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Welcome

Welcome to Dazzler Deluxe, the computer program designed for people who don't have
time to program computers, yet who <till want to create training courses and
presentations which are as eye-catching and effective as the latest multi-media
technology will allow. Dazzler Deluxe records results too, giving feedback to both
student and trainer.

About your Dazzler Documentation

This manual is divided into two parts, of which this is the first, outlining Dazzler and its
featuresin general.

The second part is devoted to tutorials showing how to put together different kinds of
courses. The Reference Manua is separate, and is also available on-line, offering a
detailed description of each component of Dazzler.

New Features of Dazzler Deluxe 3.1

Dazzler is designed to help you put together training courses and presentations in the
shortest possible time without the need to learn a programming or authoring language.
This version of Dazzler runs under Microsoft Windows 3.1 (or higher) and is designed to
make the most of its features. Simply "clicking and dragging" with the mouse is all that is
needed to define the tasks making up a course. Text, drawings, pictures, sound and video
can all be used. When the student presses buttons on the screen in answer to a question,
the replies can be logged as right’ or 'wrong' for an automatic training report to be
generated at the end of the course. Version 3.1 of Dazzler has lots of new features to help
trainers create the most effective training courses:




Full editing in the Presentation Window. Any object can be modified when the
course is being built. Just click on the button, picture, text, or any other object, and
move it around. Double-click to change its attributes, without having to go back to
the course window. Duplicate any object from within the Presentation Window. In
this way, buttons can be copied and automatically aligned with lightning speed.

Repsonses can be linked directly to tasks by clicking and dragging the right hand
mouse button in the Course Window. This saves time - you don’t have to go to the
setup dialog box of each response and select task tag numbers from the list of tasks.

Pictures, Text and Graphics Shapes can all have effects added to them. So text can
appear through an effect without having to create a bitmap of it first.

Any object can be animated - text, pictures, and even video, can be moved along
paths to create visual impact. Bezier curves can be created for the animation path as
well.

Improved button responses. Pictures can be put on buttons; full control of text,
button colour, shading and depth is available.

User 'drag and drop' response. Any object appearing in the Presentation Window can
be dragged around the screen by the student. When the course is run, the user can
pick up a picture of a test instrument, for example, and move it around a background
picture of the equipment to be tested. Release the mouse and be scored on whether
the test was done in the correct place.

List box and combo-box responses - let the user select from a list of choices you
define.

Full control of menus. A new menu action gives you full control over the menu bar.
The menu response lets you detect which menu option has been chosen by the user
and to branch accordingly.

The functionality of Dazzler Deluxe can now be extended througiposti for
Dynamic Link Libraries (DLLS). In this way, objects and functions not already in
Dazzler can be added with Microsoft Visual Basic and C++.

OLE 2.0 action. Objects from other applications, such as graphics packages,
spreadsheets and word processors can now be directly embedded in the Dazzler
Presentation Window using Microsoft's new Object Linking and Embedding 2.0
architecture. Presentations and courses can be built which show spreadsheet charts,
for example. Clicking the chart will bring up the menus and button bars for the




application which created the object so that the user can manipulate it directly if
required.

Greater graphic control. Objects can be layered in the Presentation Window. A new
Palette action allows control over which palette is active at any time, eliminating the
palette flashes which can occur when running in a 256 colour mode.

Full file read and write. In addition, Dazzler Deluxe supports database access
through Microsoft's ODBC (Open Data Base Connectivity) standard. This allows
Dazzler courses to access any database which supports ODBC, such as Access,
FoxPro, SQL Server, etc.

Full support for the improved MCI Digital Video standards, including the MPEG
subset.

Preloading of graphics images - eliminate loading delays at time-critical pointsin a
course or presentation.

Greater grid flexibility - define horizontal and vertical size separately and view the
grids on screen as you align objects, if you wish.

A Debug trace to see which tasks were called when the course was run. Get a better
idea of how your courses are structured.







