
passages of text.

Ted Sellers Online
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Tip: You can also add a paragraph object by right-clicking on the page surface and
choosing Paragraph from the right-click menu.

2) In the properties pane, change the object’s name to Status Text.

This object is going to be the target of some Paragraph.SetText actions, so we might
as well give the object a more meaningful name. Since it’s going to be displaying
status text, we might aswell call it that. (If we were going to have more than one
object with status text on the screen, we would need to be even more descriptive in the
name, like“ Status Text Top” or “Navigation Status” or something. But we're only
going to need one status text display, so we can get away with calling it “ Status
Text.”)

3) Drag one of the resize handles to make the object bigger.

When you make the object’ s bounding box bigger, the text reflows to take advantage
of the new space. Note that the text wraps around when it reaches the edge of the
bounding box, just like a paragraph. (That’swhy it’s called a paragraph object.)

Unlike a label object, when you resize a paragraph object, the text size doesn’'t
change. Only the size of the bounding box changes. Thetext just adapts to the new
shape.

4) Resize the paragraph object so its width is 200 pixels and its height is
60 pixels (200 x 60).

The easiest way to resize the object to a specific size is to change the Width and
Height settings in the Position category of the properties pane. In this case, just set the
Width to 200, and the Height to 60.

- Position
Left 0
Top ]
Width 200
Height a0 -

You can also just resize the object with the mouse until you get the dimensions right,
but I find doing it that way takes longer.

Notice that once again the font size doesn’t change when you make the paragraph
object smaller; only the bounding box gets smaller.
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Scroll Bar

Since the bounding box is now too small for all of the text to fit, ascroll bar appears
on theright side of the paragraph object. (It wasn't there before, because the object’s
vertical scroll bar is set to Auto. When it’s set to Auto, the scroll bar only appears if
thereisn't enough room in the object for all of the text.)

5) In the Scrollbars category of the properties pane, change the Vertical
setting from “ Auto” to “Off.”

The Vertical setting controls the vertical scroll bar.

- Scrollbars
scrollbarstyle Standard
Wertical Off w
Horizontal OFF

When you turn off the vertical scroll bar, thetext is essentially * chopped off” at the
bottom edge of the paragraph object’s bounding box. (The object is sized too small to
fit all of thetext, so it just displays as much of thetext asit can.)

6) Use the alignment tools to center the object horizontally above the
four buttons. In the Position category, set the object’s Top to 20.

To center the paragraph object above the four button objects, first sdect it along with
one of the button objects. (It doesn’t matter which one.) Make sure Align to Page
mode is off, then right-click on the button object and choose Align > Center
Horizontal.

Note: Make sure the button object is dominant so the paragraph object will be aligned
toit, and not the other way around.

Finally, select the paragraph object by itself, and set its Top setting (in the Position
category) to 20.

Status Text
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7) Set the object’s font to 14 point Arial, bold and italic.

An easy way to do thisis to change the FontSize to 14, and then double-click on
FontBold and Fontltalic to set them both to true.

Properties

= Dbject -
Mame Paragraphl i
Texk The quick, brown
Faonk Arial, 14pt
FonkFarmily Arial
FontSize 14
FontBold krue =
FontItalic krue W
Alignrment Left

Note that the bounding box stays the same size when you change the paragraph
object’sfont size. (If thiswerealabd object, the bounding box would have grown to
accommodate the larger text.)

8) Change the object’s alignment to “Center.”
Now each line is centered horizontally inside the bounding box.
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9) Set the Normal, Down and Highlight colors to #FFFFCC.

We don't want the text to change color on mouse-overs and clicks, so the Normal,
Down and Highlight colors need to be the same.

Therearetwo really quick ways to change the colors to #FFFFCC: you can double-
click on the object, set the Normal color using the Standard tab of the Colors dialog,
and then click Match Normal; or, you can type the hexadecimal into the properties
pane, copy it into the clipboard, and pasteit into the other two color settings.

For the first method, you double-click on the abject, click on the Normal color
chooser, click on More Colors, and select the color immediately down and to the | eft
from the center. Click OK to close the Colors dialog, then click Match Normal, and
click OK to close the Paragraph Properties dialog.

Colors r5_(|

| Standard | Custom

Colors: [Ll

Hew=FFFFCC

e

Current

For the second method, you double-click on the Normal color setting in the properties
pane to highlight the hexadecimal text. Then type in #ffffcc, double-click on the text
that you just entered, and press Ctrl+C to copy it into the clipboard. Then double-click
on the Highlight color value, and press Ctrl+V to paste the text that you copied. Do
the same for the Click color, and then press Enter (or just click on another setting),
and you’re done.

Status Text
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Tip: Both of these methods are a lot easier to do than they are to describe. If they
sound kind of complicated, they really aren’t. Changing colors like this is something
you'll do pretty often, so it pays to learn faster ways to do it. Try each method out and
see which one you like best.

Making the Text Dynamic

Now for the fun part. We re going to make the text in our paragraph object change as
the mouse moves over the interactive abjects on the page. To do this, we'll give those
objects On Enter and On Leave actions. (Which is another way of saying that we' Il
add some actions to their On Enter and On L eave events.)

1) Click on the paragraph object and double-click on the left column of
the Text field in the Properties pane. Press the Delete key to erase the
text, then press Enter to accept the change.

We want the paragraph object to start out empty when you first launch the application.
The easiest way to do thisisto just delete the text from the paragraph object, so that it
is empty to begin with.

A quick way to highlight all of thetext in a setting on the properties pane is to double-
click on the name of the setting, in theleft column of the properties pane. When you
double-click on the name of a setting, all of the text in the setting is sel ected.

Double-click here to select
all of the text in the setting

Paragraphl

Arial, 14pt

Once you havethe text selected, pressing the Delete key deletes it. Pressing Enter
makes the change permanent.

Tip: If you edit thetext in afidd by mistake, and you haven't pressed Enter yet (or
deselected the setting by clicking somewhere else), you can cancel the change by
pressing Esc.

Another quick way to deletethe text is to double-click on the object and switch to the

Settings tab. (Double-clicking on the object opens the Paragraph Properties dialog and
automatically highlights all of thetext in the Text field for you.) Then press Deleteto

erase the highlighted text, and click OK to confirm the change and close the dial og.
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2) Select the “Ted Sellers Online” button object (Buttonl), and add a
Paragraph.SetText action to its On Enter event. Set the action’s
ObjectName parameter to "Status Text" and its Text parameter to
"Visit our\nWeb site".

The On Enter event will be triggered whenever the mouse moves onto the button
object, “entering” its space.

Tip: If you click on the On Enter setting in the properties pane, and then click on the
edit button, you are taken directly to the On Enter event in the script editor.

A quick way to add the Paragraph.SetText action is to click the Add Action button,
and then type the letters par on the keyboard. Asyou typein these |etters, the category
drop-down will skip ahead to the first category that matches what you typed. Once the
Paragraph category is shown, click on the Paragraph.SetText action in the list, and
click Next to advance to the second page of the New Action wizard.

Mew Action Wizard - Action Settings

Step 3 - Cugtomize the action. Click Finish to create the action or
Back to chooge a different action.

Click here to learn more about this action.

- Paragraph.SetText
CObjectMame "Status Text"
"Wisit Curiniweb Sike"|

ACTIO

N WIZARD

Text
The kext ta display in the paragraph object,

¢ Back ” Finizh l [ Cancel ] [ Help ]

Status Text
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The ObjectName parameter lets you specify the name of the object that you want this
action to operate on. In this case, we want to change the text in the paragraph object
named “ Status Text.”

The Text parameter lets you specify the text that will be displayed in the object. In this
case, we want to display a message indicating what the “Ted Sellers Onlineg’ button is
for.

The“\n” inside the message represents a newline character. It basically means to start
anew line, just like pressing Enter in atext editor. (This is known as an escape
sequence. An escape sequence is a special “code” that represents a character that can't
just be typed into a string normally. In this case, the code \n represents the invisible
character you type by pressing the Enter key.)

Note: Remember to click Finish on the New Action wizard and then click OK on the
script editor to finish adding the action.

3) Choose Publish > Preview. When the application opens, move the
mouse over the “Ted Sellers Online” button a few times.

When you move the mouse onto the “ Ted Sellers Online” button the first time, the
text in the paragraph object changes. This is the Paragraph.SetText action at work.

Note that the text in the paragraph object doesn’t have any quotes around it. The
quotes that you placed around the text in the action’s parameters aren’t included in the
text when it’s displayed; they are only thereto tel the action that you're giving it a
string.

Note: In computer lingo, a“string” is a sequence of characters, including text and
anything else that can be typed. Referring to a sequence of letters and symbols asa
“string” supposedly dates back to the late 1800s, when compositors would “ string
together” letters as part of the printing process. (In fact, it's said that they were
actually paid by thefoot, and not by the word.)

When you move the mouse off the button, the text remains. Thisis becausethere's
nothing telling AutoPlay to change the text when the mouse moves off the object.

If we want the text to disappear when you move the mouse off the button, we need to
add an action to the object’s On L eave event.
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4) Exit the preview. Add a Paragraph.SetText action to the “Ted Sellers
Online” button’s On Leave event. In the action’s parameters, set
ObjectName to "Status Text" and Textto "".

The On Leave event is triggered whenever the mouse moves off of the button object,
“leaving” its space.

Setting the Text parameter to " tells the Paragraph.SetText action to replace the text
in the paragraph object with “nothing.” Thisis what programmers call an empty
string. You can use an empty string like"" whenever you want to clear the text out of
an object with an action.

Mew Action Wizard - Action Settings |;,|E| rz|

Step 3 - Cugtomize the action. Click Finish to create the action or
Back to chooge a different action.

Click here to learn more about this action.
| e

CObjectMame "Status Text"

N 1 .L
ACTION WIZARD
Text

The kext ta display in the paragraph object,

[ ¢ Back ” Finizh l[ Cancel ] [ Help ]

5) Choose Publish > Preview, and try out the “Ted Sellers Online” button
again.

Voilal Now thetext disappears when you move the mouse off of the object.

Status Text
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6) Exit the preview, and add On Enter and On Leave actions to the other
interactive objects.

Usethe following text for the On Enter events: "Learn moré\nabout Ted" for the About
Ted Sdlers button (Button2), "Watch a video presentation” for the Video Presentation
button (Button3), "Exit fromthis business card" for the Exit button (Buttond), and
"Email Ted" for the ted@sellersrealty.com label object (Email Address).

Use an empty string (") for all of the On L eave events.

Tip: When you add an action to an On Enter event, you can switch right to the On
Leavetab of the script editor to add an action to the object’s On L eave event too.
You don't have to actually exit the script editor and re-open it to assign an action to
both events.

7) Preview the project, and try out the status text by moving the mouse
over the interactive objects.

When you move your mouse over the interactive objects, the text in the paragraph
object should appear and disappear.

8) Click on the “About Ted Sellers” button. When the About Ted page
appears, click on the Back button to return to Pagel.

Thisis interesting—when you return to Pagel, the “Learn more about Ted” text is still
showing in the paragraph object. But the mouse isn't even on the About Ted Sellers
button any more.

To understand why this happens, you just need to walk through the series of events.

First things first: when you moved the mouse over the About Ted Sellers button, this
triggered the object’s On Enter event. That event has a Paragraph.SetText action,
which changed the text in the paragraph object to “Learn more\nabout Ted.”

Then, you clicked on the About Ted Sellers button, triggering the object’s On Click
event...which set off the Page.Jump action, sending you to the About Ted page.

On the About Ted page, you clicked on the Back button, which triggered that object’s
On Click event. That event’s Page. Jump action sent you back to Pagel.

When you returned to Pagel, the paragraph object was still showing the “Learn more
about Ted” text, because that’s the last thing it was told to display. The paragraph
object was never told to display the empty string, because the About Ted Sdllers
button’s On Leave event was never triggered. The Page.Jump action took you to the
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other page before the mouse had a chance to move off the button object and trigger its
On Leave event.

Note: Objects always maintain their settings until they’ re changed by an action...even
if you jump to another page and come back.

9) Exit the preview.

Before moving on to the next exercise, exit the application and return to the AutoPlay
design environment.

Adding Page Actions

In order to clear out the paragraph object when you return from another page, we need
to add an action to one of the page' s events.

There are three page events that we could use to clear out the paragraph object: On
Preoad, On Show, or On Close (there are more events on the page, but these are
really the only ones that apply).

* OnPrdoad istriggered after the page has been “created” in memory, but before
it is actually displayed on the screen.

* On Show istriggered right after the page appears on the screen.
* OnCloseistriggered when the pageis closed.

Let’stry using the On Show event first.

1) Click on the page surface. Add a Paragraph.SetText action to the On
Show event. In the action’s parameters, set ObjectName to "Status Text"

and set Textto "".

We want the Paragraph.SetText action to clear out the paragraph object named “ Status
Text” every timethis page is shown. Setting the paragraph object’s text to ™" will
replace any existing text in it with an empty string, i.e. nothing.

2) Preview the project. Watch the paragraph object as you navigate to
and from the About Ted page.

When you return to the first page, see how the text in the paragraph object isvisible
for a split second before it disappears? (If you have areally fast computer, the effect
might not be that noticeable, so watch carefully.) Thisis because the On Show event
isn't triggered until after the pageis displayed. As aresult, you may see the paragraph
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object with the old text in it before the Paragraph.SetText action has a chance to
changeit.

Thisworks, but it doesn’t look very professional. It would be better if we could clear
out the paragraph object before the page was shown. An easy way to do that is to put
the Paragraph.SetText action on the page's On Preload event instead. That way, the
paragraph object is cleared before the pageis displayed.

3) Exit the preview, click on the page surface, and move the action from
the On Show event to the On Preload event.

The easiest way to move an action from one event to another is to cut and paste it.

To cut and paste the Paragraph.SetText action, click on the On Show setting, and then
click on the edit button. When the script editor appears, sdect the line of text that
contains the action. Thisisjust like selecting a line of text in atext editor, or in Word.
Y ou can use the mouse to highlight all of the text, or you can use the keyboard, or any
combination of the two.

Page Properiies: Pagel

| & Settingsl. = Seript |
| On Preload _' On Show | on Close || ©n Tirner || On Audio | On Size | On Menu | On Key | On Mous 4 ’_

Ewvent varables: |Mone

AP aragraph. SetText ("Itatus Text™, "");

Tip: Aneasy way to select aline of text is to position the cursor at the start of theline,
and then press Shift+Down. (Hold the shift key, and press the cursor down key.) This
will select the entire line, including the newline character at the end.

Once you have the whole line sdected, press Ctrl+X to cut the text. It will be removed
from the script editor, and placed in the Windows clipboard.

Note: Y ou can use this same technique to remove an action from the script editor.
Since actions are just text, all you haveto dois select the text and delete it, and the
actionis“gone.”
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Page Properiies: Pagel

Ewent variables: | Mane

nl —
L

To paste the action, just click on the On Preload tab, and then press Ctrl+V. The text
will be copied from the Windows clipboard and inserted into the script editor.

Page Properiies: Pagel

©n Preload |On Show || On Clase | On Timer | On Audio | On Size | On Menu | OnKey | OnMous £ %

Ewent variables: | Mane

01 Paragraph.SetText("Status Text™, "™i: ":’
nz ==

Finally, click OK to close the script editor and accept the changes you have made to
the events.

4) Preview the project. Navigate to and from the About Ted page.

Now when you go to another page and come back, the paragraph object is already
cleared out when you get there. No more flickering!

Status Text
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5) Exit the preview. When you return to the design environment, right-
click on the paragraph object and choose Lock.

We aren't going to have to make any more changes to the paragraph object, so you
might as well lock it; that way you don’'t have to worry about selecting it by accident
whenever you' re working with the other objects on this page.

Locking an object is a good way to get it “out of the way.” Onceit’s locked, you can
left-click on it, and even drag-select around it, and AutoPlay will act like the object
wasn't even there.

Thisis especially helpful since the abject doesn’t have any text in it. With no text
inside it, the object is completely invisible unless you select it. (You can seean
invisible object when it’ s sdected, because the bounding box givesit away.) Being
invisible makes it more likely that you' Il click on the object by mistake. So lock it.

Tip: If you ever need to work on the object again, just right-click on it and choose
Lock again to unlock it.

6) Save the project.

Now that you have the navigation buttons working the way you want them to, it'sa
really good time to save the project.

Note: Never forget this important step! You will avoid future heartache by saving
the project whenever you make any changes that you want to keep. So, choose
File> Save, press Ctrl+S, or click the Save button...whatever method you prefer.

That's it! Job well done.
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Lesson 5 Summary
In this lesson, you learned how to:

* Add a paragraph object

*  Turn off the paragraph object’s vertical scroll bar

* Add actions to make the text dynamic, so it changes in response to events
* Add actions to the page's On Show and On Preload events

 Move an action from one event to another
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Scrolling Text

Scrolling text is just text that can be scrolled, ether vertically, horizontally, or in both
directions. In AutoPlay, scrolling text can be displayed by using a paragraph object,
which has built-in support for vertical and horizontal scroll bars.

Scralling text is useful whenever you want to display more text than you can fitina
given space. For example, if you need to display along license agreement, or the
contents of areadme.txt file, or an article on cubicle horticulture penned by your
favorite geek auteur.
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What You'll Learn How Long Will It Take?

Inthislesson, you'll learn how to:

This lesson takes approximatey

) 15 minutes to do.
Add a panel image to serve as a backdrop

and border for some text

Replace the text in a paragraph object by
shift-dragging atext file

Add a scrollable paragraph object

Use a custom scroll bar style

Scrolling Text
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Starting the Lesson

If you’re continuing from Lesson 5, you should still have AutoPlay running with the
Tutorial project open. If so, you' re ready to move on to the next exercise: Adding a
Video Object.

Otherwise, you'll need to open the project file that you saved at the end of Lesson 5.

1) Open the Tutorial.am7 file that you saved in Lesson 5.

When you save a project, AutoPlay automatically creates a project folder for it inside
your “My Documents\AutoPlay Media Studio 7.0\Projects’ folder. This project folder
is where everything that belongs to the project is stored—including the project file,
which contains all of the settings used in the project.

The project folder and the project file always have the same name that you gave to the
project when it was created. The project file's name ends with a“.am7” file extension.

Since you named this project “ Tutorial” in Lesson 1, the name of the project folder
will be Tutorial, and the name of the project file will be Tutorial.am7. So, the path to
the project file should be something like:

..\My Documents\AutoPlay Media Studio 7.0\Projects\T utorial\T utorial.am7
To open the project, you just need to open that project file.
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Adding a Panel Image

A panel imageis just an image object that you put behind another object to achieve
some kind of custom background or picture frame effect. Although you can use any
image for this purpose, AutoPlay comes with a number of images that were designed
to do just that.

Tip: You can order more panel images directly from our web site. There areliterally
thousands of such images available.

Panel images are especially helpful at providing a sort of “ mini-background” behind a
bunch of text, to make the text easier to read than it would be on the page background
itsdf. (This comesin handy for those times when you're using a really wild image for
the page background.) They can also be used to provide afancy border to “section
off” an area of the page.

Note: The paragraph object has an optional border and background color, which can
serve the same purpose as a pand image in many cases. For really cool, professional
borders and backgrounds, though, a panel image is the way to go.

1) Switch to the About Ted page.

We re going to add the panel image and the paragraph object to the About Ted page,
so before you do anything else, click on the® About Ted” pagetab at the top of the
work area.

[ Paget | [] Abg Ted | [ video

10 ]‘~1|-:|

2) Switch to the Gallery pane and click the Images button. Double-click
on the up folder, and then navigate into the Panels folder.

The Gallery paneis tabbed with the Project pane on the right side of the AutoPlay
program window. Y ou can switch between these tabbed panes by clicking on the
appropriate tab.

Note: Earlier we made the Gallery and Project panes visible. If they arenot visible,
you can make them visible by using the View > Panes submenu.

Scrolling Text
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The Gallery pane lets you browse the library of files that came with AutoPlay. This
library is organized into different sections, each one accessible with a button at the top
of the pane. Clicking on the Images button at the top of the pane displaysthe gallery’s
image collection.

E@s s

.. ¥l 63080932.jpg |
Bl 630B0056.jpg B 630B0933.jpg
[ 63060100.jpy | 630E0544.jpg

Like the Gallery tab on the Sdlect File dialog, the Gallery pane remembers the last
folder you accessed for each filetype it contains. The last time you used the Gallery
pane to add an image was in Lesson 2, when you used it to drag a background onto the
page. Unless you' ve navigated somewhere else with it since then, the Gallery should
still be“in” the Backgrounds folder.

To navigate to the Pands folder, you need to first move “up” one level by double-
clicking on the up folder.

H® S ald
] 63080932.9pg |
30B00S6.pg B 630B0933.1pg

1| 630B0100.jpg 1] 630E0544.jpg

Once you’ ve moved up one level, you can proceed to navigate into the Elements
folder, and then into the Pand s folder.

|)Backgrounds =..
W [hBullets
indow Masks [hHorizontal Bars
lilIu:u:uns
Lif]Speu:laI %

[ZVertical Bars
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Note: Navigating in the Gallery paneisjust like navigating in the Select File dialog,
or in Windows. To reach thefilesinside afolder, just double-click oniit.

3) Preview some of the images in the Panels folder by clicking on the
filenames.

Asyou can see, pand images comein alot of different shapes, colors and textures.
Thisisjust atiny sample of the panel images that are included in the add-on content
packs that you can purchase from the Indigo Rose website.

4) Select the 066FCO01.png file and drag it onto the page.

When you're picking an image to serve as a background for text, look for one that has
a smooth texture, since “busy” patterns will make it harder to distinguish the | etters.

Y ou want to pick one with colors that will contrast well with the color of thetext. In
this case, we' |l be using white text, so we don’'t want to pick anything too bright;
white text on a bright background would be difficult or even impossibleto read.

A good candidate for this project would be 066FCO1.png. It has a solid black
background in the middle that will contrast nicely with white text, and a nice shiny
blue “frame’ around it that will ook good against the page background we' re using.

[ @]

DIE"L:‘.‘ @ 2 T

%] 033GA03.png | 0456105 png

%] 033GA04.png
*] 033GY00. png
%] 037GEM01 . png
%) 0376M02 . png
%] 037GU02,png
%] 048Fa11.png
=] 04aF113.png
%] 045FUL1.png

£

%] 048E103. png
%] 052Fc 14, png
%] 0s2Fc10.png
%] 059Fa15.png
%] 060FC 13, prg
[*]o61FC14.png
™| 062FE10.png

'-{_,'r Gallery | L) Project
It also has a subtle “shing” effect around the edges of the frame. In order to achieve
this lighting effect, the image was made a little bit larger than the frame on al sides.
In fact, theimage was sized to fit perfectly on a page that is 425 pixds tall—just like
the pages in our project. This makes it really easy to position the image on our page.
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5) Use the alignment tools to center the image object vertically on the
page and align it with the right edge of the page.

First, make sure Align to Page mode is on. (An easy way to do thisisto right-click on
theimage, and choose Align. If Align to Page modeis on, the To Pageitem will have
a box around it.) Then, right-click on the object and choose Align > Center Vertical.
Finally, right-click on the object and choose Align > Right.

Voilal Theimage is now positioned perfectly on theright side of the page.

Tip: If View > Snap to Pageis on, you can also just drag the object into place with the
mouse, and it will “snap” into place as you approach the top right corner of the page.

6) Right-click on the image object and choose Pin.

Pinning the image object will make it easier to work “around” the object without
moving it by accident. (W€l be placing a paragraph object right on top of the image
object.)

Tip: You can also pin an object by selecting it and pressing Ctrl+P.
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Adding a Scrollable Paragraph Object

The paragraph object has the built-in ability to display text that is longer or wider than
the object itsdlf, with scroll barsto let the user slide the “hidden” partsinto view.

Infact, all you need to do to make a paragraph object scrollableis to put moretext in
it than it has room to display. (By default, new paragraph objects have their vertical
scroll bar set to “Auto,” which means they will automatically display a vertical scroll
bar if thetext is long enough.)

There aretwo basic kinds of scroll bars: vertical, and horizontal. (Vertical scroll bars
let you scroll text up and down, while horizontal scroll bars let you scroll text left and
right.)

Vertical Scroll Bar

100

Horizontal Scroll Bar

Vertical scroll barsare useful when you' re displaying long text documents—in fact,
they let you put as much text in a paragraph object as you want. The size of the
paragraph object just determines how many lines of text the user can see at any given
time.

Horizontal scroll bars are useful when you' re displaying text with very long lines, and
you don't want the text to “wrap” at the right edge of the paragraph object. Instead,
the user can drag the horizontal scroll bar left and right to see all of thetext on aline.
Although most people find this disconcerting, it can be useful for text that isn't meant
to wrap, such as text arranged in fixed-width columns, or program code samples.

Note: Most users don't like having to scroll text horizontally. Y ou should avoid using
horizontal scroll bars unless you have a good reason to.
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1) Press Ctrl+3 to add a new paragraph object. Double-click on the new
object, set its Normal color to white, and click the Match Normal button.

We want the paragraph object to have white text, and we don’t want the color to
change whenever the user moves the mouse over it, so we need to make sure the
Highlight and Click colors both match the Normal color.

2) Change the Vertical scroll bar setting to “On” and click OK.

Paragraph Properties: Paragraph1

£ Settings 'Lf" Attributes | (P Quick Action | || Script

Object Backaround Style
B O
| The quick brown fox jumps over the lazy dog. The quick I
broven Fow jurnps aver the lazy dog. The quick brown o © Transparent
jurpz aver the lazy dog. The quick brown fou jumps owver Border Style
the lazy dog.
(1 5alid
{*) Mone
: Scrolbars
[iﬁ Fant... ] [@ Spelling ] [ @) Load.. ] Sty | Standard 3
Alignment Werlical :_Eln ':[:IE
(%) Left () Center ) Right Harizantal: E-fo L

State Colors

Marmal:

Highlight:

—— |3 Match Nomal

Click:

Dizabled:

ak. H Cancel H Help ]

After you click OK, the paragraph object that was added in the upper |€eft corner of the
page will reflect the new settings. Notice that the sampletext is in fact white, and the
object has a vertical scroll bar.