Getting Started

System Requirements

Dazzler will run on any IBM PC compatible computer which runs Windows 3.1 or
higher. This usually means at least a 386 type processor with 4MB of RAM. If you
intend to do alot of fractal compression and image manipulation, the faster the machine
the better. Dazzler itself requires about 2.0 MB of hard disk space for the developer
system. However, pictures, sound and particularly digital video files can take up
substantially more than this, especially while developing courses, so a large hard-disk is
always a good idea.

Dazzler doesn't need any additional hardware to be able to create effective courses.
Nevertheless, it lets you take advantage of many of the emerging standard technologies to
enhance your courses. The following items can be added:

CD ROM drive for reading Kodak Photo CDs and for playing back courses
distributed on CD. Make sure that the drive is Kodak Photo CD 'multi-session’
(or at least 'single-session’) compatible.

Graphics card supporting more than the usual VGA 16 colours - for instance
256 colours. The more colours you can show on the screen, the more redlistic
photographs will look. Many computers now come with graphics cards
capable of higher resolutions, but Windows may only be configured for VGA
- consult your computer manual for details. Otherwise, one of many graphics
cards can beinstaled in a spare slot.

Windows compatible sound card, such as a SoundBlaster, for recording voice-
overs and sound effects, and playing them back in your courses from the
computer disk.




. Digital Video card, such as those based on the Video for Windows, MJPEG or
MPEG standards, for recording and playback of video from the computer
disk.

. CD Recording system for creating your own CD-ROMS.

. Video overlay card displaying live video from a video tape or camera within
your presentations.

. Computer controlable VCR or video disk player, for adding video material at
precise pointsin your courses.

Installing the software

From Diskettes

Insert the Dazzler Program diskette in a floppy drive of your computer with Windows
running. From Program Manager select Run from the File menu and type in A:SETUP
or B: SETUP depending on which drive the disketteisin. Y ou will then be taken through
the simple installation steps. If all is well, you will get a message saying that the
installation has been completed successfully.

From CD

The process is similar to that above, but you will need to run Setup from the drive
associated with your CD.

Testing your hardware configuration

As discussed above, Dazzler can be used with a wide range of hardware add-ons.
Bringing them all together in a course can seem daunting, so it is best to check each item
individually before attempting to use them within Dazzler. This will also help us in
providing technical support to you. For example, if you have an audio card, test it out
with the Sound Recorder which comes with Windows 3.1 in the Accessories group. Refer
to the instructions which came with your hardware items for more details.
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Dazzler Basics

The Dazzler Development Environment

To start Dazzler, just double click on its Program Manager icon in the usual Windows
way. The key features of the Development Environment are as follows:

&
- =&

File  Ldit Course Hun ¥ew Hedings  ShHes  Wisdow Help ¢— enu bar
Dl ] o+ 8wl [#l ]l [#le—_  Tool Bar
- w | -
=) ] S
] T Tah
-~ @ a - -
L& [1] Task |-
o Al o Achons
N vl oo
TR
s L
& Puctuis « HOUSETS BMP 5 Passd
T Fiposac = Karghed ard I
l 1Em] Cantinie - Manl lik & Woess njut
1o Hof Spat
BE G
ﬂ‘ ' =] Push Bulioa
\_ fh‘hlu
Course Window i Drag Obgect
gk P et inpst
i Status Bar lcon Window - S5 Lisibas lnget
Metrages = Chack Buman u
g G aral branch *
Criaslia & iw u LIk

11



. The menu bar contains all the tools for opening, checking, running and
saving courses, setting preferences and arranging the interface.

. Thetool bar isashort cut to some of the more frequently used menu options.

. The icon window shows pre-packaged functions ready for incorporation into
your course - just drag them to the cour se window. The icon window can aso
be configured to show only the icons you find most useful.

. Several course windows can be opened at one time, so that parts of one
course can be copied to another, or several related courses can be developed
at the same time and inter-linked.

. The status bar indicates both the progress of the saving and loading of
courses and gives a brief description of each menu option as the mouse is
dragged over it.

. The presentation window shows the course as the student will seeit.

How to Build a Course

At the heart of Dazzler is the idea that a course consist of a series of tasks - things which
will happen during the course. A task consists of up to three parts - events, actions and
responses. These act as the building blocks of a course and are shown in the icon
window. The event, action and response icons in the Icon Window can be expanded to
reveal the list of ones available by clicking once on the appropriate icon in the icon
window, like a button (e.g., clicking the 'Action’ icon shows the possible actions as icons
below it).

& Task

ﬂEvent
ﬂﬂactinns

ﬂﬁespnnses
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Start a new course by selecting New from the File Menu or by selecting the button
from the button bar. A new course window will appear on the left hand side of the
Dazzler window.

It will initially contain a course with one task, showing its action and response icons. The
action icon in turn will contain three icons usually needed to set up a course - Window,
Clear and Menu.

If your computer is set up to run in a 256 colour mode, there will be one additional icon
already inserted, the palette action.

To add another task to a course, click on the Task icon in the icon window. Hold down
the left mouse button and drag it to the Course icon in the course window. The new task
will be added to the end of the course. Drop the task on top of an existing task to insert
the new one beforeit.

Icons can show or hide their detail. This is shown as a raised on indented icon button.

For example, if atask is shown like thiss & ITTTASK T cjicy on theicon to reveal its
structure :
1& [1] Task
—@ Actions

B WWindow

= Menu

&2 Clear

&2 Picture - TEST.EMP
L7 Responzes

Continue - Mext task

The two basic activities in building a course are as follows:

Click, drag and drop tasks, actions and so on, into your course window. You can have
severa actions and responsesin one task.
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..........

2 Course

AOUrse
[1] Task
—@Actinns
— T Window
— & Menu
— &7 Clear
g2 Picture - TEST.EMP
L7 Responses
— O YWait 5.0 secs - Next task
Continue - Mext task

+]
Double click on any action or response to define what it is going to do. A dialog box
appears showing what options are available for that particular object. For example,

double-clicking on a graphics action in a course brings up the following set-up dialog
box:
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= Graphics Action

General I Attributes ] Tranzitions

[% lcon Text: |Picture - TEST.BMP

Display:

Drawing Location:

Fractal Image
Photo CD Image

Filename

IE:‘\HELASS?'\TEST.BHP u

Refer to the Tutorial section for a step-by-step guide to building courses.

What are Events?

Events are used when it is necessary for part of the course to be activated by some
occurrence - a message from another Windows application or a variable defined in the
course reaching a certain value, or a menu option being selected by a student. Events
deliberately interrupt the flow of the course.

| * Event

Keyhoard
&Y% Demon
A7 DDE
Menu
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If atask has a Menu event, then when the student selects the particular menu option in a
course, this task will be carried out. Similarly with the Keyboard event, pressing a
particular key, such as the Escape key, can interrupt the flow of the course and trigger the
task to which it is attached.

Demons and DDE events are advanced features. Demons detect a combination of
variable values being reached - for instance, a student reaching a particular score during
the course. DDE events trigger their associated tasks when a particular message is
received from another Windows application. In this way, training courses can be
integrated into any application which supports DDE.

Since events are used infrequently, they do not automatically appear in the structure of
the task. However, dragging and dropping an event icon onto the task will add it to the
structure.

What are Actions?

Actions are the most visible part of Dazzler. They show things in the Presentation
Window, from simple text through to digital video. Despite the range of actions
available, they are all set-up in the same way - drag an action from the icon window and
drop it onto the appropriate task. Then double click on the action icon in the course and a
dialog box appears showing the unique characteristics of that action - the position of the
picture, its file name, etc. You can have several actions in one task. They will be
performed in the order in which they are shown in the Course Window, top to bottom.
They will al be carried out before any responses attached to the task are performed.
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Hereis a brief description of what the actions do. A fuller description, and step by step
instructions on how to set them up, can be found in the Reference Manual.

Window

Use this action to define the size of the window the presentation will use, whether it runs
full screen, has amenu bar, and so on.
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Menu

Creates and modifies a menu bar in the Presentation Window.
Clear

Clears the contents of all, or part of, the Presentation Window.
GraphicsImage

This action is used for displaying pictures and drawings, stored in a variety of formats
(such as bitmaps) on the computer’s disk, or Kodak PhotoCD from a compact disk. You
can define where in the Presentation Window the picture will appear and also any effects
such as wipes, dissolves, etc.