Forcing the vertical scroll bar on regardless of the object’s sizewill makeit easier to
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position the object in the next step, since the scroll bar affects the amount of room the
text has, which in turn can affect where you want to place the object to “center” it on
top of the panel image.

3) Position the paragraph object over the panel image and resize it so it
fills most of the black space inside the frame.

Y ou want the paragraph object to be smaller than the pand image, so it will fit inside
the blue frame that is built into the image.

Now let’s load some text into the paragraph object.

4) In the properties pane, click on the Text setting, and then click the edit
button.

F.'r'|:| |:|E!.r' rlé'::

- Object ~
Mame Paragraphl

2k The quick br %‘%'7_ Edit
Font Arial, 10pk
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When you click on the edit button, the Edit Text dialog appears.

© Edit Text X

The quick brovwn fox jumps over the laze dog. The quick browe fox |
quick brown fox jumps over the laz

z over the lazy dog. The
y dog. The guick brown fox jumps over the lazy dog.

[..-:"% Load ”H Save ”E, Pint ”v Spglling] | ok H Cancel

At the bottom of the Edit Text dialog, there are four buttons: Load, Save, Print and
Spelling.

* Theload button lets you import text from any text file on your system.

* The Savebutton lets you save the current contents of the Edit Text dialog to a
text file

* ThePrint button lets you print the current contents of the dialog.

» The Spelling button interactively checks the spelling of the text, letting you
choose from a number of suggested spellings for any misspelled words.

We could use the Load button to load a text file into the paragraph object, but since
thefilewe want to load isin AutoPlay’s gallery, there's an even easier way.
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5) Click Cancel to exit the Edit Text dialog, and click the Docs button at

@Samplé.dc;c &
,Q Sarmnple. htrl
"E Sample. pdf

El Sample, bk
r.;_“l Ted3elers.bxt

& Gallery | Project

Clicking the Docs button displays the sample document files that are shipped with
AutoPlay. Thefile we want to load into the paragraph object is TedSdl lers.txt.

6) While holding the Shift key, drag the TedSellers.txt file onto the
paragraph object.

Normally, when you drag a text file onto the page, a new paragraph object is created
for you automatically—with the entire contents of the text fileinsideit.

That’s pretty darn cool. In fact, we could have used that method to create the
paragraph object in thefirst place.

However, if you hold the Shift key down as you drag a text file onto a paragraph
object, you'll replace the text in the paragraph object with the text from thefile.

Which you have to admit, is also pretty nifty.

When you drag the TedSellers.txt file onto the paragraph object with the Shift key
held down, the contents of the TedSellers.txt file are instantly loaded into the
paragraph object.

Tip: Thereareall sorts of little time-saving tricks like this built into AutoPlay. If you
want to slip afew more of them up your sleeve—you know, just in case—search for
“Drag and Drop Assistant” in the help file.
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7) In the properties pane, change the ScrollbarStyle setting from
“Standard” to “Chrome.”

The paragraph object allows you to choose between a standard, Windows-style scroll
bar, or a custom scroll bar style, like the cool Chrome one that comes with AutoPlay.

204
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8) Try some of the other scroll styles, and select one that looks good
with the panel image you chose.

Go ahead and pick whichever scroll bar style looks best to you. (I chose Corporate,
sinceit looks good with the dark background of the panel image we're using.)

Integrity and Service

ecord

iy

Each scroll bar styleis actually just an image file with different “scroll bar parts”
arranged in arow. Each individual part of the scroll bar is represented by a different
section of theimage. AutoPlay extracts the parts from this image, and then uses them
to build the scrall bar.

e iy W

jﬂﬂﬂaaﬂﬂ | I _rl_.fl. ot |—:_J

The Corporate scroll bar skin
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Thiskind of imagefile containing different interface partsis usually referred to as a
skin file. Indeed, the scroll bar styles are similar to the skin files used by other
“skinnable’” programs, like Winamp.

Note: AutoPlay’s scroll bar images are located in the Plugins\Scrollbars subfolder,
inside the folder where AutoPlay was installed. Y ou can add more styles to the list of
available scroll styles by copying compatible images into that folder.

Tip: You can also build your own scroll bar skins for AutoPlay using a paint program.
The easiest way is to use one of the existing scroll bar images as a template. Simply
make a copy of an existing skin file, and then modify the copy, replacing each section
of the image with your own corresponding scroll bar part.

Trying It Out

Now that we have everything set up the way we want, let’s see some scrolling text in
action.

1) Save the project.
It's always a good idea to save the project before you preview it.

2) Preview the project. When the preview application opens, click on the
About Ted Sellers button to go to the About Ted page. Try scrolling the
text in the paragraph object up and down.

Pretty cool, isn't it!

3) Exit the preview.
That's it for this |esson.
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Lesson 6 Summary
In this lesson, you learned how to:

* Addapand imageto serve as a backdrop and border for some text
* Add ascrallable paragraph object
* Replacethetext in a paragraph object by shift-dragging atext file

* Useacustom scroll bar style
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Lesson 7/:
Video

If a picture’ s worth a thousand words, how many words is a video worth?

Inthislesson, I’ll show you how to add a video to your project, cover some of the

basic video settings, and teach you how to control a video using a handful of simple
actions.
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What You'll Learn
Inthislesson, you'll learn how to:

Add a paned imageto frame a video
Add an attractive text banner to the page
Add a video abject

Customize the video object’s built-in
control pand

Make your own video controls from
scratch

Control the video with a few simple
actions

How Long Will It Take?
This lesson takes approximatey

25 minutes to do.

Video
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Starting the Lesson

If you’ re continuing from Lesson 6, you should still have AutoPlay running with the
Tutorial project open. If so, you' re ready to move on to the next exercise: Adding a
Text Banner.

Otherwise, you'll need to open the project file that you saved at the end of Lesson 6.

1) Open the Tutorial.am7 file that you saved in Lesson 6.

When you save a project, AutoPlay automatically creates a project folder for it inside
your “My Documents\AutoPlay Media Studio 7.0\Projects’ folder. This project folder
is where everything that belongs to the project is stored—including the project file,
which contains all of the settings used in the project.

The project folder and the project file always have the same name that you gave to the
project when it was created. The project file's name ends with a“.am7” file extension.

Since you named this project “ Tutorial” in Lesson 1, the name of the project folder
will be Tutorial, and the name of the project file will be Tutorial.am7. So, the path to
the project file should be something like:

..\My Documents\AutoPlay Media Studio 7.0\Projects\T utorial\T utorial.am7
To open the project, you just need to open that project file.
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Adding a Panel Image

Asyou saw in the previous lesson, a panel imageis just an image object that you put
behind another abject to achieve some kind of custom background or picture frame
effect. Let’s use another pand image to provide a“frame” for our video object.

1) Switch to the Video page.

First things first. We're going to add this panel image to the VVideo page, so click on
the®Video” page tab at the top of the work area.

DRy @l 2EE

|| Pagel | D About Teu:I-I B 'u'iglgcu
oY [130 £ |

2) Click the Images button on the Gallery pane.

Clicking the Images button at the top of the Gallery pane displays the collection of
images the gallery.

Gallery

| 004FW10.png
™| 008FT16.png

| 010FE10,prg
| 021F116.png

| 0zzFC10.png
%] 025GMOS, prg
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| 031GMO1.pRg |

%) 033GA03.png
™| 0336404, png
% | 0336GY00, prg
] 037EM01.pRg
] 037EN02 . png
%] 037602, png

| 048FA11.png

& callery | ) Project

2

Since you used the Gallery pane to add an image from the Panels folder in the
previous lesson, the Images section of the Gallery pane should already be displaying

the contents of the Pands folder.

Video
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3) Select the 066FAO01.png file and drag it onto the page.

The 066FAOL.png file is similar to the 066FCO1.png panel image that we used in
Lesson 6, but its frameis designed to fit around a standard 320x240 video.

4) Use the alignment tools to center the image object vertically on the
page and align it with the right edge of the page.

Make sure Align to Page mode is on. (An easy way to do thisisto right-click on the
image, and choose Align. If Align to Page mode is on, the To Page item will have a
box around it.)

Then, right-click on the abject and choose Align > Center Vertical.
Finally, right-click on the object and choose Align > Right.
Voilal Theimageis now positioned perfectly on the right side of the page.
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5) Right-click on the image object and choose Pin.
Pinning theimage object will make it easier to work “around” the object without
moving it by accident.

Tip: You can also pin an object by selecting it and pressing Ctrl+P.

Adding a Text Banner

The video we're going to add is a short presentation about a new home design called
the“Magnolia.” To help introduce the video, |et’s place an attractive text banner
across the top of the page.

In order to make the text stand out, we' |l use a paragraph object with white text on a
blue background.

1) Right-click on the page surface and choose Paragraph.

Make sure you right-click on the actual page surface, and not on part of the panel
image. (If you select the panel image by mistake, try right-clicking further to the left.)
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Choosing Paragraph from the right-click menu will add a paragraph object to the
page.

2) Double-click on the new paragraph object to open the Paragraph
Properties dialog. Change the object’s text to Magnolia.

When you double-click a paragraph object, all of the text in the Text setting is
automatically highlighted for you, so you should be ableto just type thetext right in.

Note: You want this text to replace the existing default text, so make sure the old text
is highlighted before you type the new text in.

3) Set the Normal color to white, and click the Match Normal button.

We want the paragraph object to have white text, and we don’t want the object to
appear interactive, so we need to make sure the Highlight and Click colors both match
the Normal color.

- B&K

Paragraph Properties: Paragraph

A& Settings .'_;-_", Attributes | (2 Quick Action :_;] Script|

Object Background Style
el O Solid
EMagnolia (%) Transparent
Border Style
) 5alid
(&) Mone
i Scrallbars
[aﬁ Eont.. H@ Speling ”é,] Load... l Syl |Wv-
Alighment ¥ I
) Left () Center ) Right
State Colors
Morrmal: Highlight: —
Disabled: Click: —

ak. ][ Cancel ][ Help
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4) Click OK to close the Paragraph Properties dialog.

When you click OK, the Paragraph Properties dial og closes and the new paragraph
object appears where you right-clicked on the page.

5) In the properties pane, change the Alignment setting from “Left” to
“Center.”

A quick way to change this setting is to double-click it.
Double-clicking the Alignment setting advances it to the next iteminitslist.

Since paragraph objects start out with their Alignment set to “Left” by default,
double-clicking on the Alignment setting switchesit to “ Center.” (If you double-
clicked again, it would change from “ Center” to “Right.”)

Thisis aquick way to change settings that give you two or three options to choose
from.

6) Change the FontFamily to Georgia, FontSize to 20, and Fontltalic to
“true.” Leave FontBold set to “false.”

We want the paragraph object to use an italicized, unbolded, 20-point Georgia font.

- Object s
Mame Paragraphl
Texk Magnolia
Font Geargia, 20pk
FonkFarnily GEOrdia
FonkSize 20
FontBold False
FontItalic krue

7) Set BorderStyle to “Solid” and BackgroundStyle to “Solid.” Leave the
BorderColor black (#000000), and set BackgroundColor to #5987C0.

In order to see the object’s background color, you need to set its BackgroundStyle
setting to “ Solid.” Setting BorderStyleto “Solid” adds a thin black border around the
object.

Note: The border color is aready set to black so it doesn’t need to be changed.

To set the object’ s background color, double-click on the BackgroundColor setting,
type #5987c0, and press Enter.

Video
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8) In the Scrollbars category, set Vertical to “ Off.”

Wedon't want the paragraph object to have a vertical scroll bar. Although we'll be
making the paragraph object larger than the text inside it, which should prevent the
scroll bar from appearing even if it's set to “ Auto,” it doesn’t hurt to turn the scroll bar
off just to be sure.

9) Set Left to 255, Top to 17, Width to 345 and Height to 44.
Thiswill place the paragraph object above the panel image, near the top of the page.

10) Right-click on the paragraph object and choose Lock.
Locking the object will keep it out of your way for the rest of this lesson.

Adding a Video Object

AutoPlay’s video object lets you display full-motion video right on the page. Y ou can
useit to show all sorts of media files, from training videos and product previews, to
home movies and music videos.

Tip: You can also use a File.Open or File.Run action to display a video in an external
viewer program. Of course, displaying a video right on the page resultsin a more
seaml ess user experience.

Note: Video objects will always appear on top of other kinds of objects, no matter
how you arrange the objects on the page (i.e. regardless of the z-order). Thereare

technical reasons why this is so, but sufficeit to say that it has to do with the way

videos are drawn on the screen.

1) Choose Object > Video. When the Select File dialog appears, click the
Gallery button.

Choosing Object > Video opens the Select File dialog. Clicking the Gallery button
allows you to access a small sample video that comes with AutoPlay.

@ Select File

Look e | 12 Videos 3 @ e

E&j
| Movdess =

Gallery % Magnolia.mpg

Lesson 7



2) Select the Magnolia.mpg file, and click OK.

After you click OK, the new video object appearsin the upper |eft corner of the page.
A singleframe from the video appears in the object, so that as you work on the project
you can have a general idea of what it’s going to look like when it starts.

(Inthis case, the frame happens to be black, since the Magnolia.mpg video begins
with a fade from black.)

Magnolia

Notice the standard video controls at the bottom of the video object. Thisis the
object’s control panel. On the control pand, thereis a play/pause button, a stop
button, a position slider, and an elapsed time readout.

Note: The play button toggles between play and pause: it switches to the pause button
when the video is playing, and then switches back to the play button when the video is
paused.
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3) In the properties pane, change the ControlStyle setting from
“Standard” to “Basic Blue.”

The Control Style setting lets you select from alist of control panel styles. You can use
this setting to change the appearance of the built-in video controls, or to hide the
control panel completely.

Magnolia

Each style in the list corresponds to a skin file located in the Plugins\Transports
subfolder, inside the folder where AutoPlay was installed.

A skinfileisjust an image with different “control panel parts’ arranged in arow.
Each individual part of the control panel is represented by a different section of the
image. AutoPlay extracts the parts from this image, and then uses them to build the
control pand.

2B =D
The Basic Blue control panel skin

Tip: You can build your own control panel skins for AutoPlay using a paint program.
The easiest way is to use one of the existing images as a template. Simply make a
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copy of an existing skin file, and then modify the copy, replacing each section of the
image with your own corresponding control pand part.

4) Try changing the settings inside the Control Panel category.

- Control Panel
Controlskyle
Time
PanelColor
TexkColor
ontrolButtons
Slider

Basic Blue
Elapsed

[ ]| #ECE9DS
Il :oooooo
True

Time Style

Buttons (On/Off)
Slider (On/Off)

True

The Control Panel category has six settings inside it: ControlStyle, Time, PanelColor,
TextColor, ControlButtons, and Slider. Y ou can use these settings to show or hide the
different parts of the control pane and adjust what they look like.

Note: The control panel, and the controls on it, are all completely optional. You can
choose to hide the whole control panel, or hide any of theindividual parts.

Experiment with these settings to see some of the different control configurations you
can come up with.

5) In the Special category, check that AutoStart is set to “True,” and that
Loop and Border are both set to “False.”

The AutoStart setting controls whether the video will begin playing automatically
whenever the page it’s on is shown. We want the video to start playing as soon as the
user jumps to the Video page, so make surethisis set to “True.”

The L oop setting controls whether the video will automatically restart from the
beginning when it reaches the end. In this case, we just want the video to stop when it
reaches the end, so leaveit set to “False.”

The Border setting controls whether the video object will have a black border around
it. You can turnit on if you want, but | think this video looks fine without a border.

In short: make sure all these settings are set to their default values. (Okay, I'll admit
it...this step was just an excuse to point out what those settings do.)

Video
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6) In the Object category, make sure VideoScalingMode is set to
“Maintain Aspect.”

Video Scaling Mode controls whether the video will maintain its original aspect ratio,
or will “stretch” to fill the size and shape of the bounding box. Stretching the video
usually makes it look much worse, but it can be helpful if you really don’'t want any
black bars around the video, and don’t want to resize the object to make the black bars
go away. (It's usually better to keep Scaling Mode set to “Maintain Aspect,” and just
adjust the size of the video object instead to eiminate any black bars.)

Tip: Preserving the original aspect ratio isimportant for image files and videos, which
often look distorted if they’re stretched disproportionately. An easy way to preserve
an object’ s aspect ratio is to right-click on the object and choose Keep Aspect. (If you
need to, you can restore the object’s original aspect ratio by right-clicking on it and
choosing Restore Size.)

7) In the Position category, set Width to 320, and Height to 240. Position
the object so it fits just inside the frame of our panel image. Once it's in
place, press Ctrl+P to pin the object.

Theleft, right, and bottom sides of the video object will probably need to overlap the
frame of the panel image by just a smidgeon. But that’s okay.

Tip: A trick for setting the object’s position precisely isto drag it more or lessinto
place with the mouse, and then move it in tiny increments with the cursor keys. By
moving the object back and forth across the inside edge of the frame, one pixel at a
time, you can see the exact position where the top of the object matches the top of the
black background on the panel image.

If you'd rather just set the object’s position directly, set Left to 268, and Top to 93.

Onceit’'sin place, pressing Ctrl+P will pin it so that it can’t be moved or resized any
more.

Note: You don't have to pin the object, but thisis something I liketo do when | have
an object where | want it. | find it easier to work around objectsif | don’t haveto
worry about moving them by accident.
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8) Choose Page > Preview to preview the current page.

Choosing Page > Preview temporarily builds and displays the current page, so you can
see how it will look and work when it is seen as part of the application.

Tip: You can also preview a page by right-clicking on its page tab and choosing
Preview.

Note that the video starts playing automatically as soon as the page is shown. Thisis
because the video object’s AutoStart setting is set to “True.” (The same thing will
happen each time the users navigate to this page in the full application.)

Previewing the page is often faster than previewing the whole project, because
AutoPlay doesn't have to build the whole project—it only has to build one page. More
importantly, you don't have to navigate all the way from the start page just to get to
the page that you want to test. (Which also means you can try out a page before

you’ ve added any Page.Jump actions to get to it from the start page.)

9) With the preview application selected, press Alt+F4.

Pressing Alt+F4 when the preview application is selected (i.e. when it’ s the
“foreground application” in Windows) immediately closes the application.

Y ou can use this method of exiting from the preview when your application doesn'’t
have atitle bar.

Of course, since your application does have atitle bar, you can also exit from the page
preview by clicking the Close button.

BEE
£ '_'Ek
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Adding Custom Video Controls

In addition to the built-in video controls on the video object’s control panel, you can
use AutoPlay’ s video actions to provide your own “homemade” video controls.

1) Select the video object. In the properties pane, set ControlStyle to
“None.”

Changing the Control Style setting from “Basic Blug’ to “None’ removes the control
pane from the object completely.

= Control Panel
ControlStyle Mone w
Time Elapsed

2) Select the “Back” button object (Button3) and press Ctrl+D to
duplicate it. Press Ctrl+P to unpin the new object, and move it down
below the video object.

Magnolia
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Now, we could just add a new button object, and set it up to be like the other buttons
in the project, but using the Back button as atemplate is much easier. This way, we
don't have to set the object’s Normal, Click and Highlight colors—they’'re already set
for us.

Note that the new object’s nameis Buttonl, since 1 is thefirst number that isn't used
in a button object’s name on this page.

Wait aminute...isn’t this the second button that you’ ve added to this page? I ndeed it
is! But since the name “Button1” hasn't been taken yet, it gets used first. Remember
how the “Back” button carried its name over when you copied and pasted it in lesson
47? Since that button’s nameis Button3, this leaves thefirst two default names “ open”
for new button objects to use on this page.

3) In the properties pane, change the object’s Width to 55 and its Height
to 27. Change the font Family to Verdana, and the font Size to 6. Set Bold
and ltalic both to “True.” Change the object’s Text to PLAY.

Tarne Buttanl
ButtonFile AutoPlayiButtor
Text PLAY

Fonk Verdana, Gpk
FonkFarnily Verdana
FonkSize ]

FontBold krue

FontItalic krue

Thisis going to be our play button. Setting the font to 6-point V erdana makes the text
small enough to fit on a very small button, without being too hard to read. (Making
the text use only capital letters helps get the most visibility out of such asmall font.)

4) Change the object’s ButtonFile setting so it uses the green_pill.btn file
instead of the grey_pill.btn file.

Without changing any of the object’s other settings, we want to make this button
object usethe green_pill.btn file instead of the grey_pill.btn file.

To do so, first click on the ButtonFile setting to make the browse button appear.
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Properties

- Object A
larne Buttoni
.ﬁ.utI:uF'Ia';.-"l,EuIT Browse button
Text PLAY &

Next, click the browse button to open the Select File dialog. If you need to, switch to
thegallery in the Select File dialog by clicking the Gallery button. Locate the
green pill.btn filein thelist, sdect it, and click OK.

Tip: You can also just double-click on the green_pill.btn fileto select it and close the
Select Filedialog al at once, without having to click OK.

Instead of a grey pill-shaped button, you should now have a green one.

5) In the properties pane, set YOffset to 1.

The Y Offset setting alows you to fine-tune the vertical position of the text on the
button object. It specifies the number of pixels that the text should be offset vertically
from its default position.

Sometimes, changing an object’s size or font settings will cause the text to be
rendered off-center. In this case, the text was being drawn a little bit too high with the
default offset of 0. Setting the Y offset to 1 moves the text down by one pixel, so that
everything isin itsright place on the object again.

6) Click the Buttons category at the top of the Gallery pane. Locate the
orange_pill.btn file in the list of buttons.

Clicking the left-most button at the top of the Gallery pane displays the collection of
very cool button files that was installed with AutoPlay. Nestled cozily near the end of
thislist is the orange_pill.btn file.

7) Click on the PLAY button, and press Ctrl+D to duplicate it. Change the
new object’s Text to PAUSE. While holding the Shift key down, drag the
orange_pill.btn file from the Gallery pane onto this button object.

Thistime, instead of changing the ButtonFile setting directly, |et’ s take advantage of
AutoPlay’s drag and drop assistant. In AutoPlay, if you hold down the Shift key while
you drag a button file onto a button object, you'll “insert” that button file into the
button object. It basically replaces the object’s current button file with the one you
dragged onto it, and changes the ButtonFile setting for you.
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We call this kind of drag operation shift-dragging.

Tip: You can do the same with other objects, aswell. For example, you can replace
theimage that is shown in an image object by dragging a new image onto it with the
Shift key held down. And you can replace the text in a paragraph object by
shift-dragging a text file onto it.

8) Click on the PAUSE button, and press Ctrl+D to duplicate it. Change
the new object’s Text to STOP, and make it use the red_pill.btn file.

Once again, you want to change the button file without affecting any of the object’s
other settings. This time, you should end up with ared STOP button.

Note: To make the button object usethered_pill.btn file instead of the green_pill.btn
file, either change the ButtonFile setting directly, or use the shift-drag method .

Y ou should now have a total of three little button objects: one with the word PLAY on
it, another with the word PAUSE on it, and a third with the word STOP.

(s
>

Note that the name of the third button—the one with the word STOP on it—is not
Button3, but Button4. This is because the name “ Button3” was already taken by the
Back button. So, AutoPlay skipped ahead to the next available default name for a
button object on this page, which in this case was “ Button4.”

9) Turn off Align to Page mode.

Make sure Align to Page mode is turned off. (An easy way to check thisisto right-
click on an object, and choose Align. If Align to Page mode is on, the To Pageitem
will have a box around it.)

If Align to Page modeis on, choose View > Align > To Pageto turn it off.
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10) Drag the STOP button to the right a bit. Select all three button
objects, make the PLAY button dominant, and choose Align > Top,
followed by Align > Distribute Horizontal.

The goal is the get the three objects lined up horizontally and distributed evenly, with
PLAY on the left and STOP on theright, like this:

11) Group the three button objects together and center them beneath the
video object.

Select all three button objects, and press Ctrl+G to group them. Then center the group
horizontally beneath the video object.

Y ou should end up with the PLAY, PAUSE and STOP buttons in a row below the
video object, likethis:

Magnolia
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Notice how the button colors help convey what each button does, even if you don’t
read the text? Most people are used to seeing green, amber and red traffic lights, so
having these three colors together borrows from that common context. (To a lesser
extent, people are also used to seeing Play/Pause/Stop buttons arranged in a standard
order, with play on theleft, then pause, then stop.)

Tip: You aren't limited to buttons with text on them, either. If you' d rather have
buttons with iconic symbols for things like play, pause and stop, you can easily create
your own buttons using the AutoPlay Media Studio Button Maker, which you can
access by choosing Tools > Button Maker.

12) Ungroup the button objects and pin them.

Now that you have the buttons where you want them, ungroup the objects by selecting
one of them and pressing Ctrl+Shift+G, and then pin them by pressing Ctrl+P.

Ungrouping the objects will make it easier to select them independently in the next
exercise. Pinning the objects will prevent them from being repositioned by accident.

Taking Control of the Video with Actions

Now that we have our PLAY, PAUSE and STOP buttons laid out on the page, let’s
make them actually play, pause and stop the video.

To do that, we just need to add an action to each button.

1) Click on the page surface to deselect the objects.

Clicking on the page surface desel ects the objects, so that none of the objects on the
page are sdected. (Make sure you click somewhere on the page surface where there
isn't an object. If you select an object by accident, just click again somewhere else)

2) Double-click on the PLAY button, and click on the Script tab.

Double-clicking on an object opens up the Properties dialog for that object. Clicking
on the Script tab switches to the script editor so you can edit the object’s actions.

3) In the script editor, click on the On Click tab. Replace the Page.Jump
action with a Video.Play action. Set the Video.Play action’s ObjectName
parameter to "Videol".

Note that this button object already has a Page.Jump action assigned to its On Click
event. (The action was copied over from the Back button when you duplicated that
object.) We re going to replace this Page. Jump action with a VVideo.Play action.

Video
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Replacing the action is easy enough—just remove the old action, and add another one
inits place. To removethe old action, ssimply highlight all of its text on the script
editor, and press the delete key.

Buiton Properties: Buiton1
| A& Seftings I A Attributes || &F Quick Action | =] Script [
| On dlick. | on Right-Click | On Enter | On Leave |

Ewvent varables: |Mohe

(O~ Added by the Drag and Drop Assistant
(U=l F s e . Junp ("Pagel™) ;
03

| < | >

Buick help: :.T-ip: F'ress E-t-rl+5 pace tﬁu g a-li.s"t .:.-[ é.ll-avai-labl-é aﬁ:tiu:uns.

[,-p Add Action ] [Eiﬁddgade b] [:_] gdit] [i-f »] [; b] [u.-'-‘-.glvanced >]

[ ak. H Cancel H Help ]

Note: As you’ ve probably noticed, actions are just text instructions that get interpreted
by AutoPlay. Y ou can edit these instructions directly, just as you would edit text in a
Word document.

Once you' ve gotten rid of the old action, you can click the Add Action button to add a
new Video.Play action in its place. (When the New Action wizard appears, sdlect the
Video category, then sdlect the Video.Play action, and then click Next to advance to
the wizard' s second page where you can customize the action.)
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The Video.Play action takes a single parameter, called ObjectName, which tells the
action which video object to play. Since thereis only one video object on the page, the
ObjectName parameter should already be set to "Videol" for you.

Mew Action Wizard - Action Settings

Step 3 - Cuztomize the action.  Chck Finigh to create the action or
Back to chooze a different action.

Click here to learn more about thiz action.

=
Objecthlame BTG hd

ObjectMame
The name of the video object.

[ < Back ” Firizh l[ Cancel ]

Once you have the action configured, click Finish to add it to the script. Then click
OK to close the script editor and accept these changes that you’' ve made to the abject’s
On Click event.

Tip: Since actions arejust text, you could also add this action by typing
Video.Play("Videol"); directly into the script editor.

4) Double-click on the PAUSE button, and click on the Script tab.

AutoPlay actually remembers the tab that you were on the last time you double-
clicked on an object, but it does so on a per-abject basis. When you double-click on
an object for thefirst time (like this PAUSE button), it always defaults to showing you
the Settings tab.
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Once you’ ve visited ancther tab on the Properties dialog for any particular object,
though, the next time you double-click on that object you' I be taken right to that tab.

Of course, that doesn’t help us when we're double-clicking on a“fresh” object like the
PAUSE button. Since this particular object hasn’t been double-clicked before, you
still need to click on the Script tab to switch to the PAUSE button’s script editor.

5) In the script editor, click on the On Click tab, and replace the
Page.Jump action with a Video.Pause action. Set the ObjectName
parameter to "Videol".

This object also has a Page.Jump action on its On Click event. Once again, simply
delete the existing action’ s text, and then click the Add Action button to insert a
Video.Pause action in its place.

6) Double-click on the STOP button, and click on the Script tab. In the
script editor, click on the On Click tab, and delete the existing action's
text. Then type:

Video.Stop("Videol");

...into the script editor, right where the old action used to be.

Since actions are just text, you can also add an action by typing it directly into the
script editor.

Note: Thisiswhat most people generally think of as“programming,” but it really
isn't that difficult. In fact, as you’ re about to see, AutoPlay makes programming a lot
easier than you might think.

Asyou typethefirst few letters of theword “Video” into the script editor, a black
tooltip will appear nearby with the word “Video” onit. Thisisthe script editor’s
autocompl ete feature at work. Whenever you type something that the script editor
recognizes as a keyword, it will display its best guess at what you are typing in one of
those little black tooltips.
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[ ak. ” Cancel H Help ]

Whenever one of those little black tooltipsis visible, you can press the Tab key to
automatically type the rest of the word. For example, you can type Vi into the script
editor, press Tab, and the script editor will fill in therest of theword “Video” for you.

Ther€ s more editor magic, too. When you type the period after the word Video, the
script editor recognizes what you’ ve typed as the beginning of an action name, and
presents you with a drop-down list of all the actions that begin with “Video.” If you
like, you can choose one of the actions from that list—in this case, scrolling down to
the bottom and choosing the word “ Stop” —and then press either Tab or Enter to
automatically type that word out for you.

Video
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Buiton Properties: Buiton4

| & Sattings | <2 Attributes L}‘ Quick, .t'l'«ctiu:uriull =/ Soript |

n Click, i on nght-CIlck On Enter [ On Leave |
Ewvent vanables: |N0ne
0l Video.| =
0z o
% GetCurrentPos ~
® GetFilename
% GetLength
% GetPos
L] GetProperties
§ Getgize
% GetState
§ GetVolume
% IsEnahled =
@ IzFullScreen
& ¥
< | B
Buick help: |Ti|:|: Press Chil+Space to view a list of all available actions. |
[;‘5 Add Action ] [3 Add Code b] [:| Edi ] [’.s »] [ ) b] [l.',ﬂ i >]
[ ak. J l Cancel ] [ Help

)

You don't have to use the drop-down list, though...you can continue typing the rest of
the action yoursdlf if you want. (For short action names like Video.Stop, it's probably
faster to do it that way.)

Tip: The period in an action nameis either pronounced “dot,” asin “Video-dot-Stop,”

or it isn't pronounced at all, asin “Video Stop.”

Once you’ ve typed something that the script editor recognizes as the name of an
action, alittle bit of Quick Help appears near the bottom of the window.

Cuick Help: EUiden.Stnp[string ObjectM ame)

(@)

Lesson 7



Thisis essentially a“blueprint” for the action, listing the names of the action’s
parameters and indicating what type of value is expected for each one. In the case of
our Video.Stop action, the Quick Help looks like this:

Video.Stop(string ObjectName)

...which indicates that the action takes a single parameter called ObjectName, and that
this parameter needs to be a string.

Strings need to be quoted, and the name of the video object that we want to stop is
Videol, so thefull action needs to be typed exactly like this:

Video.Stop("Videol");

Note: The semi-colon at the end of the linetells AutoPlay where the end of the
statement is. It acts as aterminator. (No relation to Arnold, though.) Although
technically it’s optional—AutoPlay can usually figure out where the end of the
statement is onits own—it’s a good idea to get in the habit of including it, to avoid
any potential confusion.

Once you’ ve typed that text onto the script editor, you can click OK to confirm the
changes that you' ve made to the object’s On Click event.

Andthat’sit! You' vejust added an action, programmer-style.

6) Save the project.

Always save the project! As much fun as it was to add these video controls, there's no
point having to do it all over again if something unexpected happens. (Is that the
rumble of thunder | hear off in the distance...”?)

7) Choose Page > Preview Page and try out the custom video controls.
When you’re done trying it out, exit the preview.

That's it for this lesson.

Video
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Lesson 7 Summary
In this lesson, you learned how to:

Add a paned imageto frame a video

Add an attractive text banner to the page

Add avideo abject

Customize the video object’s built-in control panel
Make your own video controls from scratch

Control the video with a few simple actions
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Lesson 8:

Audio

Audiois an important part of any multimedia application. Sound effects help make
interactive objects like buttons “ come alive,” and provide useful cues to the user to
help them recognize which objects are interactive. Background music can help set the
right mood or enhance the emotional impact of your work. And in many cases, audio
isanintegral part of the application, whether it's in the form of music that you're
distributing with an AutoPlay CD, or training materials presented in the form of
spoken instructions.

In thislesson, you'll learn the basics of working with audio files, so you can make
your applications sing...or talk...or maybe even inspire your users to get up and dance.
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What You'll Learn How Long Will It Take?

Inthislesson, you'll learn how to: This lesson takes approximatey
35 minutes to do.

» Changethe default object sounds for your
project

*  Set object-specific sound effects

*  Add background music

»  Pause the background audio while a page
is shown

* Load and play anaudiofile
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Starting the Lesson

If you’re continuing from Lesson 7, you should still have AutoPlay running with the
Tutorial project open. If so, you're ready to move on to the next exercise: Changing
the Default Object Sounds.

Otherwise, you'll need to open the project file that you saved at the end of Lesson 7.

1) Open the Tutorial.am7 file that you saved in Lesson 7.

When you save a project, AutoPlay automatically creates a project folder for it inside
your “My Documents\AutoPlay Media Studio 7.0\Projects’ folder. This project folder
is where everything that belongs to the project is stored—including the project file,
which contains all of the settings used in the project.

The project folder and the project file always have the same name that you gave to the
project when it was created. The project file's name ends with a“.am7” file extension.

Since you named this project “ Tutorial” in Lesson 1, the name of the project folder
will be Tutorial, and the name of the project file will be Tutorial.am7. So, the path to
the project file should be something like:

..\My Documents\AutoPlay Media Studio 7.0\Projects\T utorial\T utorial.am7
To open the project, you just need to open that project file.
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Changing the Default Object Sounds

With the exception of the Flash, RichText, input, listbox, web, progress, combobox,
and tree objects, all of the objects in AutoPlay can trigger two kinds of sound effects:
one for when the user moves the mouse over them (a“highlight” sound), and another
for when the user clicks on them (a “click” sound). For each object’s sound effect, you
have the option of playing either no sound at all, a custom sound specific to that
object, or astandard sound defined in the project settings.

The standard sound makes it easy to change the sound effects for all of the objectsin
your project at once, without having to go to each object and change its sound settings
individually.

In order to demonstrate how the default object sounds work, let’s temporarily change
the standard highlight sound for all objects in the project.

1) Choose Project > Audio. When the Audio Settings dialog opens, click
on the Sound Effects tab.

Audio Settings |; |@@

__J_: Backaround Music_i %5 Sound Effects |

Default Object Sounds ‘
Highlight:

[uboPlaysaudiotHighl .ogg | il Browse

Click:

|AutoPlaysaudiotClick1.0gg | "L:-'] Browse
Options

Walume: i.255 _:

Ok ][ Cancel ][ Help
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The Sound Effects tab is where you can choose the default highlight and click sound
for al objects in the project—or at least, for al of the objects in the project that have
their highlight or click sound set to “ Standard.” Any changes that you make on this
tab will immediatdy affect the whole project.

2) Click the browse button next to the Highlight setting. When the Select
File dialog opens, click the Gallery button, and navigate into the Sound
Effects folder.

AutoPlay comes with a number of sample sound effects that you can usein your
projects. These sound effects areal in Ogg Vorbis format. Ogg Vorbis is an open-
source audio compression format similar to MP3, but capable of greater sound quality
and even smaller file sizes. Unlike other audio formats, Ogg Vorbis is patent and
license free, making it an excellent choicefor the distribution of digital audio.

Note: The MP3 codec is licensed by Fraunhofer 11S-A. If you generate revenue using
music in MP3 format, you are responsible for paying them a percentage of each sale.

Ogg Vorbisfiles endin .ogg.

3) Click on some of the sound files to preview them. When you find one
that you like, click OK to select it as the new standard highlight sound.

There'sa“Play audio while browsing” option at the bottom of the Select File dialog

that appears when you're browsing for audio files. It’s turned on by default, so when
you click on a sound file, it will automatically begin playing in the background. (Y ou
can turn the option off if you prefer to browsein silence.)

Note: Make sure you have your computer speakers turned on. If you don’'t have
computer speakers, just hum something catchy, close your eyes and pick afile at
random.

4) Click OK on the Audio Settings dialog to accept the change. Preview
the project and move your mouse over the buttons to hear the new
highlight sounds. Exit the preview when you’re done.

To preview the project, press F5. When the application opens, move your mouse over
the buttons. The sound you picked as the default highlight sound should play when
you move the mouse over each of the button objects.

All buttons have their highlight sound set to “ Standard” by default. When you
changed the standard highlight sound for the project, you changed the highlight
sounds for all of the buttons in the project at once.
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When you'reready to exit the preview, just click on the Exit button.

5) Switch to Pagel and click on the Email Address label object. In the
Sounds category of the properties pane, set HighlightSound to
“Standard” instead of “None.”

- Sounds
HighlightSound IRyt hd
HighlightFile Mone
ClickSound Standard [«\\t‘)
ClickFile Cuskom

Thiswill make the Email Address object play the standard highlight sound whenever
the mouse moves over it. Since we' re using this label as an interactive object, likethe
buttons on the page, making it play the same highlight sound will help the user
identify the labd as something they can click on.

Note: The Email Address label object is the one with “ted@sellersrealty.com” onit.

6) Choose Project > Audio, and change the standard highlight sound
back to Highl.0gg.

To change the highlight sound back to Highl.ogg, choose Project > Audio and click
on the Sound Effects tab. Click the highlight setting's browse button, and use the
Select File dialog to select the Highl.ogg file. Click OK on the Select File dialog, then
click OK on the Audio Settings dialog, and you' re done.

7) Preview the project and move your mouse over the objects on the
page to hear the highlight sound. Exit the preview when you’re done.

The highlight sounds have all been changed back to the original highlight sound. And
since you set the Email Address label object’s highlight sound to “ Standard,” it now
has the same highlight sound as wdll.

Aren’'t you glad you didn’t have to change the sound for all objectsin the project one

object at atime? And this tutorial is fairly small...imagine working on a hundred-page
project with thousands of buttons in it. This feature may not seem that exciting at first
glance, but in the long run it can be areal time saver.

Tip: It'sagood idea to use the default object sounds wherever possible, because it
makes it much easier to change the sounds throughout your project later.

Audio

241


mailto:ted@sellersrealty.com

242

Setting Object-Specific Sound Effects

You aren’'t always going to want every object to use the same sound. Some objects
werejust made to sound different. Luckily, AutoPlay lets you specify a custom sound
for each object’s sound setting. In fact, if you wanted, every object in your project
could have a unique sound.

Let’'s givethe Email Address label object a custom click sound.

1) Click on the Email Address label object.

The Email Address labd object still needs a sound effect for when the user clicks on
it. We could use the standard click sound if we wanted, but since clicking on this
object does something a bit different, let’s make the click sound a bit different as well.

(When the user clicks on this object, the File OpenEmail action starts a new message
in the user’s regular email program. Since this happens “outside” of the application—
like clicking on aweb link that opens a pop-up pagein another window—we' |l reflect
the difference by giving the object a different kind of click sound.)

2) In the Sounds category of the properties pane, change ClickSound
from “None” to “Custom.”

By default, label objects are configured to make no sound at all. When you set the
ClickSound setting to “Custom,” the object will use whatever file you specify in the
ClickFile setting.

- Sounds
HighlightSound — Maone
HighlightFile
ClickSound Cuskom w
ClickFile %

3) Click on the ClickFile setting, and then click the browse button. When
the Select File dialog appears, click the Gallery button, and navigate into
the Sound Effects folder.

- Sounds
HighlightSound — Maone
HighlightFile
ClickSound Cuskom

ClickFile @—— Browse button
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Clicking on the browse button opens the Select File dialog so you can select the audio
filethat you want to use for the object’s click sound.

The Sound Effects folder should be where you were browsing the last time you
selected an audio file, so you shouldn’'t have to do anything to navigateinto it. If you
followed the past few steps, you're already there.

Note: The Select File dialog always opens up at the same place you navigated to the
last time you selected that kind of file.

4) Select the Rabble.ogg file, and click OK.
Thiswill givethe Email Address label object a*“pop” sound when you click on it.

@ Select File

Look i |li‘} Sound Effects vi €] @ I
P Py o o
ok
_ Maoorna, ogg Maoon, 039 Mouth,ogg Mote, ogg
Gallery
B |

Ty & P P r
o)

My Documnents

- R

Ouch.ogg Pitcher.ogg Pop.ogg Popler.ogg

ty Computer [ a a a
Rattle.ogg Riff.0agg Ring.oagg
o
Play audio while browsing [ 0K l [ Cancel

Thefilesin the Sound Effectsfolder have such cool names
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Adding Background Music

AutoPlay makesit really easy to add a list of songs and have them play in the
background. Like a soundtrack in a movie, background music can enhance the mood
and add atmosphere and emotion to your application.

1) Choose Project > Audio. When the Audio Settings dialog opens, click
on the Background Music tab.

Audio Settings

49 Background Music i."’; Sound Effects |

Track List

| File Mame Length

@] R ][9]0 > o |m

Flay bMiode Options
(®) Sequential Yalume: 205 ?I
{1 Random Fepeat
[ k. l [ Cancel ] [ Help ]

The Background Music tab is where you can put together alist of songs that will be
played in sequence while the user is browsing your application.

The songs can be played back sequentially, in the order that they arelisted, or you can
choose to have them play back at random.

244
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Y ou can also specify the volume at which the background audio will play, and
whether the whole list should repeat—which is to say, whether the background music
should start over from the beginning when the last track has been played.

2) Click the Add button. When the Select File dialog appears, click the
Gallery button, and navigate into the “Music” folder.

Thefirst time you click the Add button on the Background Music tab, the Select File
dialog automatically takes you to the Music folder. (From that point on, it remembers
what folder you were in the last time you selected a background music audio file))

3) Select the file named “ Acoustic Folk (short).ogg” and click OK.

Asyou add songs to the list, they are automatically copied into your project’s Audio
folder, so that they will be included when you publish the project to afolder or burn it
toaCD. Thissong will end up in the project folder as“CD_ROOT\AutoPlay\Audio\
Acoustic Folk (short).ogg.”

4) Add some more songs to the list.

You can add all of the sample songs if you want, or just pick and choose the ones you
like.

Feel freeto add some favorite songs to the mix from your own collection, too.
Note: The songs will be played back in the same order that they appear in on the list.

Once a song has been added, you can change its position or remove it by using the
buttons benesth the list.

Tip: You can also rearrange the songs by dragging them up or down with the mouse.
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Audio Settings

4@ Background Music i % Sound Effects |

Track List
File Mame Length
AutoPlaytaudiotdcoustic Folk [zhort].ogg 23.55 zec
AutaPlaysAudiohCoal [shart).oag 12.00 zec
AutoPlaytaudiohE azy [zhort).ogg 21,48 zec

[ aca. ] [reno: | [4]D > o B

Flay tode Options
) Sequential Walurme: 255 : |
1 Randam Flirieal
[ ] l [ Cancel ] [ Help

Three sampletunesfrom the gallery

5) Press F5 to preview the project. Try jumping back and forth between
the pages.

The background music starts up as soon as the application starts, and keeps playing
until it closes. Note that jumping to another page doesn't interrupt the music at all...it
just keeps on playing, smooth as aways.

Even jumping to the video page doesn’'t stop the background music. When the video
starts playing, its audio plays over top of the background music. The video has its own
soundtrack, but it just gets mixed together with the background music of the
application.

It sounds pretty bad, because the video’s audio track and the background music were
definitely not meant to be played at the same time. But we can fix that by pausing the
background music while the user is on the video page.
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6) Exit the preview.

Just click the Exit button or press Alt+F5 to close the application and return to the
AutoPlay design environment.

Pausing the Background Audio

There are times when you' [l want the background music to stop playing. For instance,
if you have a video object that has its own soundtrack, you probably don’t want it to
clash with the background music, so you’ |l want to pause the background music while
the video is being shown.

In our case, the video is shown while the user is on the Video page, so we need to turn
the music off when they reach that page, and turn it back on when they leaveit. This
is easy to do with a pair of Audio.TogglePlay actions.

Tip: You can use this same technique to add a toggle button so the user can turn the
music on or off—just in case their taste in music is a bit too different from yours.

1) Switch to the Video page.

Before you can add any actions to the Video page' s events, you need to switch to the
page. To do that, just click on the page s tab.

DRy, A2

[] Pagel | [ About Ted | [ Pl"iide':' |
! _|L |I:I 1 1 1 1 1 1 1 1 1 |1I:.|:I 1 1 l;lllgl 1 1 1

2) Add an Audio.TogglePlay action to the page’s On Show event. In the
action’s parameters, set Channel to CHANNEL_BACKGROUND. Leave
the script editor open.

The Audio.TogglePlay action toggles an audio channel’ s playback between playing
and paused. If thereis currently audio playing in that channel, the action will pause it;
if theaudio in that channel is currently paused, the action will un-pauseit.

To add the action, double-click on the page surface, and click on the Script tab. In the
script editor, click on the On Show tab, and then click the Add Action button to bring
up the New Action wizard. Change the category to “ Audio,” select Audio.TogglePlay
fromthelist, and click Next to edit the action’s parameters.

Audio
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Mew Action Wizard - Action Settings

%

ACTION

i3

WIZARD

Step 3 - Cugtomize the action. Click Finish to create the action or
Back to chooge a different action.

Click here to learn more about this action.

= Audio.TogglePlay
Channel CHAMMEL_MARRATION W
CHANMEL_EACKGROUND
CHANMEL_EFFECTS %

CHAMNMEL _MARRATION
CHAMNMEL _USER1
CHAMNMEL_USERZ
CHAMMEL _LISER.S
CHAMNMEL _LISER.4
CHAMNMEL _ALL

Channel
The audio channel to play or pause,

[ ¢ Back ” Finizh l[ Cancel ] [ Help ]

In the action parameters, you can specify the channel that you want the action to
toggle. In this case, we want to toggle the playback of the background audio channel,
so you need to change the Channel setting to CHANNEL_BACKGROUND.

Once you have the action configured, click Finish to close the wizard. The
Audio.TogglePlay action will appear in the script editor.
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Page Properties: Video

| & Settingsi |=] Soript |

_On Preload | On Shiow i on Close On Timer on Audio On Size on Menu || On KIE\,-' [ On Mous € *
Event variables: |NDHE
01 Audio.TogglePlay(CHANNEL BACKGROUND) ; =
0z

b

IES | >
Buick help: :Tip: Preszs Chi+Space to view a list of all available actions. |
lp Add Action ] [3 Add Code b] [_j Edi ] [.‘.‘» r] [ ) b] [U e >]

[ ak. H Cancel H Help ]

Note: Don't close the script editor just yet; you need to add an action to the On Close
event aswell.

The On Show event is triggered whenever the page opens. The background music will
still be playing when the user leaves Pagel, so this action should pause the music
when the user arrives at the Video page.

3) Copy the Audio.TogglePlay action to the page’s On Close event.

We want to add another Audio.TogglePlay action to the On Close event for this page,
to toggle the background music back on when the user jumps back to the main page. It
needs to be just like the action you added to the On Show event, because we want the
two actions to balance each other out—one to turn the audio off, and one to turn it
back on again.
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Y ou could click on the On Close tab and then add another action the same way you
did in step 2. But since we want this action to have the same parameters as the first
one, you might as well save yoursdf abit of time and just copy the text from one tab
to the other.

To do s, just select thewhole line of text and press Cirl+C to copy it into the
clipboard. Then, click on the On Close tab, and press Ctrl+V to paste the text onto it.

Note that this won't affect the action that you added to the On Show tab at all—the
actions you add to one tab stay the same when you switch to another one. You'rejust
making a change to both events at the sametime.

Page Properties: Video |ZI|E| El

| & Settingsi |=] Soript |

| on Preload || on Show | On Close i On Timer on Audio On Size on Menu || On KIE\,-' [ On Mous € *
Event variables: |NDHE
01 Audio.TogglePlay(CHANNEL BACKGROUND) ; =
0z
b
IES | >
Buick help: :Tip: Preszs Chi+Space to view a list of all available actions. |
lp Add Action ] [3 Add Code b] [_j Edi ] [.‘.‘» r] [ ) b] [U e >]

[ ak. H Cancel H Help ]

Once you’ ve configured the action for the On Close event, click OK to close the script
editor and confirm your changes.
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In the properties pane, both events should now show “1 Lin€’ next to them.

- Actions
on Preload -- Mone --
on Show 1 Line
on Close 1 Line

4) Preview the project, and click on the “Video Presentation” button to
jump to the Video page.

Now the background music stops when you arrive at the Video page, and the video's
audio plays all by itsdf.

This is because the Audio.TogglePlay action is pausing the background channel on the
page' s On Show event.

5) Click on the Back button to return to the main page.
When you click on the Back button, the background music starts playing again, right

whereit left off. Thistimeit’s the Audio.TogglePlay action on the page's On Close
event that is toggling the background audio channel back on.

6) Exit the preview.

That'sit for this preview, so click on the Exit button (or press Alt+F4) to exit the
application and return to the AutoPlay design environment.

Loading and Playing an Audio File

Now that you know how to pause the background music, let’s tackle playing an audio
filein responseto an event. For example, you might want to start playing an audio file
when the user clicks on a button, or when the user jumps to a specific page.

For this exercise, we |l play a different audio file while the user is on the About Ted
page.

1) Switch to the About Ted page. Double-click on the page surface, and
click on the Script tab. In the script editor, click on the On Show tab, and
add an Audio.Pause action to pause the background audio channel.

Beforewe start playing a different song, we need to pause the background music.
Although we could use an Audio.TogglePlay action to do it, like we did on the Video
page, let’s use an Audio.Pause action this time.
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To add the action, just click on the Add Action button, select the Audio.Pause action
fromthelist, and click Next to get to the action’s parameters. Set the Channel
parameter to CHANNEL_BACKGROUND, and click Finish.

That will pause the background music. Now we need an action to play a different
audiofile.

2) Click the Add Action button to add a second action to the On Show
tab. When the New Action wizard appears, choose the “Audio” category.
Select the Audio.Play action from the list, and click Next.

Mew Action Wizard - 5elect Action

|| Step1 - Choosze a categony:
T
Step & - Choose an action;

Audio. GetCurmentPos Y
Audio.GetFilename 5
Audio. Getlength

Audio.Get0agT ags

Audio.Getalume

Audio.|zLooping

Audio.Load

Audio.Pausze

Audio. Sesk
Audio. 5 etlooping
Audio. S etV olume
Audio. Stop

Audio. Togalekdute

%

ACTION WIZARD

| £

Audio_Play
Plays the audio currently lnaded in the channel,

< Back [ Mest » l[ Cancel ] [ Help ]

If you were [ooking through thelist of audio actions, and you wanted to play an audio
file, you might head straight for Audio.Play. But when you clicked Next to customize
the action, you wouldn’t see any way to specify an audio file. All you would find isa
single parameter |etting you select the audio channel that you want to play.