Text

This action displays text in any font colour and size you choose. The text can either be
entered into the action itself, or read from afile.
Graphics Shape

Sometimes it is useful to be able to add a box, line or border to a screen without having
to create a picture file for it. Thisis what the Graphics Shape action allows you to do, as
well as defining styles and colours for the lines and boxes.

Widget

A sequence of pictures can be shown for cartoon-style animation. The time taken to
complete one cycle of the picturesin the sequence is specified in seconds and fractions of
seconds.

Movies

Digital video stored on computer disk can be played back using this option. Microsoft's
Video for Windows, Intel’s DVI, MJPEG and MPEG formats are all supported, as well
as Autodesk Animator and Animation Works Interactive animations.

OLE?2

Dazzler 3 alows you to embed information such as pictures and text from other
Windows applications which support OLE2. For example, a Microsoft Word Document
can be added to the Presentation Window, complete with transition effects, asif it were a
“native” Dazzler object

M ove Object
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Any action object - Picture, Text, Graphics Shape, Widget and even a Movie File can be
moved along a path.

Palette

The palette action’s main role is to help overcome problems in the way in which
Windows handles 256 colour pictures. It controls how the colours in a picture are
chosen.

Sound

With a Windows-compatible sound card (see System Requirements) you can play back
sound files from your computer disk. In addition, you can select tracks from an audio CD
in a CD-ROM drive or play MIDI music files if you have a compatible device.

Run Another Course

Courses can be built as a series of modules stored as individual Dazzler courses. They
can then be linked together by this action. This helps in the construction and maintenance
of large courses.

Print
Anything displayed in the Presentation Window can be printed out using this command.
LiveVideo

If you have a video overlay card to show the signal from a VCR or camera on your
computer screen, then this action can be used to position the video in the presentation
window.

Tape Control

If you have a video tape recorder or video disk player which has MCI software support,
you can control it through this action. For instance, going to a particular part of the tape
and going to 'play'. In conjunction with the 'Video' action, the video picture can then be
shown to the student.

DLL Function

Dynamic Link Libraries, or DLLs, are computer programs containing specific functions
which can be called from other programs whenever they are needed. These can be
accessed directly from Dazzler using the DLL Action.

DDE
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Dynamic Data Exchange is a powerful way for Windows programs to communicate with
each other. Thus, from this command you can ask an application such as Microsoft Excel
to load up a particular spreadsheet and carry out certain actions. Usually the whole
'macro’ language of the package being controlled can be used as DDE commands. Refer
to the application’s reference manual for details of its DDE command set.

Launch Another Application

This allows you to run another program at certain points in the course. For example, the
Windows calculator could be called up when the student has calculations to perform
during the course. DOS programs can be run as well.

Animation
Pictures can be moved along paths around the screen with this action.
MCI Command

Microsoft's Multimedia Control Interface is a general way of issuing commands to
perform multimedia functions. Usually Dazzler does al the work of using these
commands for you - the Actions take care of it. However, this action is available if you
want to issue MCI instructions directly from the course yourself.

Variables/Functions

As an advanced feature, variables can be used in avariety of ways. Sophisticated scoring
schemes can be created by assigning different values to variables depending on which
answer the student selects.

ODBC Action

If you have the Database Toolkit, available separately, you can link Dazzler to any
database supported by Microsoft's ODBC standard.

WriteTo File

Dazzler keeps track of basic scoring automatically. This can then be used by the Dazzler
Analysis Module. However, variable values can also be written out to a file using this
action, for use in other packages, such as spreadsheets.

Read From File
Text can be read from a file and stored in a variable for processing and display.

Simulator
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If you have the TQC Process Simulator Link Module, you can setup process control
parameters and goals from this action and run the simulations themselves.

What are Responses?

Having let the actions build the screen to show to the student (for example, a picture with
some text on it), the responses are then used to specify how the student is to respond to
those actions. This can include, for example, pressing a button on the screen to move to
the next picture, typing answers to questions displayed, etc. Each response is linked to
another task which will be carried out when that response is activated. Buttons and Hot
Spots can aso be assigned 'right’ and ‘wrong’ for logging student results.