Lesson 8



Mew Action Wizard - Action Settings

Step 3 - Cugtomize the action. Click Finish to create the action or
Back to choose a different action.
Click here to learn more about thiz action.
- Audio.Play
Channel CHAMMEL _BACKGROUND
y
" ﬂ: i o
ACTION WIZARD
[ ¢ Back ” Finizh l [ Cancel ] [ Help ]

Thisis because the Audio.Play action is used to start playing a file that has already
been |oaded into an audio channel.

In fact, the Audio.Play action assumes that you’ ve already |oaded an audio fileinto a
channel using an Audio.Load action.

Luckily, the Audio.L oad action gives you away to do both at the sametime.

3) Click Back to go back to the first page of the New Action wizard.
Select the Audio.Load action instead, and click Next. Leave the Channel
parameter set to CHANNEL_NARRATION, and set the PlayAutomatic and
Loop parameters both to true.

The Audio.Load action certainly has more parameters to play with.
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Mew Action Wizard - Action Settings

Step 3 - Cugtomize the action. Click Finish to create the action or
Back to chooge a different action.

Click here to learn more about this action.

- Audio.lLoad
Channel CHAMMEL_MARRATION
Filename "AukoPlayiiAudiot Play . wa"

Playautomatic  true
Loop true w |

4
N WIZARD

ACTIO

Loop
whether to make the audio file loop when it reaches the end.

[ ¢ Back ” Finizh l[ Cancel ] [ Help

We want the audio fileto play in a different channel than the background music, so
leave the Channel set to CHANNEL_NARRATION. The nameimplies that this
channel isfor “spoken” audio, but that’s only one usefor it. You'refreeto usethe
channel for other forms of audio, which is exactly what we re going to do.

Note: We don't want to use the background audio channel for this, becauseit’s
already occupied by a song from the Background Music tab...and we only want to
replace that music “locally” on the About Ted page—not everywhere. Since we're
only after atemporary change, we need to leave the background audio channel alone.

Setting PlayAutomatic to true tdlls the action to begin playing the file automatically as
soon asit’s loaded. Since we don’t know how long the user will remain on this page,
we want the file to keep playing in the background until the page closes. This means
that we need the file to loop when it reaches the end, so make sure Loop is set to true
aswell.
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Note: Don't close the wizard yet—you still need to tell the action which audio fileto
load.

4) Click on the Filename setting, and then click the browse button. When
the Select File dialog appears, click the Gallery button, and select a song
from the Music folder.

Mew Action Wizard - Action Settings IL_|E| rz|

Step 3 - Cugtomize the action. Click Finish to create the action or
Back to chooge a different action.

Click here to learn more about this action.

- Audio.Load
Channel CHAMMEL_MARRATION
"AukoPlayi i Audiot Play wan" %
Play&utomatic  Erue 5
Loop true

\ y
\
ACTION WIZARD | ——
The path to the audio file, Click the browse button ko select a file,

[ ¢ Back ” Finizh l[ Cancel ] [ Help ]

When you click on the browse button, the Select File dialog appears so you can select
anaudiofile Thisisthefilethat the action will load.

Tip: If you'd rather use your own music, click one of the other buttons and look for
an audio file somewhere on your system.
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Once you sdect an audio file, AutoPlay will copy it to your project’s Audio folder and
put the appropriate path into the Filename parameter for you. It also automatically
escapes all of the backslashes in the path.

Mew Action Wizard - Action Settings |;,|E| rz|

Step 3 - Cugtomize the action. Click Finish to create the action or
Back to chooge a different action.

Click here to learn more about this action.

- Audio.Load
Channel CHAMMEL_MARRATION
"AukoPlaviiAudiol\Easy (short).ogg” E]
Playautomatic  true
Loop true

Filename
The path to the audio file, Click{the browse button ko select a file,

¢ Back ” Finizh l [ Cancel ] [ Help ]

Escaped Backslash

Inside a string like the Filename parameter, a backslash character is used to indicate
an escape sequence. For instance, in strings a newline is represented by the sequence
\n. Those two characters are the escape sequence that represents the invisible character
you type by pressing the Enter key.

Given that a backslash indicates the beginning of an escape sequence, we need some
way to represent a normal, actual backslash in a string. As you can see, thisis done by
using a pair of backsashes. In fact, \\ is an escape sequence that represents a single
(normal) backslash.
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This may seem alittle bit complicated, but don’'t worry...you can always use the
browse button to sdect afile, and AutoPlay will handle all the double-backslashes for
you. But if you ever want to edit a string directly, just remember that you need two
backslashes (\\) to represent a regular backslash in a string.

5) Click Finish to close the New Action wizard.

When you close the wizard, the second action will appear on the script editor, just
below thefirst one. The end result should look like this:

Page Properties: About Ted

3 Setings| (5 Seit |

| On Preload | ©n Show | on Close | On Timer | On Audia | On Size | on Menu | On key | on Mous 4 *

Ewvent vanables: |NDHE

01 Audio. FPause (CHANNEL EACKGROUND) : :J
02 Audio. Load (CHANNEL NARRATION, "AutoPlayhiudio‘nEaszy (short).ogc—
03

b

IES | >
Buick help: iTip: Preszs Chi+Space to view a list of all available actions. |
[j} Add Action ] [3 Add Code b] [';l Edi ] [.‘.sx r] [ ) b] [l;,ﬂ e >]

[ ak. ” Cancel H Help ]

{ Of course, the filename may be different if you chose a different file.)
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6) Switch to the On Close tab, and on the first two lines, type:

Audio.Stop(CHANNEL_NARRATION);
Audio.Play(CHANNEL_BACKGROUND);

Remember to press Enter at the end of each line.

Thiswill add two actions to the On Close event: an Audio.Stop action, to stop the
song that is playing in the “narration” channel; and an Audio.Play action, to start
playing the background music again.

Note: You could also add these actions by clicking the Add Action button and using
the New Action wizard. If you feel more comfortable doing it that way, you
can...there s nothing wrong with using the wizard. One way isn’t any “better” than the
other. Infact, | tend to use both methods myself...typing in the actions that I’ ve
become familiar with, and using the wizard to add actions that I’ m not so sure about.

We need the Audio.Stop action to stop playing the song that we |oaded with the
Audio.Load action on the On Show event. We need the Audio.Play action to start
playing the “normal” background music that we paused with the Audio.Pause action
on the On Show event. The whole progression will go something like this:

Step 1: Page opens
Step 2: Audio.Pause -- pauses the background music
Step 3: Audio.Load -- loads our page-specific song

Step 4: Page closes
Step 5: Audio.Stop -- stops our page-specific song
Step 6: Audio.Play -- unpauses the background music

7) Click OK to confirm your changes.

Clicking OK on the script editor will finish adding the four actions to the two page
events, confirming all of the changes that you’ ve made. The properties pane will show
that thereare“2 Lines’ of action script for both the On Show and On Close events.

Y ou now have two actions on the On Show event (Audio.Pause and Audio.Load), and
two actions on the On Close event (Audio.Stop and Audio.Play).
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8) Preview the project, and go to the About Ted page.

As soon as you jump to the About Ted page, the background music will pause, and the
audio filethat you selected in step 3 will begin playing inits place. Thisis the result
of the two actions on the page’ s On Show event, firing one after the other in sequence.

9) Click on the Back button to return to the main page.

Asyou leave the About Ted page, the audio file that you sdlected in step 3 will stop
playing, and the original background music will continue where it Ieft off. Thistime,
it's the two actions you added to the On Close event at work.

10) Exit the preview and save the project.

When you're done previewing the project, exit the application and return to the
AutoPlay design environment.

That'sit for this lesson! Be sure to save your changes before moving on.

Lesson 8 Summary
In thislesson, you learned how to:

» Changethe default object sounds for your project

*  Set object-specific sound effects

*  Add background music

*  Pause the background audio while a page is shown

* Loadand play anaudiofile
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Lesson 9:

Publishing

This lesson will walk you through the final stage of AutoPlay project development:
building and publishing your AutoPlay application.
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What You'll Learn How Long Will It Take?

In this lesson, you' Il learn how to: This lesson takes approximatdy
10 minutes to do.

e Buildto afolder onyour hard drive
e Build acompressed executable

¢ BurnaCD-R, CD-RW, DVD%R
or DVD+xRW
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Starting the Lesson

If you’re continuing from Lesson 8, you should still have AutoPlay running with the
Tutorial project open. If so, you' re ready to move on to the next exercise: Building to
aFolder.

Otherwise, you'll need to open the project file that you saved at the end of Lesson 8.

1) Open the Tutorial.am7 file that you saved in Lesson 8.

When you save a project, AutoPlay automatically creates a project folder for it inside
your “My Documents\AutoPlay Media Studio 7.0\Projects’ folder. This project folder
is where everything that belongs to the project is stored—including the project file,
which contains all of the settings used in the project.

The project folder and the project file always have the same name that you gave to the
project when it was created. The project file's name ends with a“.am7” file extension.

Since you named this project “ Tutorial” in Lesson 1, the name of the project folder
will be Tutorial, and the name of the project file will be Tutorial.am7. So, the path to
the project file should be something like:

..\My Documents\AutoPlay Media Studio 7.0\Projects\T utorial\T utorial.am7

To open the project, you just need to open that project file.
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Building to a Folder
Thefastest publishing method is to build the project to afolder on your hard drive.

When you publish your project to afolder, AutoPlay uses the settings in the project
file to generate an executable for your application. It then copies this executable—
along with the entire contents of your project’s CD_ROOT folder—to the output
folder of your choice.

The only difference between building to afolder, and burning a CD, is where your
application ends up. Building to a folder is essentially like preparing the contents of a
CD in afolder before burning it.

1) Choose Publish > Build to open the Publish wizard.
Publish Project B3

Build % Publizh T arget

i Hard drive folder
i) "Web/Email executable
1150 image

Drezcription

Burn your project directly to CO-RARW or
WD +R DD ERW, [tz the faztest and easiest option for
mozt projects. Simply inzert a blank disc and click Hest,

PUBLISH PROJECT

[ Meut > ][ Cancel ][ Help ]

Thefirst page of the Publish wizard lets you choose how you want to publish your
AutoPlay application. The option you seect on this page determines (a) what options
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are available when you click Next, and (b) what the end result of the build process
will be.

2) Select the Hard Drive Folder option, and click Next.

Y ou're going to publish the project to a folder on your hard drive, so select the Hard
Drive Folder option.

Publish Project 3

Build & Publizh T arget

() Burn data CD/DVD
(%) Hard drive: Falder

() web/Email executable
(150 image

Dreszcription

Publizh your project to a folder on pour computer. Thiz
option gives pou the most flexibility. Chooze it if you'd like
to burn your project uzing wour regular COADNYD burning
zoftware [Mero, Raxia) or packaage it up with an installation
progran.

PUBLISH PROJECT

[ et > %[ Cancel | [ Hep |

Clicking Next will bring you to the second page of the wizard where you can specify
the output folder.

Tip: Even if you're planning to burn your project to aCD, it’sagood idea to build it
to afolder at least oncefirst. That way, you can test your application without wasting
aCD-R, or having to wait for aslow CD-RW burn. Once you’ ve made sure that
everything works the way you intended, you can either re-publish the project using a
different method, or burn the contents of the output folder using an external CD
burning program.
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3) In the Output Folder field, type C:\AutoPlay Output.

The output folder is simply the location where you want the application to be built.
Y ou can use any folder for this purpose, but it’s best to create a new folder, since any
existing files will be deleted before the application is built.

Warning! Any filesin the output folder will be deleted during the build process! Be
very careful not to use afolder that contains any files or subfolders you want to keep.

Y ou can also select an output folder by clicking the browse button.

Publish Project 3

Target: Hard Cinve Folder
Output Folder:

!E:"-.-'l‘-.utDF'Ia_l,l Clutput | ’.{j] Browse ]

Executable Filename:

[
| autarun.exe |

O ptions

[“]:EEnable AutoFlay Featurs
[ ] Timestamp Files

[ 1Rename Fesource Files

PUBLISH PROJECT | |

| <Back || Buid || Cancel | | Hep |

Tip: The output folder you choose doesn’t have to be on alocal hard drive; you could
easily direct the output to a folder on a shared network drive, or even to some other
form of storage, such as a USB memory key. The only requirement is that thereis
enough room on the device for your AutoPlay application.
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4) Click Build and wait for the build process to end.

AutoPlay will build the project and inform you when your application is ready. Since
the project is fairly small, and the build process is very fast, you shouldn’'t have to
wait too long. (On afast system it shouldn’t take more than five or six seconds.)

5) Click Close to exit the Publish wizard. When the output folder opens,
double-click on the autorun.exe file to launch your application.

When you close the Publish wizard, AutoPlay will automatically open the output
folder for you.

& AutoPlay Output |Z| |z|
;lr

File Edit ‘iew Favorites Tools  Help i

\_J ,\‘_/] lﬁ }.ﬂj Search 0 Folders '

Address |5E| C:hAutaPlay Output V| Go | Links ®
- Mame = Size  Type
File and Folder Tasks ® [CEAukoPlay | File Falder
” ) ; 2,228 KB Applicat
£9 Make & new folder o autarun fexe : pplication .
_'}autnrun.lnf LKB Setup Information
@ Publish this Folder to the
Weh
&2 share this folder
Other Places
Details
AutoPlay Dutput
File: Folder
< | »
3 ohjects 217 ME :J My Compuker

The contents of this folder are exactly what you would see on the root of the CD or
DVD if you had burned your project to a disc instead of building it to a folder.

In fact, everything hereis built and ready to go. Y ou could select everything in the
output folder, drag it into your CD burning software, and burn it onto a CD. Or you
could use atool like Setup Factory to packageit up into an installer, so it can be
installed on the user’s hard drive like any other application. What you do with the
project at this point is entirely up to you!

266

Lesson 9



Of course, before you distribute your project, you should always test it thoroughly. To
launch it, just double-click on the Autorun.exefile.

6) Exit from the application and return to AutoPlay Media Studio.

Once you’ ve had a chance to try your application out, close the application and return
to the AutoPlay design environment.

Now let’ s try building the project to a compressed executable.

Building a Compressed Executable

For smaller projects, building a compressed executable is a great way to make the
application portable. The entire project will be compressed into a single executable
file, with al of the project’s contents inside it. When you double-click on thisfileto
launch it, the contents will be extracted to a temporary location on the local hard
drive, and the application will run from there. The whole process is very seamless and
automatic.

Y ou can even choose to encrypt the contents, to prevent anyone from accessing them
without launching the application.

Although you can technically build a compressed executable for a project of any size,
it's better to reserve this method for smaller projects. The larger the project is, the
longer it takes for the data to be extracted when the user launches your application.
(The contents must be extracted each time the application is started.)

Tip: If the application is going to be used repeatedly, or isreatively large, you may
want to use a professional development tool like Setup Factory to create a traditional
installer for it. That way, the contents can be unpacked once (at install time) and then
accessed like any other program, reducing launch times significantly.

1) Press F7 to open the Publish wizard.

Pressing F7 opens the Publish wizard, just like choosing Publish > Build from the
program menu.
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2) Select the Web/Email Executable option, and click Next.
Thistime, you're going to publish the project as a single executablefile.

Publish Project

X

Build & Publizh T arget

") Bum data CD/DVD
{3 Hard drive folder

(%) 'Web/Email executable
(3150 image

Dreszcription

Create a compreszed, zsingle executable file. Thiz option iz
perfect for small projects distributed through email or az
web downloads. The only downside is that vour project
must decompress when run, which will increaze the startup
time on large projects.

PUBLISH PROJECT

[ Mext » %[ Cancel ] [ Help ]

Clicking Next will bring you to the second page of the wizard where you can specify a
path and filename for the executablefile.

3) In the Filename field, type C:\Temp\TedSellers.exe. Leave the other
settings at their default values.

The Filenamefield lets you specify the full path and filename of the executablefile

that AutoPlay will build for you. By default, it will be set to build the application in

your My Documents\AutoPlay M edia Studio 7.0\Output folder, with the same name
asthe project file (but ending with .exe).

To change this setting, you can either type a new path into thefield, or you can select
afolder and filename by clicking the browse button.
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Publish Project (%]

Target: Compreszed Executable

Filename:
iE:'\Temp'\TedSellers.EHeI Hf.g] Browse ]

Progress WwWindow

Show progress window
Wwindow title
i-IEding

O ptions
[ 1Encivpt data segment
| [ ] Enable AutoFlay feature

PUBLISH PROJECT

| <Back || Buid || Cancel | | Hep |

Setting a path and filename for the compressed executable

The Progress Window settings on this dialog let you configure the small popup
“Loading” message that appears while the application is extracting the project data
onto the local hard drive. For example, you could change the message from “L oading”
to “Pleasewait...” or makeit so it doesn’t appear at all.

The*Encrypt data segment” option tells AutoPlay to encrypt all of the project data
that it storesin the compressed executable. This adds asmall layer of security to the
application, so that users can’t extract the project files directly from the executable
using an external zip utility like WinZip.

4) Click Build and wait for the build process to end.

AutoPlay will build the project and inform you when your application is ready. This
build process is almost as fast as the hard drive folder option, so you shouldn’'t have to
wait too long.
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5) Click Close to exit the Publish wizard. When the C:\Temp folder
opens, double-click on the TedSellers.exe file to launch your application.

When you close the Publish wizard, AutoPlay will automatically open the C:\Temp
folder for you. Inside that folder, you should see an executable file called
TedSellers.exe.

& C:\Temp |-_| |E| d
File Edit Wiew Favorites Tools  Help ?F
(3 Back. 3] Fr D search [ Folders | [T~

address (I3 <\ Temp v| 5o

Marne = Size | Type Date Modified
File and Folder Tasks T Tedsellers.exe 3,841 KB Application  8/23/2005 2:29 PM

() Make a new folder

@ Publish this Folder bo the
wieh

et Share this Folder

Other Places

cge Local Disk {C:)
£} My Documents

o My Computer

i:! Ty Mekwork, Places

Details

Temp
File Folder

The entire application is contained within that file. When you double-click on it, the
“Loading” message will appear as the contents are automatically extracted to a
temporary folder on the hard drive, and then the application will run the same as
before.

Note: When you build a compressed executable, thereis only onefileto distribute.
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6) Exit from the application and return to AutoPlay Media Studio.

Once you’ ve had a chance to try your application out, close the application and return
to the AutoPlay design environment.

Note: A little bit of magic happens behind the scenes after you click the Exit button.
As your application exits, it removes thefiles that it extracted to the temporary folder
when you launched it. You don’t have to worry about the files being left “exposed” in
the user’ stemp folder, or about taking up space on the user’s hard drive. Like any
well-behaved program, your AutoPlay application cleans up after itself.

Burning a CD or DVD

With its built-in burning engine, AutoPlay Media Studio makes publishing your
project to a CD-R, CD-RW, DVD+R or DVD+RW a piece of cake.

For this exercise, I'll describe the steps for burning a compact disc, so you don’t have
to keep reading “CD-R, CD-RW, DVD+R or DVD+RW” over and over. But the same
principles apply for burning to DVD+R or DVD+RW.

Note: You will need a CD-R or CD-RW drive and ablank CD-R or CD-RW discin
order to complete this exercise.

1) Insert a blank recordable CD or CD-RW into your CD writer, and press
F7 to open the Publish wizard.

Pressing F7 opens the Publish wizard, just like choosing Publish > Build from the
program menu.

Note: We recommend using a CD-RW disc so you can reuse it afterwards.
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2) Select the “Burn data CD/DVD” option, and click Next.
Thistime, you're going to burn the project to arecordable CD.

X

Publish Project

Build & Publizh T arget

(%) Bum data CD/DVD
{3 Hard drive folder

(1 'web/Email executable
(3150 image

Dreszcription

Burn pour project directly to CO-RARW or
DWDRAOVDERW, Vs the fastest and eaziest option for
mozt projects. Simply inzert a blank disc and click on Mest,

PUBLISH PROJECT

< Back [ Mext » %[ Cancel ] [ Help ]

Clicking Next will bring you to the second page of the wizard where you can specify
the burn options.

3) Select your CD writer drive from the drop-down list, and change the
volume identifier to something appropriate, like Ted Sellers CD.

The“CD/DVD writer drive” drop-down list is provided in case you have multiple CD
or DVD drives in your system. Select the drive that you will be using to burn the CD.

The“Volumeidentifier” field lets you specify the name of the CD asit will appear in
the My Computer folder in Windows.
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Publish Project (%]

Target: Data COADYVD
CO/DWD wariter drive:

|E: OvD-RYw DVR-1070 FIONEER v |

Executable filename:
— J
| autarn. exe |

Options
Yolume identifier;

| Ted Sellers CD |

Enable AutoPlay feature Usze burn proof
Cache file data

PUBLISH PROJECT

[ < Back ” Burn ][ Cancel ] [ Help

4) Click Burn and wait for the burn process to end.

If you'reusing a CD-RW disc, awarning dialog will appear to ask if you're sureyou
want to do so. You aren't burning a“ master” disc to send to a duplication service, so
just click Yes.

If the CD-RW isn't empty, another dialog will appear asking if you want to erasethe
disc. If you're surethat there isn’'t anything on this disc that you wanted to keep, then
click OK and AutoPlay will erase the disc for you before burning the project. (If you

put the wrong disc in by mistake, just gect it and replace it with a blank one.)

Oncethe burnis completed, the drive should automatically gect the CD.

5) Click Close to exit the Publish wizard. Close the CD tray to reinsert the
disc back in the drive.

After you insert the CD in the drive, you should hear it spin up asthe drive begins to
read the contents. The drive will look in theroot folder of the CD for afile named
autorun.inf which tells it the name of a program to load when the CD is inserted.
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Note: AutoPlay automatically creates the autorun.inf file for you when the “Enable
AutoPlay feature’ option is turned on.

Y our AutoPlay application should start up automatically. (If it doesn't, then the
autorun feature is disabled on your computer. You will need to either re-enableit, or
open the CD in My Computer and then double-click on the autorun.exefile yourself.)

6) Exit from the application and return to AutoPlay Media Studio.

Once you’ ve had a chance to try your application out, close the application and return
to the AutoPlay design environment.

That'sit! You vejust published your AutoPlay project to aCD.

Y ou now know everything you need to know to build and publish a project just like
this one.

Tip: Inthe next lesson, we' |l start a new project so you can try out some of
AutoPlay’s scripting abilities.
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Lesson 9 Summary
In this lesson, you learned how to:

* Buildto afolder onyour hard drive
» Build acompressed executable
* BurnaCD-R, CD-RW, DVD+R or DVD+RW
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Scripting Basics

This lesson will teach you some of the basics of scripting in AutoPlay. Although you
can accomplish alot in AutoPlay without any knowledge of scripting at all, even a
little bit of scripting practice can make a big difference. Y ou can accomplish far more
in a project with alittle bit of scripting than you ever could without it. Scripting opens
the door to all sorts of advanced techniques, from actions that are only performed
when specific conditions are met, to functions that you can define, name and then call
from anywhere else.
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What You'll Learn

Inthislesson, you'll learn how to:

Display a message
Useavariable

Add an if statement

Test numeric values

Set a button object’ s text
Concatenate strings
Compare strings
Useafor loop

Create functions

How Long Will It Take?
This lesson takes approximatey

30 minutes to do.

Scripting Basics
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Starting the Lesson

For this lesson, we're going to create a new project from scratch. If you' re continuing
from Lesson 9, you should still have AutoPlay running with the Tutorial project open.

If not, you'll need to open AutoPlay Media Studio first.

1) If you have AutoPlay running with the Tutorial project open, choose
File > New.

Choosing File > New will open the New Project Options dial og.

Once it opens, move on to step 3.

2) Or, if you don’t have AutoPlay running, use the Start menu to launch
the AutoPlay Media Studio program. When the Welcome dialog appears,
click on “Create a new project.”

You'll find AutoPlay Media Studio under:
Sart > Programs > Indigo Rose Corporation > AutoPlay Media Studio 7.0

Once the program launches and the Welcome dialog appears, click on the” Create a
new project” option. Thiswill open the New Project Options dialog.

3) Change the Project Name to Lesson 10.

Y ou want to replace the default text with a unique name for this project, so highlight
al of thetext in the Project Name field and type Lesson 10.

This name will be used for the project folder and the project file.

4) Select the Blank Project and click Create Project Now.

When you click Create Project Now, the New Project Options dialog closes, AutoPlay
sets up the Lesson 10 project folder and project file, and the new blank project is
loaded into the design environment.

You're now ready to learn some basic scripting.
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Displaying a Message
Okay, first things first. Before we get to any of the fancy stuff, let’s make a script that
does something really simple, like displaying a message to the user.

First, though, we need a place to put our script. For convenience, let’s use a button
object’s On Click event.

1) Add a button object to the page.

One quick way to add a button object isto right-click on the page and choose Button
from the right-click menu. Then just select the button you want to use from the list of
button files on the Select File dialog, and click OK.

Note: It doesn't matter what button you choose, so pick whichever oneyou like.

2) Double-click on the button object, click on the Script tab, and click on
the On Click event tab.

Y ou want to add an action to the object’s On Click event, so open the object’s
Properties dialog, switch to the Script tab, and make sure you' re editing the script for
the On Click event.

3) On the first line, type:

Dialog.Message("Every day | wake up and say...", "Hello World!");

This script consists of a single Dialog.M essage action which passes “ Every day |
wake up and say...” as the string to display in thetitle bar, and “Hello World!” as the
string to display on the dialog. The script should look like this when you' re done:

Button Properties: Button1 |Z|@

[ _‘j Settings I ‘:,’; Attributes ._,I' ik .-’-'u:tiorjg 3 Script [
| ondlick | on Right-Click | on Enter | On Leave |

Event variables: | Mone

01 Dialog.Message ("Every day I wake up and say...”, "Hello World!'™):
0z

= |
E

Note: Although this script only has a single action, scripts can be much longer. In
fact, there s no limit to how long scripts can be.
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4) Click OK to close the Properties dialog. Press F5 to preview the
project. When the preview application appears, click on the button to see
the message.

Clicking on the button triggers its On Click event and performs any script that has
been added to it. In this case, the script consists of a single call to the Dialog.M essage
action, which displays the following message:

Every day | wake up and say... E]

e

Hella \Wharld!

5) Click OK to close the dialog message box, and exit from the preview.

Click OK on the messageto close it, and then exit from the preview and return to the
design environment.

Tip: You can exit from the preview by pressing Alt-F4.

Using a Variable

One of the most powerful features of scripting is the ability to make use of variables.
Variables are essentially just “nicknames” or “placeholders’ for values that may need
to be modified or re-used in the future. Each variableis given a name that you can use
to access its current value in your script.

Note: We say that values are “ assigned to” or “stored in” variables. If you picture a
variable as a container that can hold a value, assigning a valueto avariableis like
“placing” that value into a container.

Y ou place a value into a variable by assigning the value to it with an equals sign. For
example, the following script assigns the value 10 to a variable called “ amount.”

anount = 10;

Y ou can change this value at any time by assigning a different value to the variable.
(The new value simply replaces the old one.) For example, the following script
assigns 45 to the amount variable, replacing the number 10:

anount = 45;
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...and the following script assigns the string “Woohoo!” to the variable, replacing the
number 45:

amount = "Wbohoo! ";

Note that you can easily replace a numeric value with astring in a variable. Having a
number or a string in a variable doesn't “lock” it into only accepting that type of
value—variables don't care what kind of datathey hold.

This ahility to hold changeable information is what makes variables so useful.

1) Double-click on the button object. In the On Click script, replace the
"Hello World!" string with a variable named strMsg.

Just edit the script on the button object’s On Click event so that it looks like this
instead:

Di al og. Message("Every day | wake up and say...", strMsg);

Thiswill make the Dialog.Message action display the current value of the strMsg
variable when it is performed. Before wetry it out, though, we need to assign a value
to that variable somewhere.

Note: A common practice among programmers is to give their variables names with
prefixes that help them remember what the variables are supposed to contain. One
such prefix is “str,” which is used to indicate a variable that contains a string. Other
common prefixes are“n” for anumeric value (e.g. nCount, nTotal) and “b” for a
Boolean trueffalse value (e.g. bLoaded, bReady T oStart).

2) Click OK to close the Properties dialog.

Once you’ ve modified the On Click script, click OK to accept your changes and close
the Properties dia og.
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3) Double-click on the page and click on the Script tab. On the first line
of the On Preload script, type:

strMsg = "Hello World!";

The script should look like this when you' re done:

Page Properties: Page1l

.__j_§ Settingxi [=] Script |

i on Preload | on Show | On Clase o Timer | On Audio | On Size | OnMenu | On Key | OnMous € *

Ewvent variables: | Maone

01 strM=sg = "Hello World!"™: —
0z

Thiswill assign the string “Hello World!” to the variable named strMsg during the
page' s On Preoad event. The On Preload event is triggered as soon as the page has
been created in memory, just beforeit actually appears on the screen. This makesit a
good placeto put any initialization script, such as setting up default values or
preparing variables that will be used once the page is shown.

4) Press F5 to preview the project. When the preview opens, click on the
button to see the message.

The Dialog.M essage action displays the message box, just like before.

Every day | wake up and say... [g|

Hella \Wharld!

Note that the variable' s name, strMsg, is nowhere to be found...instead, the value that
is currently in the variableis displayed. In this case, it's the value that was assigned to
the variablein the page’s On Preload event.
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5) Exit the preview. In the page’s On Preload script, change the value
that is assigned to the strMsg variable to "Good Morning!".

Double-click on the page, and edit the script in the On Preload event so it looks like
thisinstead:

strMsg = "CGood Morning!";

6) Press F5 to preview the project. When the preview opens, click on the
button to see the message.

This time, the message looks like this:

Every day | wake up and say... E|

aood Marming!

ey

Asyou can see, you'vejust changed the message without even touching the
Dialog.M essage action.

Now imagineif you had such Dialog.M essage actions on fifty pages throughout your
project, and you decided you wanted to change the text. With variables and a little
planning, such changes are a piece of cake.

Adding an If Statement
Theif statement gives your scripts the ability to make decisions, and do one thing or
another in different circumstances.

Each if statement consists of a condition (or “test”), followed by a block of script that
will only be performed if the condition is found to be true.

Thebasic syntax is:

if condition then
do something here
end
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For example:

if age < 18 then
D al og. Message("Sorry!", "You nmust be 18 to access this CD.");
Application. Exit();

end

The above script checks to seeif the value in a variable named “age’ isless than 18. If
itis, it puts up amessage saying “You must be 18 to access this CD,” and then
immediately exits from the application.

For example, if we set ageto 17 first:

age = 17,

if age < 18 then
Di al og. Message("Sorry!", "You nmust be 18 to access this CD.");
Application. Exit();

end

...the block of script between the “then” and “end” keywords will be performed,
because 17 isless than 18. In this case, we say that the if statement’s condition
“passed.”

However, if we set ageto 20:

age = 20

if age < 18 then
D al og. Message("Sorry!", "You nmust be 18 to access this CD.");
Application. Exit();

end

...the block of script between the “then” and the “end” isn't performed, because 20
isn't less than 18. Thistime, we say that the if statement’s condition “failed.”

Note: An if statement's condition can be any expression that evaluates to true or false.

Let's modify the script on our button abject's On Click event to only display the
messageif it is“Hello world!”.

284
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1) Double-click on the button object. Edit the On Click script to add an if
statement, like this:

if strMsg == "Hello World!" then
Dialog.Message("Every day | wake up and say...", strMsg);
end

Use a tab character to indent the original “Dialog.Message...” lineto theright alittle.
(It's good practice to indent any lines inside an if statement in order to help make the
logic easier to follow.) To insert atab character at the start of the line, place the cursor
to theleft of the“D” and press the Tab key.

Tip: You can indent one or more lines at once by highlighting them and pressing Tab
to increase the indent (to the right), or Shift+Tab to decrease the indent (to the | ft).

The script should look like this when it’s done:

Button Properties: Button1

[ _‘§ Settings I u:,"? Attributes ._,&' Quick .-’-'u:tionf :_j Script [
| on Click | on Right-Click | on Enter | on Leave |

Ewvent variables:  [Mone

01 if strMsg == "Hello World!™ then —
nz Dialog.Message ("Every day I wake up and say..."™, strM=qg): -
03 end

o4

The double equals compares for equality, so thisif statement's condition will only be
trueif strMsg contains “Hello World!” with the exact same capitalization and spelling.

Tip: Aneasy way to add an if statement on the script editor is to highlight the line of
text that you want to put “inside’ the if, click the Add Code button, and then choose
“if statement” from the menu. Anif statement “template” will be added around the
line that you highlighted. Y ou can then edit the template to fit your needs.

2) Press F5 to preview the project. When the preview opens, click on the
button to trigger the script.

This time, nothing happens, because strMsg is still set to "Good Morning!" in the On
Preload event. “Good Morning!” doesn’'t equal “Hello World!” so the if condition
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fails, and the block of code between the “then” and “end” keywords is skipped
entirely.

3) Exit from the preview. Edit the button object’s On Click script to
change the ==to ~=, like this:

if strMsg ~="Hello World!" then
Dialog.Message("Every day | wake up and say...", strMsg);
end

The script should look like this when it’s done:

Button Properties: Button1 |Z|@

[ _‘j Settings I ‘:,’; Attributes ._,I' ik .-’-'u:tiorjg 3 Script [
| on Click | on Right-Click | on Enter | on Leave |

Ewvent variables:  [Mone

01 if strMsyg ~= "Hello World!™ then —
nz Dialog.Message ("Every day I wake up and say..."™, strM=qg): -
03 end

o4

Thetilde equals (~=) compares for inequality, so thisif statement’s condition will
only betrueif strMsg contains anything but “Hello World!” with the exact same
capitalization and spelling.

4) Preview the project. When the preview opens, click on the button.

This time, because strMsg contains “ Good Morning!”, which is definitely not equal to
“Hello World!”, the message will appear.

The == and ~= operators are fine when you want to check strings for an exact match.
But what if you’'re not sure of the capitalization? What if the variable contains a string
that the user typed in, and you don't care if they capitalized everything correctly?

One solution isto use an old programmer’ s trick: just convert the contents of the
unknown string to all lowercase (or al uppercase), and do the sameto the string you
want to match.
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Let’s modify our script to ask the user for a message, and then display what they
typed, but only if they typed the words “hello world” followed by an exclamation
mark.

5) Exit from the preview. Edit the button object’s On Click script to look
like this:

strMsg = Dialog.Input("", "Enter your message:");
if String.Upper(strMsg) == "HELLO WORLD!" then
Dialog.Message("Every day | wake up and say...", strMsg);
else
Dialog.Message("Um...", "You didn't type Hello World!");
end

Thefirst line uses a Dialog.I nput action to pop up a message dialog with an input field
that the user can type into. Whatever the user types is then assigned to the strMsg
variable.

Note: This new value replaces the value that was assigned to strMsg in the page’s On
Preload event.

In theif statement’s condition, we use a String.Upper action to convert the contents of
strMsg to all uppercase characters, and then compare that to “HELLO WORLD!”.

We veadded an “else’ keyword after the first Dialog.Message action. It basically
divides theif statement into two parts: the “then” part, that only happensif the
condition istrue; and the “ else” part, that only happensiif the condition is false. In this
case, the else part uses a Dialog.Message action to tell the user that they didn't type
the right message.

6) Preview the project. Try clicking on the button and typing different
messages into the input field.

Depending on what you type, you' |l either seethe“hello world!” message, or “You
didn’'t type Hdlo World!”.

Note that if you type some variation of “hello world!”, such as“helo world!”, or
“hEIIO WorlD!”, the capitalization that you type will be preserved in the message that
appears. Even though we used a String.Upper action to convert the message string to
all uppercase lettersin the if statement’s condition, the actual contents of the variable
remain unchanged.
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When the String.Upper action converts a value to all uppercase |etters, it doesn’'t
changethe value in the variable...it just retrieves it, converts it, and passes it along.

7) Exit the preview.
Now you know how to compare two strings without being picky about capitalization.

Programmers call this a case-insensitive comparison, whereas a comparison that only
matches perfect capitalization is considered case-sensitive.

Tip: You can also use a String. CompareN oCase action to perform a case-insensitive
comparison.

Testing a Numeric Value

Another common use of the if statement is to test a numeric valueto seeif it has
reached a certain amount. To demonstrate this, let’s create another button that displays
a message after you click on it 5 times.

1) Add another button object to the page.

It doesn’t matter what button you choose, or where you put the button on the page.
We just need something to click on, so we can trigger an On Click event and perform
some actions.

2) Add the following script to the button object’s On Click event:

nClicks = nClicks + 1;
Button.SetText(this, "Click count: " .. nClicks);
if nClicks >4 then
Dialog.Message("Hooray!", "You clicked " .. nClicks .. " times.");
end

Double-click on the new button you added, then click on the Script tab and type the
above script into the On Click event.

It should look like this when you’ re done:
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Button Properties: Button?

| £ Seftings | <& Attributes | (P Quick Action | = Script |
| On dlick | an Right-Click | OnEnter | On Leave |

Ewent vanables: |Mone

01 nClicks = nClicks + 1: 7‘
02 Button.3etText(thig, "Click count: " .. nClicks);

03 if nClicks > 4 then

04 Dialog.Meszage ("Hooray!"™, "Vou clicked " .. nClicks .. " times."):

05 end

oe

Thefirst line adds 1 to the current value contained in a variable named nClicks. (W¢€'ll
add some script to the page' s On Preload event in the next step, to set this variable to
0 when the page |oads.)

The second line uses a Button.SetText action to change the button object’ s text to
“Click count: n”, wheren is the current value of nClicks.

The Button.SetText action takes two parameters. Thefirst parameter isa string
containing the name of the object that you want it to operate on. In this case, we used
the special variable this, which contains the name of the object that the On Click event
was triggered on. Thisis essentially the same as using the name of the object, like so:

Button. Set Text ("Button2", "dick count: " .. ndicks);

The Button.SetText action’s second parameter is a string containing the text that you
want to display in the button object. We used the concatenation operator to join the
current value of nClicks to the end of the string “ Click count: ”. Note that this string
has a space at the end of it, so there will be a space between the colon and the value of
nClicks. (Theresulting string just looks better that way.)

The concatenation operator consists of two periods, or dots (..). In fact, it’s often
referred to as the “ dot-dot” operator. It is used to join two strings together to form a
new, combined string. It'skind of like string glue.

Note: Technically, the valueinside nClicksisn't a string—it’s a number. That doesn’t
really matter, though. When you'’ re doing concatenation, AutoPlay will automatically
convert a number into the equivalent string, as required.

Therest of the script isjust an if statement that tests whether the value of nClicksis
greater than 4, and displays a message when that’s true. (A couple more concatenation
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operators are used in the Dial og.M essage action, to create the string for its second
parameter. Note that you can easily include the contents of a variablein the“middle’
of astring aswell.)

Once you're done editing the button’s On Click script, click OK to close the script
editor.

3) Add the following line to the page's On Preload event:

nClicks =0;

We need to initialize nClicks before the button is clicked, so that our script in the
button’s On Click event will start counting up from 0. Note that we can’'t just set
nClicks to 0 in the button’s On Click event, or it would bereset to zero every timethe
button was clicked.

To add the line to the page’s On Preload event, just double-click on the page surface,
then click on the On Preoad tab of the Script editor, and add the nClicks line to the
existing script. Once you're done, it should like something like this:

Page Properiies: Pagel |:”EIE|

. § Settingsl. =| Script i

j on Preload E_On Shiow [| Sn Close || On Timer || ©n Audio | On Size | On Menu | On ey | On Mous $ *

Event variables: |[Mone

01 strM=zg = "Good Morning!™:
0z nClicks = 0;
03

It doesn’t matter if you put the nClicks = O; line before or after the existing line...the
order of the individual linesin this script isn't important.

4) Preview the project, and click on the button object 5 times.

Each time you click on the button, its text will change to show how many times
you'veclicked on it so far. After you' ve clicked on the button 5 times, it will also
display a message telling you how many times you’ ve clicked.
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5) Exit the preview.
Thereyou go. You’'ve just created a pretty sophisticated little program.

Tip: If you feel adventurous, seeif you can modify the script to stop announcing the
number of clicks once you’ ve clicked 10 times.

Here s ahint: you' Il need to use alogical operator like “or” and “and” to test more
than onething at once in theif statement’s condition. For example, you could make
thetest only be true between 3 and 7 by using a condition like this:

if (nCount > 2) and (nCount < 8) then
-- only true if greater than 2 and | ess than 8
end

The second linein the above script is a comment. (It doesn’t actually do anything.)
Everything on aline after two dashes (--) is completely ignored by AutoPlay. Y ou can
use such comments wherever you' d like to add “internal” notes to your scripts.

Using a For Loop

Sometimes it’s helpful to be able to repeat abunch of actions several times, without
having to type them over and over and over again. One way to accomplish thisis by
using afor loop.

The basic syntax of thefor loopis:

for variable = start, end, step do
do something here
end

For example:

for n = 10, 100, 10 do
D al og. Message("", n);
end

The above script simply counts from 10 to 100, going up by 10 at atime, displaying
the current value of the variable n in a dialog message box. This accomplishesthe
same thing as typing:

D al og. Message("", 10);
D al og. Message("", 20);
Di al og. Message("", 30);
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Di al og. Message("", 40);
Di al og. Message("", 50);
Di al og. Message("", 60);

Di al og. Message(" 70);

Di al og. Message("", 80);
Di al og. Message("", 90);
Di al og. Message("", 100);

Obvioudly, the for loop makes repeating similar actions much easier.

Let'suseasimplefor loop to add all of the digits between 1 and 100, and display the
result.

1) Add a button object to the page. Add the following script to this
button object’s On Click event:

n=0;
fori=1, 100 do
n=n+i;
end
Dialog.Message("", "The sum of all the digits is: " .. n);

The script should look like this when you' re done:

Button Properties: Button3

| & Settings | <% Attibutes | (P Guick.&ction_é (= Sciipt |

on Click | on Right-Click | On Enter | On Leave

Ewvent vaniables: |MNone

0ln =0 =
02 for i = 1, 100 do %
03 n=nmn-+1i;

04 end

05 Dialog.Message ("™, "The sum of all the digits i=z: ™ .. n):

oa

Thefirst line creates a variable called n and sets it to 0. The next line tells the for loop
to count from 1 to 100, storing the current “count” at each step in a variable named i.

During each “pass’ through the loop, the script between the “do” and the * end” will
be performed. In this case, it consists of a single line that adds the current values of n
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and i together, and then stores the result back into n. In other words, it addsi to the
current value of n.

Thisfor loop is the same as typing out:
1

5 3 35 5
TITRRTINT
5 3 35 5
+ 4+ + +

2;
3;
4.

...al theway up to 100.

Thelast line of our script just displays the result of the calculation to the user ina
dialog message box.

Tip: You can use the Add Code button to insert an example for loop, complete with
comments explaining the syntax. Y ou can then edit the exampleto fit your own needs.

2) Preview the project, and click on the button object.

When you click on the button object, the for loop will blaze through the calculation
100 times, and then the Dialog.M essage action will display the resullt.

It al happens very fast.

The sum of all the digits is: 5050

—

3) Exit the preview.

Y ou probably won't find yoursdf using for loops as often as you' Il useif statements,
but it’ s definitely worth knowing how to use them. When you need to repesat steps,
they can saveyou alot of &ffort.

Of course, when it comes to saving you effort, the real champions are functions.
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Creating Functions

A functionisjust a portion of script that you can define, name and then call from
somewhere else.

Y ou can use functions to avoid repeating the same script in different places,
essentially creating your own custom “ actions’—complete with parameters and return
valuesif you want.

In general, functions are defined like this:

function function_name (arguments)
function script here
return return_value,

end

The*function” keyword tells AutoPlay that what follows is a function definition. The
function_name is simply a unique namefor the function. The arguments part is the list
of parameters that can be passed to the function when it is called. It's essentially alist
of variable names that will receive the values that are passed. (The resulting variables
are local to the function, and only have meaning within it.) A function can as many
arguments as you want (even none at al).

The*return” keyword tells the function to return one or more values back to the script
that called it.

The easiest way to learn about functions is to try some examples, so let’sdiveright in.

1) Choose Project > Global Functions.
This opens the Global Functions dialog.
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Globals

X Global Functions
Global functions:
01 —l
Lt
¥
< i >
(uick help: ‘Tip: Preszs Ctri+Space to wiew a list of all available actions. ‘
[p Add Action ] l._:_;]ﬂuddgnde bl [D gdit] [i» r] [.:, r] [uﬁgvanced b]
[ ak. ] l Cancel ] [ Help ]

The Global Functions dialog is a convenient place to put any functions or variables
that you want to make available throughout your project. Any script that you add on
this dialog will be performed when your application is launched, right before the
project's On Startup event is triggered.
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2) Add the following script:

function SayHello(name)
Dialog.Message("", "Hello " .. name);
end

When you’re done, click OK to close the dialog.
This script defines a function named SayHello that takes a single argument (which
we' ve called “name”) and displays a simple message.

Note that this only defines the function. When this script is performed, it will “load”
the function into memory, but it won't actually display the message until the function
is called.

It should look like this when you're done:

Globals

Global Functions

Global functions:

01 function SayHello (hame) —
oz Dialog.Mez=zage (""", "Hello ™ .. name);

03 end

04

Once you' ve entered the function definition, click OK to close the Global Functions
dialog.

3) Add a button to the page, and add this script to its On Click event:

SayHello("Mr. Anderson");

This script calls the SayHello function that we defined on the Global Functions
dialog, passing the string “Mr. Anderson” as the value for the function’s “name’
parameter.

4) Preview the project and click on the button object.

When you click on the button object, the script on the object’s On Click event calls
the SayHd o function, which then displays its message.
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Hella Mr. Anderson

Note that the SayHello function was able to use the string that we passed to it in the
message it displayed.

5) Exit the preview. Choose Project > Global Functions, and add the
following script below the SayHello function:

function GetName()
local name = Dialog.Input("", "What is your name:");
return name;

end

When you’re done, click OK to close the dialog.
The end result should look like this:

Globals

Global FunctiDnS_ |

Global functions:

01 function SayHello (hame) —
[ Dialog.Mezzage (""", "Hello ™ .. name); *;
03 end

04

05 function GetName()

o6 local nawe = Dialog.Input(™", "What is your name:™):

a7 return name;

0% end

a9

This script defines a function called GetName that does not take any parameters. The
first line inside the function uses a Dialog.I nput action to display a message dialog
with an input field on it asking the user to type in their name. The value returned from
this action (i.e. the text that the user entered) is then stored in a local variable called
name.
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The“local” keyword makes the variable only exist inside this function. It’s essentially
like saying, “for the rest of this function, whenever | use‘name’ I'mreferring to a
temporary local variable, even if there saglobal ‘name’ variable which may happen
to exist.” Using local variablesinside functionsis a good idea—it prevents you from
changing the value of a global variable without meaning to. Of course, there are times
when you want to change the value of a global variable, in which case you just won't
usethe“local” keyword the first time you assign anything to the variable.

The second line inside the function returns the current value of theloca “name’
variable to the script that called the function.

Tip: We could actually make this function’s script fit on a single line, by getting rid of
the variable completely. Instead of storing the return value from the Dialog. I nput
action in a variable, and then returning the contents of that variable, we could just put
those two statements together, like so:

function GetNanme()
return Dialog.Input("", "What is your name:");
end

This would make the GetName function return the value that was returned from the
Dialog.Input action, without storing it in a variablefirst.

6) Edit the script in the button object’s On Click event so it looks like this
instead:

strName = GetName();
SayHello(strName);

It should look like this when you’ re done:

Button Properties: Button4

| £ Setings | 2 Attributes | (P Quick Action | || Script |
| On Click | an Right-Click | On Enter | On Leave |

Ewvent variables: |Mone

21 |

01 strName = GetMName():
02 SayHello(strName)
a3
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Thefirst line calls our GetName function to ask the user for their name, and then
stores the value returned from GetName in a variable called strName.

The second line passes the valuein strName to our SayHello function.

7) Preview the project. Try out the script by clicking on the button object.

When you click on the button object, an input dialog will appear, asking you to enter
your name.

3

Wwhat iz your name:

| Rinze Thoraly |

I Ok V\’\S“ Cancel ]

After you typein your name and click OK (or press Enter), a second dialog box will
appear, greeting you by the name you entered.

Hella Rinse Tharaly

Pretty neat, huh?

8) Exit the preview. Edit the script in that same button object’s On Click
event so it looks like this:

SayHello(GetName());

Thisversion of the script does away with the strName variable altogether. Instead, it
uses the return value from our GetName function as the argument for the SayHello
function.
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In other words, it passes the GetName function’ s return value directly to the SayHello
function.

Whenever a function returns a value, you can use a call to the function in the same
way you would use the value, or a variable containing the value. This allows you to
use the return value from a function without having to come up with a unique name
for atemporary variable.

9) Preview the project, and try out the script again. When you’re done,
exit the preview.

The script should work exactly the same as before: you’ll be asked for your name, and
then greeted withit.

Thisisjust asimple example, but it should give you an idea of what an incredibly
powerful feature functions are. With them, you can condense large pieces of script
into simple function calls that are much easier to type and give you a single, central
location to make changes to that script. They also let you create flexible “ subroutines”
that accept different parameters and return results, just like the built-in AutoPlay
actions.

And despite all that power, they arereally quite simpleto use.

Where to Go from Here

Wil that’ s the last lesson. | hope you’ ve enjoyed learning about AutoPlay, and have
found this user’ s guide both useful and helpful.

The next chapter contains a more detailed guide to the AutoPlay scripting language.

Feel freetojoin your fellow AutoPlay Media Studio usersin our online forums, where
assistance and camaraderie abound. You can join in the fun by choosing Help >
Online Forums right from the AutoPlay program menu.

Whileyou're at it, be sure to check out the online program reference and the hel pful
list of “How dol...7" questions as wdll. (Y ou can access these resources right from the
Help menu.)

Thereisalot morethat you can learn about this product, if you ever find the need or
desireto. Chances are, if there's something you want to do with AutoPlay, there's at
least one way to do it, and probably more.

Asone of our wisest users once said, AutoPlay is easy to learn, but difficult to master.
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Lesson 10 Summary

In this lesson, you learned how to:

Display a message
Useavariable

Add an if statement

Test numeric values

Set a button object’ s text
Concatenate strings
Compare strings
Useafor loop

Create functions
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Scripting Guide

One of the most powerful features of AutoPlay Media Studio is its scripting engine.
This chapter will delve a bit further into the scripting environment and language.

AutoPlay scripting is very simple, with only a handful of conceptsto learn. Hereis
what it looks like:

a =5;
if a <10 then

D al og. Message("Guess what?", "a is |less than 10");
end

The above example assigns a value to a variable, tests the contents of that variable,
and if it meetsthetest (in this case, if the valueis less than 10), uses an AutoPlay
action named “Dialog.Message’ to display a message to the user.

New programmers and experienced coders alike will find that AutoPlay is a powerful,
flexible yet simple scripting environment to work in.
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In This Chapter
In this chapter, you'll learn aboult:

Important scripting concepts
Variables

Variable scope and variable naming
Types and values

Expressions and operators

Control structures (if, while, repeat, and for)
Tables (arrays)

Functions

String manipulation

Debugging your scripts

Syntax errors and functional errors

Other scripting resources
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Before You Begin

In order to try out the example scripts in this chapter, you will need a basic project
that you can build and run (or preview) in order to see scripts in action. Although any
simple project will do, | recommend starting a new project using the “Blank” project
template, which won't have any pre-existing scripts inside it.