A task can have several responses. The one which is carried out is the one whose
conditions are met first. For example, if there is a Pause response and a User Input
response attached to the same task, if the time period defined in the Pause expires before
the user has pressed the specified key, the course will branch to the task specified in the
Pause response, rather than the one specified in the User Input one.

' 7 Responses
' * Branch

D Pause
Keyhoard Input
= Mouse Input

A Grid

Fush Buttan
Menu

| Drag Ohject
Editor Input
Listhbox Input

8= Check Button

'~ Conditional branch
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Hereisabrief description of what the responses do. A fuller description, and step by step
instructions on how to set them up, can be found in the Reference Manual.

Branch

Use this to go immediately to another part of the course without waiting for a response
from the student.

Pause

Wait for a period of time, defined in seconds, before moving on to another task.
Keyboard

Wait for the student to press any, or a particular key.

Mouse

Wait for the student to click the mouse button.

Hot Spot

Use this response to create rectangular hot-spots in the Presentation Window. If the
student clicks the mouse on this spot, the course will move on to the task defined in the
response. In this way, photographs can be made interactive, for example. Clicks in a
region can be logged as 'right’ or 'wrong’ for student scoring.

Grid

If many Hot Spots are needed (for instance on top of a map), the grid response provides
an easy way to do this. A rectangle can be defined and divided into a number of rows and
columns. Each element of the grid, when clicked on, can lead to a different task in the
course.

Push Button

Thisis one of the most commonly used responses. It places a button with text at a point
on the screen. When the student presses it, the course moves on to the specified task.
Button pushes can also be logged as right’ or ‘wrong’ for student scoring.

Menu
Trigger the response when the user selects a particular menu item.
Drag Object
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Using this response, the user can drag any object around the screen. A Drop Area can be
defined which will trigger the branching specified in the response.

Editor Input

This displays a standard Windows edit box on the screen so that the student can type in
answers which can be assigned to variables for later use.

Listbox Input
This provides away of letting users choose from alist box or drop-down combo box.
Check Button

Check boxes, or radio buttons, can be used to allow the student to select one or more
possible answers.

Conditional Branch

This response checks the value of variables, such as student score, and will branch to a
different part of the course if a particular expression istrue.

Frame Location

This response is used in conjunction with the Tape Control action to wait for the tape or
disk to reach a particular point.

Notification

Thisis used in conjunction with certain actions, such as Movies, Animation and MCI, to
wait for the action to complete before moving on to another task.

Dazzler Run-time

Once you have created a course using the Development Environment, it can then be run
directly from an icon in Program Manager using the Run-time module, DZLRUN.EXE.
Create an icon in a Program Manager group pointing to DZLRUN and taking as a
parameter the full path name of your course, e.g.

\DAZZLER\DZL RUN.EXE C:\DAZZL ERCCOURSESIMYCOURSE.DZL

If you are using the optional Dazzler Desktop application to replace Program Manager,
refer to the instructions given for that application.

23



Analysis Module

The Dazzler Analysis module alows trainers to examine the data logged in data files by
Dazzler courses. It provides analysis by both student and by course, with examination of
time taken to answer questions, and how many times the student got a question right and
wrong. Results can be displayed and printed in both graphical and tabular form.

24



Tutorials

The best way to learn how to build courses using Dazzler is to try it for yourself. The
tutorials described here can be installed via the Tutoria option in the Dazzler installation
procedure and are designed to serve two purposes:

. to teach how to use the features of Dazzler.

e to provide a series of templates which can be copied into your courses,
reducing the time needed to create them.

It is assumed that you are comfortable with using Microsoft Windows. The first tutorial
goes into more depth about the individual steps required to create a course. It is therefore
suggested that you at least run through thisfirst tutorial if you are new to using Dazzler.

25






A Picture, Text and a Button (PICTBUTN.DZL)

Description

The first simple ‘course’ well build is designed to show the student a photograph with
some text on top of it. A button will be added to the bottom of the picture. When the
student presses this button, the course will end.