Tip: In addition to trying out the scripts in this chapter, you might want to explore
some of the other project templates which already have working action scriptsin
them. These scripts are some practical examples of real-world solutions that can be
very good examples to learn from.

AutoPlay scripts are always performed in response to an event, whether it’s a specific
page being shown (an On Show event) or an object being clicked (an On Click event).

In order to try your hand at scripting, then, all you need is an event to put the action
script “in” so it will get performed when you build and run your project. Threereally
good placesto put script in order to try it out are:

On Startup

The project’s On Startup event is a good place to try any scripts that you want
performed automatically, without having to click on a button or anything. Of course,
since this event occurs as soon as the application starts up—even before the first page
is shown—it’s not a good place to put any actions that operate on objects. (If you do,
it either won't work, or you' ll generate some kind of error.)

Y ou can access the On Startup event by choosing Project > Actions.

Tip: If you just want to test actions in On Startup without even showing a single page,
add an Application.Exit() action to the end of your script for the event. This action
immediately exits from the application as soon as it is encountered in a script.

On Show

Each page has an On Show event which occurs as soon as the page is displayed. This
can be a good placeto try scripts that you want performed automatically but that need
to interact with one or more objects on the page.

Y ou can access a page' s On Show event by double-clicking on the page surface and
clicking on the Script tab.
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On Click

Probably the best placeto try out scriptsisin an object’s On Click event. Asits name
suggests, the On Click event occurs whenever you click on the object.

Y ou can access an object’s On Click event by double-clicking on the object and
clicking on the Script tab.

Labd aobjects are especially good candidates for script tests, since they’re easy to add
to the page, and they don't take up much room (so you can fit lots of them on asingle
page). A good practice is to change each label object’s text to describe the script that
will be performed when you click on it, so you can easily tell them apart.

Button objects also work well (and have the added benefit of being really cool).

Label Properties: Label1

Settings | <% Attributes | (P Cuick Actior:uli = Script
| & | & { |

| on Click iOn -F‘,-igh-t-fulli-ck. | on Enter || on Leave |

Event variables: |NDHE

0l =
b
o

NES | >

[uick help: |Tip: Pressz Chl+Space to wview a hst of all avalable actions, |

& addéction | [Z)addCode | |E] Edi | [be b [ »| (&) Advanced |

[ ] ][ Cancel ][ Help ]

A labd abject’sOn Click event
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Important Scripting Concepts

There are afew important things that you should know about the AutoPlay scripting
language in general before we go on.

Script is Global

The scripting engineis global to the runtime environment. That means that all of your
events “know” about other variables and functions declared e sewhere in the project.
For example, if you assign “myvar = 10;” in the project’s On Startup event, myvar
will still equal 10 when the next event is triggered. There are ways around this global
nature (see Variable Scope on page 309), but it is generally true of the scripting
engine that variables and functions are global by default.

Script is Case-Sensitive

The scripting engine is case-sensitive. This means that upper and lower case
characters areimportant for things like keywords, variable names and function names.

For example:
ABC = 10;
aBC = 7;

In the above script, ABC and aBC refer to two different variables, and can hold
different values. The lowercase“a” in “aBC” makes it completely different from
“ABC” asfar as AutoPlay is concerned.

The same principle applies to function names as well. For example:

Di al og. Message("H ", "Hello Wrld");

...refersto a built-in AutoPlay function. However,

DI ALOG Message("H ", "Hello Wrld");

...will not be recognized as the built-in function, because DIALOG and Dialog are
seen as two completely different names.

Note: It's entirely possible to have two functions with the same spelling but different
capitalization—for example, GreetUser and gREETUSeR would be seen as two totally
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different functions. Although it’s definitely possible for such functions to coexist, it's
generally better to give functions completely different names to avoid any confusion.

Comments

Y ou can insert non-executable comments into your scripts to explain and document
your code. In a script, any text after two dashes (--) on aline will be ignored. For
example:

-- Assign 10 to variable abc

abc = 10;
..0r:
abc = 10; -- Assign 10 to abc

Both of those examples do the exact same thing—the comments do not affect the
script in any way.

Y ou can also create multi-line comments by using --[[ and ]]-- on ether side of the
comment:

--[[ This is
a multi-line
coment ]]--
a = 10;

Y ou should use comments to explain your scripts as much as possible in order to
make them easier to understand by yourself and others.

Delimiting Statements

Each unique statement can either be on its own line and/or separated by a semi-colon
(;). For example, all of the following scripts are valid:

Script 1:

a =10
MyVar = a

Script 2:
a = 10; MyVar = a;
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Script 3:

a = 10;
MyVar = a;

However, werecommend that you end all statements with a semi-colon (as in scripts 2
and 3 above).

Variables

Variables are very important to scripting in AutoPlay. Variables are essentially just
“nicknames” or “placeholders’ for values that might need to be modified or re-used in
the future. For example, the following script assigns the value 10 to a variable named
“amount.”

anount = 10;

Note: We say that values are “assigned to” or “stored in” variables. If you picture a
variable as a container that can hold a value, assigning a valueto avariableis like
“placing” that value into a container. Y ou can change this value at any time by
assigning a different value to the variable; the new value simply replaces the old one.
This ability to hold changeable information is what makes variables so useful.

Hereis a smple example demonstrating how you can operate on the amount variable:

anount = 10;
anount = anmount + 20;
Di al og. Message( " Val ue", anount);

This stores 10 in the variable named amount, then adds 20 to that value, and then
finally makes a message box appear with the current value (which is now 30) init.

Y ou can also assign one variable to another:
= a;
Di al og. Message("Val ue", b);

This will make a message box appear with the number 10 init. The statement “b = &”
assigns the current value of “a’ (whichis 10) to“b.”
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Variable Scope

As mentioned earlier in this chapter, all variables in AutoPlay are global by default.
This just means that they exist project-wide, and hold their values from one event to
the next. In other words, if avalueis assigned to a variable in one script, the variable
will still hold that value when the next script is executed.

For example, if you enter the script:

foo = 10;
...into the project’s On Startup event, and then enter:

Di al og. Message("The value is:", foo);

...into a page’ s On Show event, the second script will use the value that was assigned
to “foo” inthefirst script. As aresult, when the page is shown, a message box will
appear with the number 10 in it.

Note that the order of execution isimportant...in order for one script to be able to use
the value that was assigned to the variable in another script, that other script hasto be
executed first. In the above example, the On Startup event is triggered before the
page’ s On Show event, so the value 10 is already assigned to foo when the On Show
event’s script is executed.

Local Variables

The global nature of the scripting engine means that a variable will retain its value
throughout your entire project. Y ou can, however, make variables that are non-global,
by using the special keyword “local.” Putting the word “local” in front of a variable
assignment creates a variable that is local to the script, function, or block of code.

For example, let’s say you have the following three scripts in the same project:

Script 1:

-- assign 10 to X

X = 10;

Script 2:

| ocal x = 500;

D al og. Message("Local value of x is:", X);

x = 250; -- this changes the local x, not the global one
D al og. Message("Local value of x is:", X);

309
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Script 3:

-- display the global value of x
Di al og. Message("d obal value of x is:", x);

Let’s assume these three scripts are performed in separate events, one after the other.
Thefirst script gives x the value 10. Since all variables are global by default, x will
have this value inside all other scripts, too. The second script makes alocal
assignment to x, giving it the value of 500—but only inside that script. If anything
elseinside that script wants to access the value of x, it will seethe local valueinstead
of the global one. It's likethe “x” variable has been temporarily replaced by another
variable that looks just like it, but has a different value.

(This reminds me of those caper movies, where the bank robbers put a picturein front
of the security cameras so the guards won’t see that the vault is being emptied. Only
inthis case, it’s like the bank robbers create a whole new working vault, just like the
original, and then dismantle it when they leave.)

When told to display the contents of x, the first Dialog.Message action inside script #2
will display 500, since that is the local value of x when the action is performed. The
next line assigns 250 to the local value of x—note that once you make a local variable,
it completely replaces the global variable for the rest of the script.

Finally, thethird script displays the global value of x, which is still 10.

Variable Naming

Variable names can be made up of any combination of |etters, digits and underscores
as long as they do not begin with a number and do not conflict with reserved
keywords.

Examples of valid variables hames:

a
strName

_My Variable
datal
data 1 23
index

bReset

nCount
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Examples of invalid variable names:

1

1data

%MyVauek

$strData

for

local
_FirstNamet+LastName _
User Name

Reserved Keywords

Thefollowing words are reserved and cannot be used for variable or function names:

and break do else esalf
end false for function if

in |ocal nil not or
repeat return table then true
until while

Types and Values
AutoPlay’s scripting language is dynamically typed. There are no type definitions—
instead, each value carries its own type.

What this means is that you don't have to declare a variable to be of a certain type
before using it. For example, in C++, if you want to use a number, you haveto first
declare the variabl€ s type and then assign avalueto it:

int j;

j = 10;

The above C++ example declares j as an integer, and then assigns 10 to it.
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As we have seen, in AutoPlay you can just assign a value to a variable without
declaring itstype. Variables don’t really havetypes; instead, it's the values inside
them that are considered to be one type or another. For example:

j = 10;

...thisautomatically creates the variable named *j” and assigns the value 10 to it.
Although this value has a type (it's a number), the variable itself is still typeless. This
means that you can turn around and assign a different type of valuetoj, like so:

j = "Hello";

This replaces the number 10 that is stored in j with the string “Hello.” The fact that a
string is a different type of value doesn’t matter; the variablej doesn’t care what kind
of valueit holds, it just stores whatever you put init.

There are six basic data types in AutoPlay: number, string, nil, Boolean, function, and
table. The sections below will explain each data type in more detail.

Number

A number is exactly that: a numeric value. The number type represents real
numbers—specifically, double-precision floating-point values. Thereis no distinction
between integers and fl oating-point numbers (also known as *fractions’)...all of them
arejust “numbers.” Here are some examples of valid numbers:

4 4, 4 04 4.57e-3 0.3e12

String

A string is simply a sequence of characters. For example, “Joe2” is a string of four
characters, starting with a capital “J’ and ending with the number “2.” Strings can
vary widely in length; a string can contain a single letter, or asingle word, or the
contents of an entire book.

Strings may contain spaces and even more exotic characters, such as carriage returns
and linefeeds. In fact, strings may contain any combination of valid 8-bit ASCI|
characters, including null characters (“\0”). AutoPlay automatically manages string
memory, so you never haveto worry about allocating or de-allocating memory for
strings.

Strings can be used quite intuitively and naturally. They should be delimited by
matching single quotes or double quotes.
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Here are some examples that use strings:

Narme = "Fox Ml der";
Di al og. Message("Title", "Hello, how are you?");
Last Name = ' Ml der';

Normally double quotes are used for strings, but single quotes can be useful if you
have a string that contains double quotes. Whichever type of quotes you use, you can
include the other kind inside the string without escaping it. For example:

doubl es
singl es

"How s that agai n?";
'"She said "Talk to the hand,"” and | was all |ike "Dude!"';

If we used only double quotes for the second line, it would have to look like this:

escaped = "She said \"Talk to the hand,\" and | was all like \"Dude!\"";

Normally, the scripting engine sees double quotes as marking the beginning or end of
a string. In order to include double quotes inside a double-quoted string, you need to
escape them with backslashes. This tells the scripting engine that you want to include
an actual quote character in the string.

The backslash-quote (\") is known as an escape sequence. An escape sequenceis a
special sequence of characters that gets converted or “translated” into something else
by the script engine. Escape sequences allow you to include things that can’t be typed
directly into a string.

The escape sequences that you can use include:

\a - bdl
\b - backspace
\f - formfeed

\n - newline
\r - carriagereturn
\t - horizontal tab

\v - vertical tab
\\ - backslash
\" - quotation mark
\' - apostrophe

\[ - left square bracket
\] - right square bracket
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So, for example, if you want to represent three lines of text in a single string, you
would use the following:

Li nes = "Line one.\nLine two.\nLine three";
Di al og. Message("Here is the String", Lines);

This assigns a string to a variable named Lines, and uses the newline escape sequence
to start anew line after each sentence. The Dialog.M essage function displays the
contents of the Lines variablein a message box, likethis:

Here is the String E

s Line one.
\!}) Lime bwia,

Line three

Another common example is when you want to represent a path to afile such as
C:\My Folder\My Data.txt. You just need to remember to escape the backs ashes:

MyPath = "C\\My Fol der\\My Data.txt";
Each double-backslash represents a single backslash when used inside a string.

If you know your ASCI| table, you can use a backslash character followed by a
number with up to three digits to represent any character by its ASCII value. For
example, the ASCII valuefor a newline character is 10, so the following two lines do
the exact same thing:

Li nes
Li nes

"Li ne one.\nLine two.\nLine three";
"Li ne one.\10Li ne two.\10Li ne three";

However, you will not need to use this format very often, if ever.

Y ou can also define strings across multiple lines by using double square brackets, i.e.
[[ and]]. A string defined between double square brackets does not need any escape
characters. The double square brackets let you type special characters like
backslashes, quotes and newlines right into the string.
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For example:

Li nes = [[Li ne one.
Li ne two.
Line three.]];

...iIsequivalent to:

Li nes = "Li ne one.\nLine two.\nLine three"

This can be useful if you have preformatted text that you want to use as a string, and
you don’'t want to have to convert all of the special characters into escape sequences.

Thelast important thing to know about strings is that the script engine provides
automatic conversion between numbers and strings at run time. Whenever a numeric
operation is applied to a gtring, the engine tries to convert the string to a number for
the operation. Of course, this will only be successful if the string contains something
that can be interpreted as a number.

For example, the following lines are both valid:

a
b

"10" + 1, -- Result is 11
"33" * 2; -- Result is 66

However, the following lines would not give you the same conversion result:

"10+1"; -- Result is the string "10+1"
"hello" + 1; -- ERROR, can’t convert "hello" to a nunber

a =
b =
For more information on working with strings, see page 340.
nil

nil is a special valuetype. It basically represents the absence of any other kind of
value.

Infact, it’s often used when testing to see whether a variable is empty. (If avariableis
equal to nil, it doesn’t contain avalue...it’s essentially “undefined.”)

You can assign nil to a variable, just like any other value. Note that this is not the
same as assigning the letters “nil” to avariable, asin a string. Like other keywords, nil
must be left unquoted in order to be recognized. It should also be entered in all
lowercase |etters.

315

Scripting Guide



316

nil will always evaluate to false when used in a condition:

a=nil;
if a then

-- Any lines in here

-- wll not be executed
end

It can also be used to “ddete’ avariable:

"Forgive and...";
nil;

y
y

In the example above, “y” will no longer contain a value after the second line.

Boolean

Boolean variabl e types can have one of two values: true, or false. They can be used in
conditions and to perform Boolean logic operations. For example:

bool ybooly = true;
i f bool ybooly then

-- Any script in here will be executed
end

This sets a variable named boolybooaly to true, and then usesit in an if statement.
Similarly:

a = true;

b fal se;

if (a and b) then
-- Any script here will not be executed because
-- true and false is fal se.

end

Thistime, theif statement needs both “a” and “b” to betruein order for thelines
inside it to be executed. In this case, that won't happen because “b” has been set to
false
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Function

The script engine allows you to define your own functions (or “subroutines’), which
are essentially small pieces of script that can be executed on demand. Each function
has a name which is used to identify the function. Y ou can actually use the function
name (or even an entire function definition) as a special kind of value, which you can
storein avariable asa sort of function “reference.” Thiskind of referenceis of the
function type.

For more information on functions, see page 335.

Table

Tables are a very powerful way to storelists of indexed values. Tables are actually
associative arrays—that is, they are arrays which can be indexed not only with
numbers, but with any kind of value (including strings).

Hereare afew quick examples (we'll cover tables in more detail on page 327):

Example 1:

guys = {"Adanf, "Brett", "Darryl"};
D al og. Message("Second Nanme in the List", guys[2]);

Thiswill display a message box with the word “ Brett” init.
Example 2:

t ={}h

t.FirstNane = "Elisa";

t.LastName = "Toffoli";

t.CQccupation = "Singer";

Di al og. Message(t. FirstName, t.Cccupation);

Thiswill display the following message box:

Elisa X
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You can assign tables to other variables as well. For example:

tabl e_one = {};

tabl e_one. First Name = "Bruce";
tabl e_one. Last Nane = " Spri ngsteen";
t abl e_one. Cccupati on = "Si nger";

table two = tabl e one;
occupation = table_two. Qccupati on;
Di al og. Message(b. Fi rst Name, occupation);

Tables can beindexed using array notation (my_tablg[1]), or by dot notation if not
indexed by numbers (my_table.LastName).

Note that when you assign one table to another, as in the following line:

table two = tabl e one;

...thisdoesn’t actually copy table two into table_one. Instead, table two and
table_one both refer to the same table.

This is because the name of a table actually refersto an address in memory where the
data within the tableis stored. So when you assign the contents of the variable
table_oneto the variable table_two, you' re copying the address, and not the actual
data. You're essentially making the two variables “point” to the same table of data.

In order to copy the contents of a table, you need to create a new table and then copy
all of the data over oneitem at atime.

For more information on copying tables, see page 332.

Variable Assignment

Variables can have new values assigned to them by using the assignment operator (=).
This includes copying the value of one variable into another. For example:

a
b
c

10;
"I am happy";
b;

It isinteresting to note that the script engine supports multiple assignment:
a, b =1, 2

After the script above, the variable“a’ contains the number 1 and the variable “b”
contains the number 2.

Scripting Guide



Tables and functions are a bit of a special case: when you use the assignment operator
on atable or function, you create an alias that points to the same table or function as
the variable being “copied.” Programmers call this copying by reference as opposed to
copying by value.

Expressions and Operators

An expression is anything that evaluates to a value. This can include a single value
such as“6” or a compound value built with operators such as“1 + 3”. You can use
parentheses to “group” expressions and control the order in which they are evaluated.
For example, the following lines will all evaluate to the same value:

10;

(5 * 1) * 2
100 / 10;
100/ (2 * 5);

SRV GO
o mn

Arithmetic Operators

Arithmetic operators are used to perform mathematical operations on numbers. The
following mathematical operators are supported:

+ (addition)

- (subtraction)

* (multiplication)
/ (division)

unary - (negation)

Here are some examples:

a 5+ 2

b =a* 100;
twent yt hreepercent = 23 / 100;
neg = -29;

pos = -neg;
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Relational Operators

Relational operators allow you to compare how one value relates to another. The
following relational operators are supported:

> (greater-than)

< (less-than)

<= (less-than or equal to)
>= (greater than or equal to)
~= (not equal to)

== (equal)

All of the relational operators can be applied to any two numbers or any two strings.
All other values can only use the == operator to seeif they are equal.

Relational operators return Boolean values (true or false). For example:

10 > 20; -- resolves to fal se
a = 10;

a > 300; -- false

(3 * 200) > 500; -- true
"Brett" ~= "Lorne" -- true

One important point to mention is that the == and ~= operators test for complete
equality, which means that any string comparisons done with those operators are case
sensitive. For example:

"Joj oba" == "Jojoba"; -- true

"Wldcat" == "wildcat"; -- false

"I likeit alot" =="1 like it a LOT"; -- false
"happy" ~= "HaPPy"; -- true
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Logical Operators

Logical operators are used to perform Boolean operations on Boolean values. The
following logical operators are supported:

and (only trueif both values are true)
or (trueif either valueistrue)
not (returns the opposite of the value)
For example:
a = true;
b = fal se;
c = aand b; -- false
d =aand nil; -- false
e = not b; -- true

Note that only nil and false are considered to befalse, and all other values are true.

For example:

iamnvisible = nil;
if iamnvisible then

-- any lines in here won't happen

-- because iamnvisible is considered fal se

Di al og. Message("You can't see ne!", "I aminvisiblel!l11");
end

if "Brett" then
-- any lines in here WLL happen, because only nil and fal se
-- are considered false...anything else, including strings,
-- is considered true
D al og. Message("Wat about strings?", "Strings are true.");
end

Concatenation

The concatenation operator is two periods with no spaces between them (..). It is used
to combine two or more strings together. Y ou don’'t have to put spaces before and
after the two periods, but you can if you want to.

For example:
name = "Joe".." Blow'; -- assigns "Joe Blow' to name
b =mname .. " is nunber " .. 1; -- assigns "Joe Blowis nunber 1" to b
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Operator Precedence

Operators are said to have precedence, which is away of describing the rules that
determine which operations in a series of expressions get performed first. A simple
example would bethe expression 1 + 2 * 3. The multiply (*) operator has higher
precedence than the add (+) operator, so this expression isequivalentto1 + (2 * 3). In
other words, the expression 2 * 3 is performed first, and then 1 + 6 is performed,
resulting in the final value 7.

Y ou can override the natural order of precedence by using parentheses. For instance,
the expression (1 + 2) * 3 resolves to 9. The parentheses make the whole sub-
expression “1 + 2" the left value of the multiply (*) operator. Essentially, the sub-
expression 1 + 2 is evaluated first, and the result is then used in the expression 3 * 3.

Operator precedence follows the following order, from lowest to highest priority:

and or

< > <= >= ~= ==
+ -

* /

not - (unary)

N

Operators are also said to have associativity, which is a way of describing which
expressions are performed first when the operators have equal precedence. In the
script engine, all binary operators are | eft associative, which means that whenever two
operators have the same precedence, the operation on the left is performed first. The
exception is the exponentiation operator ("), which is right-associative.

When in doubt, you can always use explicit parentheses to control precedence. For
example:

a+l<b/l2+1

..Isthesame as:

(a +1) < ((b/l2) + 1)

...and you can use parentheses to change the order of the cal culations, too:
a+1<bl(2+1)

Inthis last example, instead of 1 being added to half of b, bisdivided by 3.
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Control Structures

The scripting engine supports the following control structures: if, while, repeat and
for.

If

Anif statement evaluates its condition and then only executes the “then” part if the
condition istrue. An if statement is terminated by the “end” keyword. The basic
syntax is:

if condition then
do something here

end
For example:
x = 50;
if x > 10 then
Di al og. Message("result", "x is greater than 10");
end
y =3
if ((35 * y) < 100) then
D al og. Message("", "y times 35 is less than 100");
end

In the above script, only thefirst dialog message would be shown, because the second
if condition isn't true...35 times 3 is 105, and 105 is not less than 100.

You can also use dse and elseif to add more “ branches” to theif statement:

x = 5;
if x > 10 then
D al og. Message("", "x is greater than 10");
el se
D al og. Message("", "x is less than or equal to 10");
end

In the preceding example, the second dialog message would be shown, because 5 is
not greater than 10.

323

Scripting Guide



324

X = b;
if x == 10 then

D al og. Message("", "x is exactly 10");
elseif x == 11 then

D al og. Message("", "x is exactly 11");
elseif x == 12 then

D al og. Message("", "x is exactly 12");
el se

D al og. Message("", "x is not 10, 11 or 12");

end

In that example, the last dialog message would be shown, because x is nhot equal to 10,
or 11, or 12.

While

The while statement is used to execute the same “block” of script over and over until a
condition is met. Likeif statements, while statements are terminated with the “ end”
keyword. The basic syntax is:

while condition do
do something here
end

The condition must be true in order for the actions inside the while statement (the “ do
something here’ part above) to be performed. The while statement will continue to
loop as long as this condition is true. Heré's how it works:

If the condition istrue, all of the actions between the “while” and the corresponding
“end” will be performed. When the " end” is reached, the condition will be
reevaluated, and if it's still true, the actions between the “while’ and the “end” will be
performed again. The actions will continue to loop like this until the condition
evaluatesto false.

For example:

a = 1;

while a < 10 do
a=a+ 1;

end

In the preceding example, the“a=a+ 1;” line would be performed 9 times.
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You can break out of awhileloop at any time using the “break” keyword. For
example:

count = 1;
whil e count < 100 do
count = count + 1;
if count == 50 then
br eak;
end
end

Although the while statement is willing to count from 1 to 99, theif statement would
cause this |oop to terminate as soon as count reached 50.

Repeat

Therepeat statement is similar to the while statement, except that the condition is
checked at the end of the structureinstead of at the beginning. The basic syntax is:

repest
do something here
until condition

For example:
i =1
r epeat
i =i + 1;
until i > 10

Thisis similar to one of the while loops above, but this time, the loop is performed 10
times. The“i =i + 1;” part gets executed before the condition determinesthat i is now
larger than 10.
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Y ou can break out of arepeat loop at any time using the “ break” keyword. For
example:

count = 1;
r epeat
count = count + 1;
if count == 50 then
br eak;
end

until count > 100

Once again, this would exit from the loop as soon as count was equal to 50.

For

Thefor statement is used to repeat a block of script a specific number of times. The
basic syntax is:

for variable = start, end, step do
do something here
end

The variable can be named anything you want. It is used to “ count” the number of
trips through the for loop. It begins at the start value you specify, and then changes by
the amount in step after each trip through the loop. In other words, the step gets added
to the valuein the variabl e after the lines between the for and end are performed. If
the result is smaller than or equal to the end value, the loop continues from the
beginning.
For example:
-- This loop counts from1l to 10:
for x =1, 10 do

Di al og. Message( " Nunber", x);
end
This displays 10 dialog messages in a row, counting from 1 to 10.

Note that the step is optional; if you don’'t provide a valuefor the step, it defaultsto 1.
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Here s an examplethat uses a step of -1 to make the for loop count backwards:

-- This loop counts from 10 down to 1
for x =10, 1, -1 do

Di al og. Message( " Nunber", x);
end

That example would display 10 dialog messages in arow, counting back from 10 and
going all the way downto 1.

Y ou can break out of afor loop at any time using the “ break” keyword. For example:

for i =1, 100 do
if count == 50 then
br eak;
end
end

Once again, this would exit from the loop as soon as count was equal to 50.

Thereis also a variation on the for loop that operates on tables. For more information
on that, see Using For to Enumerate Tables on page 330.

Tables (Arrays)

Tables are very useful. They can be used to store any type of value, evenincluding
functions or other tables.

Creating Tables

There are generally two ways to create a table from scratch. Thefirst way uses curly
braces to specify alist of values:

nmy_table = {"appl e", "orange", "peach"};
associ ative_table = {fruit="apple", vegetable="carrot"}

The second way isto create a blank table and then add the values one at atime:
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my_table = {};

nmy_table[1l] = "apple";

my_table[2] = "orange";

nmy_table[3] = "peach";
associative_table = {};
associative_table.fruit = "apple";
associ ative_table.vegetable = "carrot”;

Accessing Table Elements

Each “record” of information stored in atable is known as an € ement. Each d ement
consists of a key, which serves as the index into the table, and avaluethat is
associated with that key.

There are generally two ways to access an e ement: you can use array notation, or dot
notation. Array notation is typically used with numeric arrays, which are smply tables
where all of the keys are numbers. Dot notation is typically used with associative
arrays, which are tables where the keys are strings.

Hereis an example of array notation:

t = {"one", "two", "three"};
D al og. Message("El erent one contains:", t[1]);

Hereis an example of dot notation:

t = {first="one", second="two", third="three"};
D al og. Message("Elenment 'first' contains:", t.first);

Numeric Arrays

One of the most common uses of tablesis as arrays. An array isa collection of values
that are indexed by numeric keys. In the scripting engine, numeric arrays are one-
based. That is, they start at index 1.

Here are some examples using numeric arrays:

Example 1:

nyArray = {255, 0, 255};
D al og. Message("First Number”, nyArray[1]);

Thisfirst example would display a dialog message containing the number “255.”
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Example 2:

al phabet = {"a","b","c","d","e","f", "g","h","i","j","k",

"I "l"mll"n"l"O"l"p"l"q"l"r"l"S"l"t"l"u"l"V"lnwll"X"l"y"l"Z"};
Di al og. Message("Seventh Letter", al phabet[7]);

Thiswould display a dialog message containing the |etter “g.”

Example 3:

nyArray = {};

myArray[ 1] = "Option One";
myArray[ 2] = "Option Two";
myArray[ 3] = "Option Three";

Thisis exactly the same as the following:
myArray = {"Option One", "Option Two", "Option Three"};

Associative Arrays

Associative arrays are the same as numeric arrays except that the indexes can be
numbers, strings or even functions.

Hereis an example of an associative array that uses alast name as an index and a first
name as the value:
arrNanes = {Ander son="Jason",

d enmens="Roger ",

Cont reras="Jose",

Hamond="Chri s",

H tchcock="Al fred"};

Di al og. Message(" Anderson's First Nane", arrNames. Anderson);

The resulting dialog message would look like this:

Anderson’s First Hame @
\ir) Jason
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Hereis an example of a simple employee database that keeps track of employee
names and birth dates indexed by employee numbers:

Enpl oyees = {}; -- Construct an enpty table for the enpl oyee nunbers
-- store each enployee's information in its own table

Enpl oyeel = {Name="Jason Anderson", Birthday="07/02/82"};

Enpl oyee2 = {Name="Roger Cl enens", Birthday="12/25/79"};

-- store each enployee's infornmation table

-- at the appropriate nunber in the Enpl oyees table

Enpl oyees[ 100099] = Enpl oyeel;

Enpl oyees[ 137637] = Enpl oyee2;

-- now typing "Enpl oyees[ 100099]" is the same as typi ng "Enpl oyeel”
Di al og. Message("Bi rt hday", Enpl oyees[ 100099] . Bi r t hday) ;

The resulting dialog message would look like this:

\ir) 07inztaz

Using For to Enumerate Tables

Thereis a special version of the for statement that allows you to quickly and easily
enumerate the contents of an array. The syntax is:

for index,value in table do
operate on index and value
end
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For example:

nytable = {"One", "Two", " Three"};

-- display a nmessage for every table item
for j,k in nytable do

Di al og. Message("Table Item, j .. "=" .. Kk);
end

Theresult would be three dialog messages in arow, one for each of the elementsin
mytable, like so:

Table Item E'

L]
‘!f) 1=0ne

Table Item E'

L]
‘!f) 2=Twno

Table Item E|

‘!f) 3=Three

Remember the above for statement, because it is a quick and easy way to inspect the
valuesin atable.
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If you just want the indexes of atable, you can leave out the value part of the for
Statement:

a = {One=1, Two=2, Three=3};

for k in a do
Di al og. Message(" Tabl e I ndex", Kk);
end

The above script will display three message boxes in arow, with the text “One,”
“Threg,” and then “Two.”

Whoa there—why aren’t the table elementsin order? The reason for thisis that
internally the scripting engine doesn’t store tables as arrays, but in a super-efficient
structure known as a hash table. The important thing to know is that when you define
table elements, they are not necessarily stored in the order that you define or add
them, unless you use a numeric array (i.e. atable indexed with numbers from 1 to
whatever).

Copying Tables

Copying tablesis a bit different from copying other types of values. Unlike variables,
you can't just use the assignment operator to copy the contents of one table into
another. Thisis because the name of a table actually refers to an address in memory
where the data within the table is stored. If you try to copy one table to another using
the assignment operator, you end up copying the address, and not the actual data

For example, if you wanted to copy a table, and then modify the copy, you might try
something likethis:

tabl e_one = { nood="Happy", tenperature="Warn' };

- create a copy
tabl e_two = tabl e_one;

- nodify the copy
tabl e_two.tenperature = "Col d";

Di al og. Message(" Tabl e one tenperature is:", table_one.tenperature);
Di al og. Message("Tabl e two tenperature is:", table_two.tenperature);
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If you ran that script, you would see the following two dialogs:

Table one temperature is: g|

\ir) Cold

Table two temperature is: g|

\ir) Cold

Wait aminute...changing the “temperature’ element in table two also changed it in
table_one. Why would they both change?

The answer is simply because the two are in fact the same table.

Internally, the name of atable just refers to amemory location. When table oneis
created, a portion of memory is set aside to hold its contents. The location (or
“address”) of this memory iswhat gets assigned to the variable named table_one.

Assigning table_oneto table two just copies that memory address—not the actual
memory itself.

It's like writing down the address of alibrary on a piece of paper, and then handing
that paper to your friend. You aren’'t handing the entire library over, shelves of books
and all...only the location where it can be found.

If you wanted to actually copy thelibrary, you would haveto create a new building,
photocopy each book individually, and then store the photocopies in the new |ocation.

That's pretty much how it is with tables, too. In order to create afull copy of atable,
contents and all, you need to create a new table and then copy over all of the elements,
one element at atime.
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Luckily, thefor statement makes this really easy to do. For example, here’ s a modified
version of our earlier example, that creates a“true’ copy of table one.
tabl e_one = { nood="Happy", tenperature="Warni' };
- create a copy
table_two = {};
for index, value in table_one do

tabl e_two[index] = val ue;
end

- nodify the copy
tabl e_two. tenperature = "Col d";

Di al og. Message(" Tabl e one tenperature is:", table_one.tenperature);
Di al og. Message("Table two tenperature is:", table_two.tenperature);

This time, the dialogs show that modifying table two doesn't affect table_one at all:

Table one temperature is:

l Warm

Table two temperature is: g|

i) Cold

Table Actions

There are anumber of table-related actions at your disposal, which you can useto do
such things as inserting € ements into a table, removing elements from a table, and
counting the number of eementsin atable. For more information on these actions,
please see Program Reference / Actions/ Table in the online help.
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Functions

By far the coolest and most powerful feature of the scripting engine is functions.
Functions are simply portions of script that you can define, name and then execute (or
“call”) from anywhere else.

In general, functions are defined as follows:

function function_name (arguments)
function script here
return return_value,

end

Thefirst part isthe keyword “function.” This tells the scripting engine that what
follows is a function definition. The function_name is smply a unique name for your
function. The arguments are parameters (or values) that will be passed to the function
every timeit is called. A function can receive any number of arguments from O to
infinity (well, not infinity, but don’t get technical on me). The “return” keyword tells
the function to return one or more values back to the script that called it.

The easiest way to learn about functionsis to look at some examples. In thisfirst
example, we will make a simple function that shows a message box. It does not take
any arguments and does not return anything.

function Hell oWrl d()
Di al og. Message( "Wl conme”, "Hell o Worl d");
end

Noticethat if you put the above script into an event and then try out your application,
nothing happens. Well, that istrue and not true. It istrue that nothing visible happens,
but the magic isin what you don’t see. When the event is fired and the function script
is executed, the function called “HelloWorld” becomes part of the scripting engine.
That means it is now available to any other script in the rest of the application.

This brings up an important point about scripting in AutoPlay. When making a
function, the function does not get “into” the engine until the function definition is
executed. That means that if you define HelloWorld() in a button’s On Click event,
but that event never gets triggered (because the button is never clicked), the
HellowWorld() function will not exist. That is, you will not be ableto call it from
anywhere else.
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That iswhy, in general, it is best to define functions in the Global Functions script of
the project. (To access the Global Functions script, choose Project > Global Functions
from the menu.)

Now back to the good stuff. Let’s add alineto actually call the function:

function Hell oWrl d()
Di al og. Message( "Wl conme”, "Hell o Worl d");
end

Hel | oVr 1 d();

The*HeloWorld();” linetells the scripting engineto “go perform the function named
Helloworld.” When that line gets executed, you would see a welcome message with
thetext “Hello World” init.

Function Arguments

Let’'stake this a bit further and tell the message box which text to display by adding a
parameter to the function.

A parameter is a special variable in the function definition that will be used to
“recaeive’ avalue passed into the function. The value that actually gets passed into the
function is known as an argument.

Tip: Programmers often confuse the terms “ parameter” and “argument,” so you will
often find parameters referred to as arguments, an vice-versa. This is understandable,
since they both refer to almost the same thing: a value being passed to a function (an
argument), and a local variable that represents the value in the function (a parameter).

function Hell oworl d( Message)

D al og. Message( "Wl cone”, Message);
end

Hel l oworl d("This is an argunent");
Now the message box shows the text that was “passed” to the function.

In the function definition, “Message’ isalocal variable that will automatically receive
whatever argument is passed to the function. In the function call, we pass the string
“Thisisan argument” asthefirst (and only) argument for the HellowWorld function.

Note: Parameter variables are always local to the function.
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Hereis an example of using multiple arguments.

function Helloworl d(Title, Message)
Di al og. Message(Title, Message);
end

Hel l oworl d("This is argunment one", "This is argument two");
Hel | oWor | d(" Wl come”, "H there");

This time, the function definition has two parameter variables (one for each argument
it can receive), and each function call passes two string arguments to the function.

Note that by changing the content of those strings, you can send different values to the
function and achieve different results.

Returning Values

The next step is to make the function return values back to the calling script. Hereisa
function that accepts a number as its single argument, and then returns a string
containing all of the numbers from one to that number.

function Count(n)

-- start out with a blank return string
ReturnString = "";

for num= 1,n do
-- add the current nunber (nun) to the end of the return string
ReturnString = ReturnString..num

-- if thisisn't the last nunber, then add a conma and a space
-- to separate the nunbers a bit in the return string
if (num~=n) then
ReturnString = ReturnString..", ";
end
end

-- return the string that we built
return ReturnString;
end

Count String = Count (10);
Di al og. Message(" Count", CountString);
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Thelast two lines of the above script uses the Count function to build a string
counting from 1 to 10, storesit in a variable named CountString, and then displays the
contents of that variablein a dialog message box.

Returning Multiple Values
Y ou can return multiple values from functions as well:

function SortNunmbers(Nunmberl, Nunber?2)
i f Numberl <= Nunber?2 then
return Nunberl, Nunber?2
el se
return Nunber2, Nunberl
end
end

firstNum secondNum = Sort Nunbers(102, 100);
D al og. Message("Sorted", firstNum.. ", " .. secondNum;

The above script creates a function called SortNumbers that takes two arguments (i.e.
has two parameters) and then returns two values. Thefirst value returned is the
smaller number, and the second value returned is the larger one.

Note that we specify two variables to receive the return values on the second last line.
Thelast line of the script displays the two numbers in the order they were sorted into
by the function.

Redefining Functions

Another interesting thing about functionsis that you can override a previous function
definition simply by re-defining it.

function Hell oWrl d()
Di al og. Message(" Message", "Hell o Worl d");
end

function Hell oWrl d()
Di al og. Message(" Message","Hell o Earth");
end

Hel | oVr 1 d();
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The preceding script shows a message box that says “Hello Earth,” and not “Hello
World.” That is because the second version of the HelloWorld() function overrides the
first one.

Putting Functions in Tables

Onereally powerful thing about tables is that they can be used to hold functions as
well as other values. Thisis significant because it allows you to make sure that your
functions have unique names and are logically grouped. (In fact, thisis how al of the
AutoPlay actions are implemented: each action category is actually a table containing
the category’s actions.) Here is an example:

-- Make the functions:
function Hell oEarth()

Di al og. Message(" Message", "Hello Earth");
end

function Hel |l oMoon()
Di al og. Message( " Message", "Hello Mon");
end

-- Define an enpty table:
Hello = {};

-- Assign the functions to the table:
Hel |l o. Earth = Hel | oEart h;
Hel | o. Moon = Hel | oMbon;

-- Now call the functions:
Hel |l o. Eart h();
Hel | 0. Moon();

It is also interesting to note that you can define functions right in your table definition:

Hello =

Earth = function () D al og. Message(" Message", "Hello Earth") end,
Moon = function () D al og. Message(" Message", "Hello Mon") end

b

- Now call the functions:
Hel l o. Eart h();
Hel | 0. Moon() ;
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String Manipulation
In this section we will briefly cover some of the most common string manipulation
techniques, such as string concatenation and comparisons.

(For more information on the string actions available to you in AutoPlay, see Program
Reference / Actions/ String in the online help.)

Concatenating Strings
We have already covered string concatenation, but it iswell worth repeating. The
string concatenation operator istwo periodsinarow (..). For example:

Ful | Name = "Bo".." Derek"; -- FullNane is now "Bo Derek"

-- You can al so concatenate nunbers into strings
Daysl nYear = 365;
YearString = "There are "..DayslnYear.." days in a year.";

Note that you can put spaces on ether side of the dots, or on one side, or not put any
spaces at all. For example, the following four lines will accomplish the same thing:

foo = "Hello " .. user_nane;
foo = "Hello ".. user_nane;
foo = "Hello " ..user_nane;
foo = "Hello "..user_nane;

However, you cannot put spaces between the two dots:

foo = "Hello ". .user_nane; -- syntax error

Comparing Strings
Next to concatenation, one of the most common things you will want to do with

strings is compare one string to another. Depending on what constitutes a“ match,”
this can either bevery simple, or alittle bit tricky.

If you want to perform a case-sensitive comparison, then all you haveto do is usethe
equals operator (==).
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For example:

strOne
str Two

" St rongbad”;
" St rongbad”;

if strOne == strTwo then

Di al og. Message(" Guess what?", "The two strings are equal!");
el se

D al og. Message("Hmmt', "The two strings are different.");
end

Since the == operator performs a case-sensitive comparison when applied to strings,
the above script will display a message box proclaiming that the two strings are equal.

If you want to perform a case-insensitive comparison, then you need to take advantage
of either the String.Upper or String.Lower action, to ensure that both strings have the
same case before you compare them. The String.Upper action returns an all-uppercase
version of thestring it is given, and the String.Lower action returns an all-lowercase
version. Note that it doesn’t matter which action you usein your comparison, so long
as you use the same action on both sides of the == operator in your if statement.

For example:
strOne = "Moohahahaha";
strTwo = " MOOohaHAHAha" ;

if String.Upper(strOne) == String. Upper(strTwo) then

D al og. Message(" Guess what?", "The two strings are equal!");
el se

Di al og. Message("Hmmt', "The two strings are different.");
end

In the example above, the String.Upper action converts strOne to
“MOOOHAHAHAHA" and strTwo to “MOOOHAHAHAHA” and then the if
statement compares the results. (Note: the two original strings remain unchanged.)
That way, it doesn’'t matter what case the original strings had; all that mattersis
whether the |etters are the same.

Tip: You could also use a String. CompareNoCase action to perform a case-insensitive
comparison on the original strings.
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Counting Characters

If you ever want to know how long a string is, you can easily count the number of
characters it contains. Just use the String.L ength action, like so:

twister = "If a wood chuck coul d chuck wood, how much would...um..";
num chars = String.Length(tw ster);
Di al og. Message(" That tongue twister has:", numchars .. " characters!");

...which would produce the following dialog message:

That tongue twister has: g|

L]
‘Er) 56 characters!

Finding Strings:
Another common thing you’ Il want to do with strings is to search for one string within
another. Thisis very simpleto do using the String.Find action.

For example:
strSearchln = "lIsn't it a wonderful day outside?";
str SearchFor = "wonder";

-- search for strSearchln inside strSearchFor
nFoundPos = String. Fi nd(strSearchln, strSearchFor);

i f nFoundPos ~= nil then
-- found it!
Di al og. Message(" Search Result", strSearchFor
" found at position " nFoundPos) ;
el se
-- no |uck
Di al og. Message(" Search Result", strSearchFor.." not found!");

end

342
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...would cause the following message to be displayed:

Search Result

Tip: Try experimenting with different values for strSearchFor and strSearchin.

Replacing Strings:
One of the most powerful things you can do with strings is to perform a search and
replace operation on them.

The following example shows how you can use the String.Replace action to replace
every occurrence of a string with another inside a target string:

st r Tar get = "There can be only one. Only one is allowed!"
st r Sear chFor = "one";
strReplaceWth = "a dozen";

strNewSt ring String. Repl ace( str Target
, StrSearchFor

, StrReplaceWth );

Di al og. Message("After searching and replacing:", strNewString);

-- create a copy of the target string with no spaces init
strNoSpaces = String. Repl ace(strTarget, " ", "");

D al og. Message("After renovi ng spaces:", strNoSpaces);
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The preceding example would display the following two messages:

After searching and replacing;

L]
\!J) There can be only a dozen, Onlv a dozen is allowed!

After removing spaces: FX|

L]
\!J) Therecanbeonlvone, Onlyoneisallomed!

Extracting Strings

There are three string actions that allow you to “extract” a portion of a string, rather
than copying the entire string itself. These actions are String.Left, String.Right, and
String.Mid.

»  String.Le&ft copies a number of characters from the beginning of the string.

»  String.Right does the same, but counting from the right end of the string
instead.

» String.Mid allows you to copy a number of characters starting from any
position in the string.

Y ou can use these actions to perform all kinds of advanced operations on strings.
Here' s a basic example showing how they work:

strOriginal = "It really is good to see you again.";

-- copy the first 13 characters into strlLeft
strLeft = String.Left(strOiginal, 13);
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-- copy the last 18 characters into strRight
strRight = String. Right(strOriginal, 18);

-- create a new string with the two pi eces
strNeo = String.Left .. "awesone" .. strRight .. " Woa."

-- copy the word "good" into strMddle
strMddle = String. Md(strOriginal, 13, 4);

Converting Numeric Strings into Numbers
There may be times when you have a numeric string, and you need to convert it to a
number.

For example, if you have an input field where the user can enter their age, and you
read in the text that they typed, you might get a value like“31". Because they typed it
in, though, this value is actually a string consisting of the characters“3” and “1”.

If you tried to compare this value to a number, you would get a syntax error saying
that you attempted to compare a number with a string.

For example, the following script (when placed in the On Startup event):

age = "31";
if age > 18 then

Di al og. Message("", "You're older than 18.");
end

...would produce the following error message:

Error E|

! E On Startup, Line 2: atkempt to compare number with skring
L
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The problem in this case is the line that compares the contents of the variable “ age”
with the number 18:

if age > 18 then

This generates an error because age contains a string, and not a number. The script
engine doesn’t allow you to compare numbers with strings in this way. It has no way
of knowing whether you wanted to treat age as a number, or treat 18 as a string.

The solution is simply to convert the value of age to a number before comparing it.
There are two ways to do this. One way is to use the String. ToNumber action.

The String. ToNumber action translates a numeric string into the equivalent number,
so it can be used in a numeric comparison.

age = "31";
if String. ToNunber (age) > 18 then

Di al og. Message("", "You're older than 18.");
end

The other way takes advantage of the scripting engine's ability to convert numbers
into strings when it knows what your intentions are. For example, if you're
performing an arithmetic operation (such as adding two numbers), the engine will
automatically convert any numeric strings to numbers for you:

age = "26" + 5; -- result is a nuneric val ue

The above example would not generate any errors, because the scripting engine
understands that the only way the statement makes senseis if you meant to use the
numeric string as a number. As aresult, the engine automatically converts the numeric
string to a number so it can perform the calculation.

Knowing this, we can convert a numeric string to a number without changing its value
by simply adding O toit, like so:

age = "31";
if (age + 0) > 18 then

Di al og. Message("", "You're older than 18.");
end

In the preceding example, adding zero to the variable gets the engine to convert the
valueto a number, and the result is then compared with 18. No more error.
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Special Built-in Functions

There are three special built-in functions that may prove useful to you: dofile, require,
and type.

dofile

Loads and executes a script file. The contents of the file will be executed as though it
was typed directly into the script. The syntax is:

dofile(file_path);
For example, say we typed the following script into afile called MyScript.lua (just a
text file containing this script, created with notepad or some other text editor):
Di al og. Message("Hell 0", "World");

...and we included the filein our AutoPlay project, in the Scripts folder. Wherever the
following line of script is added:

dofil e("AutoPl ay\\ Scripts\\MyScript.lua"));

...that script filewill beread in and executed immediately. In this case, you would see
a message box with the friendly “hello world” message.

Tip: Usethe dofile function to save yourself from having to re-type or re-paste a
script into your projects over and over again.

require
Loads and runs a script fileinto the scripting engine. It is similar to dofile except that

it will only load a given file once per session, whereas dofile will re-load and re-run
thefile each timeit isused. The syntax is:

require(file_path);
So, for example, even if you do two requiresin arow:

require("AutoPl ay\\ Scri pts\\foo.lua");
require("AutoPlay\\Scripts\\foo.lua"); -- this line won't do anyt hi ng

...only thefirst one will ever get executed. After that, the scripting engine knows that
the file has been loaded and run, and future calls to require that file will have no
effect.
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Since the require function will only load a given script file once per session, it is best
suited for loading scripts that contain only variables and function definitions. Since
variables and function definitions are global by default, you only need to load them
once for them to take effect; repeatedly loading the same function definition would
just be awaste of time.

This makes the require function a great way to load external script libraries from the
various events in a project. Every script that needs a function from an external file can
safely require() it, and thefile will only actually be loaded the first time it’'s needed.

type

This function will tell you the type of value contained in a variable. It returns the
string namefor the type of valuein the variable. Valid return values are “nil,”
“number,” “string,” “boolean,” “table,” or “function.”

For example:

a = 989;

strType = type(a); -- sets strType to "nunber”
a="H there";

strType = type(a); -- sets strType to "string"

Thetype function is especially useful when writing your own functions that need to
work with certain data types. For example, the following function uses type() to make
sure that both of its arguments are numbers:

- find the maxi mum of two nunbers
functi on Max(Nunmber1l, Nunber2)
-- make sure both argunments are nuneric
if (type(Nunberl) ~= "nunber") or (type(Nunber2) ~= "nunber") then

D al og. Message("Error", "Please enter nunbers");
return nil; -- we're using nil to indicate an error condition
el se

i f Nunmber1l >= Nunber2 then
return Nunber1;
el se
return Nunber 2;
end
end
end
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Actions

AutoPlay comes with a large number of built-in functions. In the program interface,
these built-in functions are commonly referred to as actions. For scripting purposes,
actions and functions are essentially the same; however, theterm “actions” is
generally reserved for those functions that are built into the program and areincluded
in the aphabetical list of actions in the online help. When referring to functions that
have been created by other users or yourself, the term “functions” is preferred.

Debugging Your Scripts

Scripting (or any kind of programming) is relatively easy once you get used to it.
However, even the best programmers make mistakes, and need to iron the occasional
wrinkle out of their code. Being good at debugging scripts will reduce thetime to
market for your projects and increase the amount of sleep you get at night. Please read
this section for tips on using AutoPlay as smartly and effectively as possible!

This section will explain AutoPlay’s error handling methods as well as cover a
number of debugging techniques.

Error Handling

All of the built-in AutoPlay actions use the same basic error handling techniques.
However, thisis not necessarily true of any third-party functions or scripts—even
scripts devel oped by Indigo Rose Corporation that are not built into the product.
Although these externally devel oped scripts can certainly make use of AutoPlay's
error handling system, they may not necessarily do so. Therefore, you should always
consult a script’ s author or documentation in order to find out how the error handling
is, well, handled.

There are two kinds of errorsthat you can have in your scripts when calling AutoPlay
actions: syntax errors, and functional errors.

Syntax Errors

Syntax errors occur when the syntax (or “grammar”) of ascript isincorrect, or a
function receives arguments that are not appropriate. Some syntax errors are caught by
AutoPlay when you build the project or close the script editor.

For example, consider the following script:

foo =
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The preceding script is incorrect because we have not assigned anything to the
variable foo—the script is incomplete. Thisis a pretty obvious syntax error, and
would be caught by the scripting engine when you build your project.

Another type of syntax error is when you do not pass the correct type or number of
arguments to a function. For example, if you try and run this script:

Di al og. Message("H There");

...the project will build fine, because there are no obvious syntax errors in the script.
As far asthe scripting engine can tell, the function call iswell formed. The nameis
valid, the open and closed parentheses match, the quotes are in the right places, and
there€' s even a terminating semi-colon at the end. L ooks good!

However, at run time you would see something like the following:

Error E]

! E Pagel -= Labell -= on Click, Line 1: 2 arguments required.

Looks like it wasn't so good after all. Note that the message says two arguments are
required for the Dialog.Message action. Ah. Our script only provided one argument.

According to the function prototype for Dialog.Message, it looks like the action can
actually accept up to five arguments:

Dialog.Message | Title,
Text,
Type f
Icon ,
DefaultButton 1

Looking closely at the function prototype, we see that the last three arguments have
default values that will be used if those arguments are omitted from the function call.
Thefirst two arguments—Title and Text—don't have default values, so they cannot
be omitted without generating an error. To make along story short, it's okay to call
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the Dial og.M essage action with anywhere from 2 to 5 arguments...but 1 argument
isn't enough.

Fortunatdy, syntax errors like these are usually caught at build time or when you test
your application. The error messages are usually quite clear, making it easy for you to
locate and identify the problem.

Functional Errors

Functional errors are those that occur because the functionality of the script itself fails.
They occur when an action is given incorrect information, such as the path to afile
that doesn't exist. For example, the following code will produce a functional error:

filecontents = TextFile. ReadToString("this_file_does_not_exist.txt");

If you put that script into an event right now and try it, you will see that nothing
appearsto happen. This is because AutoPlay’ s functional errors are not automatically
displayed the way syntax errors are. We leave it up to you to handle (or to not handle)
such functional errors yourself.

Thereason for thisis that there may be times when you don't careif afunction fails.
In fact, you may expect it to. For example, the following code tries to remove a folder
caled C:\My Temp Folder:

Fol der. Del ete("C:\\My Tenp Fol der");

In this case you probably don't careif it really gets deleted, or if thefolder didn’t exist
inthefirst place. You just want to make surethat if that particular folder exists, it will
beremoved. If it turns out that the folder isn't there, the Folder.Delete action causes a
functional error, because it can't find the folder you told it to delete...but since the end
result is exactly what you wanted, you don’'t need to do anything about it. And you
certainly don’t want the user to see any error messages.

Conversely, there may be times when it is very important for you to know if an action
fails. Say for instance that you want to copy a very important file:

File.Copy("C\\Temp\\My File.dat", "C\\Temp\\My Fil e. bak");

In this case, you really want to know if it fails and may even want to exit the program
or inform the user. Asyou'll seein the next section, this is where the Debug actions
come in handy.
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Debug Actions

AutoPlay comes with some very useful actions for debugging your scripts. This
section will look at a number of them.

Application.GetLastError

Thisisthe most important action to use when trying to find out if a problem has
occurred. At runtimethereis always an internal value that stores the status of the last
action that was executed. At the start of an action, this valueis set to 0 (the number
zero). This means that everything is OK. If afunctional error occurs inside the action,
the value is changed to some non-zero value instead.

Thislast error value can be accessed at any time by using the
Application.GetLastError action.

The syntax is:
last_error_code = Application.GetLastError();

Hereis an example that uses this action:

File.Copy("C\\Temp\\My File.dat","C\\Tenp\\ My File. bak");

error_code = Application. GetlLastError();

if (error_code ~= 0) then
-- sone kind of error has occurred!
Di al og. Message("Error", "File copy error: "..error_code);
Application. Exit();

end

The above script will inform the user that an error occurred and then exit the
application. Thisis not necessarily how all errors should be handled, but it illustrates
the point. Y ou can do anything you want when an error occurs, like calling a different
function or anything else you can dream up.

The above script has one possible problem. Imagine the user seeing a message like
this:
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L]
\!J) File copy error: 1021

It would be much nicer to actually tell them some information about the exact
problem. Well, you arein luck! Thereisabuilt-in table called _tblErrorMessages that
contains al possible error messages, indexed by their error codes. This means you can
usethe last error number to get an actual error message that will make more sense to
the user than a number like“1021.”

For example, hereis amodified script that displays the actual error string:
File.Copy("C\\Temp\\My File.dat","C\\Tenp\\ My File. bak");
error_code = Application. GetLastError();
if (error_code ~= 0) then

-- sone kind of error has occurred!

D al og. Message( "Error", "File copy error:

_tbl Error Messages[ error_code] );
Application. Exit();

end

Now the script will produce the following error message:

Error E|

L]
\!J) File copy error: Source filefs) does nok exist,

Much better information!
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Just remember that the value of the last error gets reset every time an action is
executed. For example, the following script would not produce an error message:

File.Copy("C\\Temp\\My File.dat","C\\Tenp\\ My Fil e. bak");
-- At this point Application.GetlLastError() could be non-zero, but...

Di al og. Message("H There", "Hello Wrld");

-- Oops, nowthe last error nunber will be for the D al og. Message acti on,
-- and not the File.Copy action. The Dial og. Message action w |l succeed,
-- resetting the last error nunber to O, and the following lines will not

-- catch any error that happened in the File.Copy action.
error_code = Application.GetlLastError();
if (error_code ~= 0) then
-- sone kind of error has occurred!
D al og. Message( "Error", "File copy error:
. _tbl ErrorMessages[error_code] );
Application. Exit();
end

Debug.ShowWindow

Every AutoPlay application has the ability to show a debug window that can be used
to display debug messages. This window is available throughout the execution of your
application, but is only visible when you tell it to be.

The syntax is:
Debug. ShowWindow(show_window);

...where show_window is a Boolean value. If true, the debug window is displayed, if
false, the window is hidden. For example:

-- show t he debug w ndow
Debug. ShowW ndow(t rue);

If you run that script, the debug window will appear on top of your application, but
nothing else will happen—yet. That’s where the following Debug actions come in.
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Debug.Print

The Debug.Print action outputs the text of your choosing to the debug window. For
example, try the following script:

Debug. ShowW ndow(t rue);
for i =1, 10 do

Debug.Print("i =" .. i .. "\r\n");
end

The*\r\n” part is actually two escape sequences that are being used to start a new line.
(Thisistechnically called a “carriage return/linefeed” pair.) You can use\r\n in the
debug window whenever you want to insert anew line.

The above script will produce the following output in the debug window:

(=3

= L0 00 =] OO e LD D — |

=

Cloze

Y ou can use this method to print al kinds of information to the debug window. Some
typical uses are to print the contents of a variable so you can see what it contains at
run time, or to print your own debug messages like “inside outer for loop” or “foo()
function started.” Such messages form atrail of bread crumbs that you can tracein
order to understand what’ s happening behind the scenes in your project.
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Debug.SetTraceMode

AutoPlay canrunin a special “trace’ mode at run time that will print information
about every line of script that gets executed to the debug window, including the value
of Application.GetLastError() if thelineinvolves calling a built-in action. You can
turn this trace mode on or off by using the Debug.SetTraceM ode action:

Debug.SetTraceMode(turn_on);

...whereturn_on is aBoolean value that tells the program whether to turn the trace
mode on or off. For example:

Debug. ShowW ndow(t rue);
Debug. Set Tr aceMbde(true);

for i =1, 3 do
Di al og. Message( " Nunber", i);
end

File.Copy("C\\fake file.ext", "C\\fake_file.bak");

Running the preceding script produced the following output in the debug window:

B Debug

[=== LOCATIOM: Pagel -» Labell -> On Click

[ fori=1, 3 do

[5] Dialog.Message(" " Mumber', i];

TRACE: LaztErmar = 0 ["Success."]

[ fori=1, 3 do

[5] Dialog.Mezsage("Mumber'’, i];

TRACE: LaztEror =0 ["Success."

[4] fari=1. 3 dao

[5] Dialog.Mezsage(" " Mumber'’, i];

TRACE: LastEror =0 ["Success.")

[4] fari=1. 3 do

[B]: File.Copy["C:\\fake_file ext", "C:h\fake_file.bak™);
TRACE: LaztErrar = 1027 ['Source file(z] does nat exizt."]
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Turning trace mode on is something that you will not likely want to do in your final,
distributable application, but it can really help find problems during devel opment.

Tip: Always test your application before you ship it to your users! For example, it’s
far less expensive (and embarrassing) to re-burn a master CD because you forgot to
comment out a Debug.ShowWindow() or Debug.SetTraceM ode() action than it is to
re-deploy thousands of CDs to your users.

Debug.GetEventContext

The Debug.GetEventContext action is used to get a descriptive string about the event
that is currently being executed. This can be useful if you define a function in one
place but call it somewhere else, and you want to be ableto tell wherethe function is
being called from at any given time.

For example, if you execute the following script from the On Startup event:

Di al og. Message("Event Context", Debug. Get Event Context());

...you will see something like this:

Event Context E|

L
\EJ’) Projeck -= On Startup

Dialog.Message

This brings us to good ole’ Dialog.Message. Y ou have seen this action used
throughout this scripting guide, and for good reason. Thisis a great action to usein
your code when you aretrying to track down a problem.

For example, you can useit to display the current contents of a variable that you're
working with:

Di al og. Message("The current value of nCats is: " .. nCats);

Y ou can also useit to put up messages at specific pointsin a script in order to “break”
it into arbitrary stages. This can be helpful when you're not sure where an error is
occurring in a script.
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For example, the following script uses four dialogs to let you know how far you have
progressed into a function:

function foobar(argl, arg2)

D al og. Message(" Tenporary Debug Msg", "In foobar()");

-- bunch of script

D al og. Message(" Tenporary Debug Msg", "1");

-- bunch of script

D al og. Message(" Tenporary Debug Msg", "2");

-- bunch of script

Di al og. Message(" Tenporary Debug Msg", "Leaving foobar()");
end

If the error occurred after you saw temporary debug message “2”, you' d know the
problem was somewhere between the lines where temporary debug messages “1” and
“2" are shown.

Final Thoughts

Hopefully this chapter has helped you to understand scripting in AutoPlay Media
Studio. Once you get the hang of it, it isareally fun and powerful way to get things
done.

Other Resources
Hereisalist of other places that you can go for help with scripting in AutoPlay.

Help File

The AutoPlay help fileis packed with good reference material for all of the actions
and events supported by AutoPlay, and for the design environment itself. Y ou can
access the help file at any time by choosing Help > AutoPlay Help from the menu.

Tip: If you arein the script editor and you want to learn more about an action, simply
click on the action and press the F1 key on your keyboard.
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AutoPlay Web Site

The AutoPlay web siteis located at http://www.indigorose.convams. Be sure to check
out the user forums where you can read questions and answers by felow users and
Indigo Rose staff as well as ask questions of your own.

Tip: A quick way to access the online forums is to choose Help > User Forums from
the menu.

Indigo Rose Technical Support

If you need help with any scripting concepts or have a mental block to push through,
feel freeto open a support ticket at http://support.indigorose.com. Although we can't
write scripts for you or debug your specific scripts, we will be happy to answer any
general scripting questions that you have.

The Lua Web Site

AutoPlay’s scripting engineis based on a popular scripting language called Lua. Lua
is designed and implemented by a team at Tecgraf, the Computer Graphics
Technology Group of PUC-RIo (the Pontifical Catholic University of Rio de Janeiro
in Brazil). You can learn more about Lua and its history at the official Lua web site:

http://www.lua.org

The Luawebsite is also where you can find the latest documentation on the Lua
language, along with tutorials and areally friendly community of Lua developers.

Note that there may be other built-in functions that exist in Luaand in AutoPlay that
are not officially supported by Indigo Rose. These functions, if any, are documented
in the Lua 5.0 Reference Manual.

Only the actionslisted in the online help are supported by Indigo Rose Software.
Any other “undocumented” functions that you may find in the Lua documentation are
not supported. Although these functions may work, you must use them entirely on
your own.
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%TempLaunchFol der%, 347

\
\r\n, 355

_tblErrorMessages, 353
A

accessing table elements, 328

action category, 149, 183

Action Properties dialog, 166

actions, 131, 145, 158, 186, 227, 247, 258,
279, 289, 349

Actions category, 146

actions, cutting and pasting, 188

Add Action button, 149, 152, 183

Add Code button, 285, 293

add operator (+), 288

adding a panel image, 195, 211

adding atext banner, 213

adding a video object, 216

adding actions, 145

adding an if statement, 283

adding background music, 244

adding buttons, 131, 158

adding custom video contrals, 222

adding page actions, 187

adding pages, 155

Align to Page mode, 102, 103, 117, 120,
198, 212

aligning objects, 98, 102, 144

Alignment setting, 65, 84, 180, 215

Alignment toolbar, 102, 103

alignment tools, 101, 103, 117, 166, 179,
198, 212

alphatransparency, 131

application, 155, 263, 267, 270

Application.Exit, 150, 151, 284, 352, 353,
354

Application.GetLastError, 352, 356

arguments, 294, 296, 335, 337

arithmetic operators, 319

arranging objects, 104

arrays. Seetables

aspect ratio, 58, 220

assignment operator (=) , 280

associative arrays, 329

Attributes category, 56, 118

Attributes tab, 159

audio channel, 248, 254

Audio folder, 256

Audio Settings dialog, 239, 241, 244

Audio.Load, 253

Audio.Pause, 251

Audio.Play, 258

Audio.Stop, 258

Audio. TogglePlay, 247

Auto Start, 219

autocomplete, 230

AutoPlay program window, 18

autorun.inf, 273

B

background, 37, 41

background color, 38, 177
background image, 4147, 156
background music, 244, 247
Background Music tab, 244, 254
background style, 40
BackgroundColor, 215
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BackgroundStyle, 215

backslashes, 256

begin playing automatically, 219

black bars, eliminating, 220

block, 283

Bold, 70

Boolean variables, 316, 348

Border, 215

Border Color, 215

bounding box, 50, 58, 75, 92, 110, 116,
119, 125, 167, 177

browse button, 223, 242

building a compressed executable, 267

building to afolder, 263

burning aCD, 271

button objects, 131, 165

Button Properties dialog, 132, 159, 162

Button.SetText, 289

Buttons folder, 135

C

capitalization, 286

category, 149

category heading, 20, 73

CD, 271

CD_ROOQT, 51, 53, 263

CD-R/CD-RW option, 272

centering objects, 99, 101, 103, 117

changing text settings, 61, 138

changing the default object sounds, 239

CHANNEL_BACKGROUND, 248

CHANNEL_NARRATION, 254

cleaning unused resources. Seeresource
optimizer

Click color, 76, 86, 140, 181, 200, 214,
223

click sound, 239, 242, 243

Click gate, 72

clipboard, 164

Close button, 221

color chooser, 38, 78, 80, 82

color square, 78, 80

colors

design environment, 27
Colorsdialog, 74, 78, 181
comment operator (--), 291
comments, 307
comparing srings, 340
compressed executable, 267
Compressed Executable option, 268
concatenating strings, 340
concatenation operator (..), 289, 321, 340
condition, 283, 287
constants, 154
control pandl, 217, 218
control structures, 323-27
converting numeric strings into numbers,

345
copying colors, 78, 181
copying objects, 164
copying tables, 332
counting, 288, 292
counting characters, 342
creating functions, 294
creating tables, 327
ctrl-clicking, 91
cursive fonts, 78
cursor, 170
cursor keys, 220
Cursor setting, 170
custom actions, 294
custom color, 75
custom sound effects, 242
Custom tab, 75, 79
custom video controls, 222

D

debug actions, 352

debug window, 354, 355
Debug.GetEventContext, 357
Debug.Print, 355
Debug.SetTraceMode, 356
Debug.ShowWindow, 354, 356
debugging your scripts, 349
default object sounds, 239
default values, 282
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default web browser, 154

deleting objects, 52

Desert Sunrise, 41, 44

design environment, 17, 18, 19, 27

Dialog.Input, 287, 297, 298

Dialog.Message, 279, 281, 282, 284, 287,
291, 302, 309, 328, 329, 339, 350, 351,
352, 353, 354, 356, 357

displaying a message, 279

distributing objects, 120

Docsfolder, 114, 154

dofile, 347

dominant object, 92, 93, 99, 179

double quotes, 312

Down state, 140

drag and drop assistant, 162, 203, 224

drag selecting, 94

draw order, 106

duplicating objects, 60, 141

duplicating pages, 157

dynamic text, 182

E

edit button, 63, 201

Edit Text dialog, 63, 84, 202

editing multiple objects, 98

Effects folder, 240, 242

ese, 287, 323

esaif, 323

email, 169, 172

empty string ("), 185, 186, 187

Encrypt Data Segment option, 269

encryption, 267

enumerating tables, 330

equality (==) , 285

error handling, 349

escape sequence, 184, 256

escape sequences, 313, 355

escaping backdashes, 314

escaping strings, 313

event tabs, 148, 160

events, 145, 151, 158, 182, 183, 186, 258,
282, 289

executable, 263, 267, 268
expressions, 319
extracting strings, 344

F

F1 help, 24, 358

Family setting, 70, 138
File setting, 165, 223, 224
File.Copy, 351, 352, 353, 354, 356
File.Open, 216
File.OpenEmail, 242
File.OpenURL, 152, 155
File.Run, 216

finding strings, 342
Folder.Delete, 351

Font dialog, 67

font family, 70, 138

font gotchas, 78

font settings, changing, 67
font Sze, 58, 138

for, 291, 292, 326, 330
forums, 24, 300

frame effects, 195
function arguments, 336
function definition, 336
function prototype, 350
function variable, 294
functional errors, 351
functions, 294, 300, 317, 335, 348

G

Gallery pane, 45, 195, 211, 224
Gallery tab, 41, 49

GetName function, 297, 299
global functions, 336

Glaobal Functions dialog, 294
global variables, 309

Gradient Color, 41

grid, 24

grouping objects, 116, 226

H
Hard Drive Folder option, 264
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Height, 56, 165, 178 local variables, 294, 298, 309

Helloworld function, 335, 337, 339 locking objects, 125, 190
help, 24 logical operator, 291
help file, 358 logical operators, 321
hexadecimal, 39, 40, 73, 81, 181 Loop setting, 219, 254
Highlight color, 73, 75, 86, 139, 181, 200, loops, 291

214, 223 Luavariables, 308
highlight sound, 239, 240, 241 Luaweb site, 359
Highlight state, 72, 139
hotkeys, 61 M
HTML files, 154 mailto: link, 170
hyperlinks, 72, 74 Make Same Height, 138

I Make Same Size, 138
Make Same Width, 138

Icons folder, 106 Match Normal button, 82, 181, 200, 214
if, 283, 286, 287, 289, 323 matching colors, 82
image object, 48 Maximize button, 17
Image Properties dialog, 43 menu commands, 11
Images folder, 54, 156 More Calors..., 73
Images subfolder, 49 mouse, 72
inequality (~=) , 286 mouse pointer, 170
initialization, 282 mouse position, 51
input dialog, 299 moving actions, 188
input field, 287, 297 moving objects, 51, 111
interactive buttons, 131 MP3, 240
interactive labds, 72, 86 multi-line comments, 307
Italic, 180 multiple arguments, 337
multiple lines, 62
J multiple objects, 83
joining strings, 289 N
K Name, 156
Keep Scaling Mode, 220 naming objects, 66, 164, 178, 223, 225
keyboard shorteuts, 11 naming variables, 281, 310
knowledge base, 25 navigation buttons, 158
New Action wizard, 149, 152, 183
L New Button Object button, 132
labl objects, 56 New Label Object button, 59

New Project dialog, 15

newline (\n), 63, 184

nil, 315, 348

Normal color, 73, 86, 181, 200, 214, 223

Label Properties dialog, 57, 82
Left, 56, 84, 165
loading an audio file, 251
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Normal state, 72
not equal (~=) , 286
notes, 291

null characters, 312
numbers, 312, 348
numeric arrays, 328
numeric tests, 288

O

object browser, 109, 118, 122
object position, 51, 56
object size, 51, 56
objects
aligning, 98, 102, 144
arranging, 104
centering, 99, 101, 103, 117
copying, 164
deleting, 52
deselecting, 51, 94
distributing, 120
drag selecting, 94
duplicating, 60, 141
editing, 98
grouping, 116, 226
locking, 125, 190
moving, 51, 96, 111

naming, 66, 164, 178, 223, 225

pinning, 119, 167, 198, 213
resizing, 58, 111
selecting, 51, 91, 100
ungrouping, 227
unlocking, 126

Ogg Vorbis, 240

On Click, 145, 158, 160, 162, 166, 186,
227, 230, 279, 280, 281, 285, 289, 292,

296
On Close, 187, 249, 258
On Enter, 182, 183, 186
On Leave, 182, 185, 186
On Preload, 187, 188, 282, 290
On Show, 187, 249, 251
On Startup, 295, 306, 357
online forums, 24, 300

onlinehdp, 24

opacity, 112

operator associativity, 322
operator precedence, 322
operators, 319

order of table elements, 332
Orientation setting, 69
output folder, 263, 265, 266

overlapping objects. See arranging objects

overriding functions, 338
P

page, 37
background, 37
settings, 37
shadow, 27
size 31
page actions, 187
page background, 157, 195
page events, 187, 247, 249, 282
page manager, 158, 162
page name, 156, 157
Page Properties dialog, 47
page surface, 19, 37, 38, 41, 47, 157
page tab, 155, 156, 164, 195, 211
Page.Jump, 158, 160, 162, 166, 186
Page.Navigate, 167
pages
adding, 155
duplicating, 157
previewing, 221
renaming, 157
panel images, 195, 211
Panels folder, 196, 211
panes, 19, 22
pinning and unpinning, 23
tabbed, 22

paragraph objects, 177, 192, 199, 203, 213

Paragraph Properties dialog, 182, 214
Paragraph.SetText, 183, 184, 186, 187

parameters, 152, 154, 160, 166, 184, 185,

229, 233, 248, 253, 289, 294, 335
pausing the background audio, 247
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pinning objects, 119, 167, 198, 213
PlayAutomatic, 254
playing an audio file, 251
preferences, 25
design environment, 27
project size, 28
prefixes, 281
Preview pane, 45, 137
previewing, 31, 85
previewing a single page, 221
program menu, 18
program window, 18
programming. See scripting
Progress Window settings, 269
project, 54
naming, 16
previewing, 85
saving, 32, 85
dtarting anew, 14
project file, 14, 16
project folder, 14, 16, 53, 113
Project pane, 53, 113, 134, 156
project settings, 29
project size, 28
project template, 16
properties pane, 20, 38, 50, 94, 134, 146,
151
closing, 20
opening, 20
Publish wizard, 263, 267, 271
publishinga CD, 271
publishing a compressed executable, 267
publishing to afolder, 263
putting functionsin tables, 339

Q

quick action, 169
Quick Help, 232

R

red squiggles, 64
redefining functions, 338
redo, 97

relational operators, 320
relative paths, 51

Remove Unused Resources dialog, 114
removing objects, 52
renaming pages, 157

repeat, 325

repeating actions, 291
replacing strings, 343

require, 347

reserved keywords, 311
resize handles, 54, 58, 92, 119, 167
resizing objects, 111

resource optimizer, 113
Restore button, 17

Restore Size, 56

return, 294, 297, 335, 337
return values, 294, 300
returning multiple values, 338
returning values, 337

revert, 115

RGB, 40, 75

S

saving, 85, 106
SayHello function, 296, 299
script editor, 147, 151, 159, 166, 186, 188
Script editor, 290
Script tab, 159, 229
scripting, 276, 279, 302
comments, 307
important scripting concepts, 306
variables, 308
scripting resources, 358-59
scroll bar images, 206
scroll bars, 179, 199, 216
Scrall Style, 204
scrolling text, 192
security, 269
select aline of text, 188
Select File dialog, 41, 43
selecting multiple objects, 91
selecting objects, 51, 100
semi-colon, 233
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sending email, 169
setting object-specific sound effects, 242
Settings tab, 229
Setup Factory, 266, 267
shadow effects, 131
shift-dragging, 225
sideways text, 69
single executable file, 267
single quotes, 313
Size setting, 70, 180
sizethreshold, 47
sKin files, 206, 218
sound effects, 239, 242
Sound Effects tab, 239, 241
soundtrack, 244
spacing objects. See distributing objects
spell check, 64, 202
standard highlight sound, 240, 241
Standard tab, 74
Standard toolbar, 168
State Colors category, 72
dtates, 82
Click, 72
Disabled, 72, 131
Down, 131
Highlight, 72, 131
Normal, 72
Up, 131
status bar, 19, 51
statustext, 174, 177
storing functionsin tables, 339
String.CompareNoCase, 288, 341
String.Find, 342
String.Left, 344
String.Length, 342
String.Lower, 341
String.Mid, 344
String.Replace, 343
String.Right, 344
String. ToNumber, 346
String.Upper, 287, 288, 341
strings, 160, 184, 233, 256, 279, 281, 282,
289, 312, 348

comparing, 340

concatenating, 340

converting to numbers, 345

counting characters, 342

extracting, 344

finding, 342

mani pulating, 346

replacing, 343
subroutines, 300
SW_SHOWNORMAL, 154
syntax errors, 349

T

table functions, 334

tables, 317, 327-34, 348
accessing e ements, 328
associative arrays, 329
copying, 332
creating, 327
enumerating, 330
numeric arrays, 328
order of elements, 332

target mediasize, 28

technical support, 25, 359

TedSdlers.txt, 203

terminator, 233

test, 283

testing anumeric value, 288

Text, 165

text colors, 72, 138

text offset, 224

Text setting, 201, 214

TextFile.ReadToString, 351

then, 287

this, 289

title bar, 30, 31, 221

toolbars, 18

Top, 56, 84, 179

transparency, 112

transports, 218

TrueUpdate, 18

types, 311, 348
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U Video Properties dialog, 216
Video.Pause, 230

undo, 97, 106 _ Video.Play, 227

undocumented functions, 359 Video.Stop, 230

ungrouping objects, 227 volume, 245

unlocking objects, 126

unused resources, 113 w

up folder, 107, 156

updating AutoPlay, 18 ai grtzwa?% 153, 154

user forums, 24 -

using a for loop, 291 &VS I(;on312e4d|alog, 15

using a variable, 280 Width, 56, 165, 178

\V width and height, matching the, 137
window title, 30

V. Scrall, 216 windowed objects, 106

values, 311 work area, 20, 100

variable assignment, 318 workspace layouts, 23

variable names, 281

variable scope, 309 Y

variables, 280, 281, 287, 289, 291, 292, y offset, 224

308
naming, 310 Z
video actions, 227
video controls, 217, 222 z-order, 104, 106, 108, 216

video objects, 216
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