Procedure

Start a new course, either by pressing the new course button or by selecting New

from the File menu. An untitled Course Window will appear with a Course icon and one
Task icon:

= e

&F Course

oy Actions

B3 Wind owe
&P Clear

? Responses

B

The task icon in the course window appears dightly indented, like a pushed-down button.
This indicates that it has been expanded as far as it will go. Click once on the task icon.
The task icon will now appear raised and its action and response icons will be hidden. In
this way, the detail of the course can be hidden or examined:
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= [Untitled] (~]«]

& Course

[2] Task

':@Actinns

I?_ Fesponses

Adding a Picture
The first task in the course now needs some actions (i.e., things that should happen at this

point in the course). Move the cursor over on the Graphics Image icon {E in the Icon
Window and click the left mouse button. Keep the mouse button held down and drag the

icon over to the Action icon @ in the Course Window. Let go of the mouse button. The
Graphics Image icon will now be dropped into the course. Notice how the cursor
changes as you drag the icon - when it shows the icon it meansit is OK to drop it at this
point.
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= Y

|&7 Task

# |Event

=1 Window | Actions
== Menu IEWindnw
&P Clear =

| & Clear

|2 Graphics Image
L' ? Responses ] Text

|@% Graphics Shape
| " Widget

3 @ IWlowie Files

|0LE OLEZ Object

|1 Move Object
IE Falatts 3

Note: If you find it easier, rather than dragging icons from the Icon Window you can just
double-click on one of the action or response icons in the course to bring up a list of
possible things which can be attached to it. For example, double-clicking on the action
icon will display the following list:

Graphics Image
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= Action Manager

Select the actions required:

Modify Window + 0K
Clear Window —
Display Graphics Image
Dizplay Text LCancel
Dizplay Graphics Shape
Live Yideo

Sound

Tape Control

Send DDE Command
Launch Another Application
Run Another Course
Widget +

Click on the Display Graphics Image item in the list and press the OK button. The icon
will now appear in the course asif it had been dragged from the Icon Window.

You can now specify which picture you want to display. All actions and responses are
set-up by double clicking their icons in the course. Thus, double-clicking on the Graphics
Image icon you have added to the course will display the following dialog box:
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= Graphics Action

General I Attributes ] Transitions

[T lcon Text: IEraphi-::s Image

Dizplay:

Drawing Location:

Fractal Image
Photo CD Image

-Eilename

=]

Cancel

Displaying a picture is the default choice in the Display list. Refer to the Reference
Manual for adescription of all the formats.

There are many options which can be chosen which affect the way a picture looks in the
course. However, Dazzler has been designed so that the default settings are probably
good enough initialy - you can always go back later and experiment with other settings.
The main thing we do need to do at this stage is to select which picture file to show.

Click on the browse button E towards the bottom of the dialog box. The standard
Dazzler Deluxe File Open dialog box will appear:
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File Hame: Directories:

Ihnuse1 6.bmp c:imclazzshexamples
arrow.bmp [+ [=ch +
backdrop.rle = mclass
ball.bmp [
cd.bmp = examples
door.bmp
housel.bmp
housge16_bmp
isc.bmp ¥
mcback_rle -
mmclass.ile EI Drives:

= c: ms-dos_B 4
Lizt Files of Type: I £ ms-cos_ |—I | L I | Cancel I
IAII Pictures |i|

Browse through the directories in the middle column to find C\DAZZLER\DEMO. The
files in this directory will be shown on the left. Highlight HOUSE16.BMP (or
HOUSE.BMP if your computer is configured for 256 colour mode or higher). The
Preview check box can be selected to show the picture in the dialog box before it is
inserted into the course. When you have found the picture you want to use, click the OK
button. Y ou will now be returned to the Graphics Image dialog box.

If the position of the picture is left undefined, Dazzler will assume that you want it to fill
the Presentation Window. For now though, let's actually define the position of the
picture. Press theocation / Define... button. The Presentation Window will now appear.
g -
The cursor will change to 4. Move the mouse to the point where you want the top

left corner of the picture to be located. Press the left mouse button, and, while holding it
down, drag the mouse to the position of the bottom corner. As you drag the mouse you
will see the picture being 'painted’ into the Presentation Window. Release the mouse
button. The floating tool bar will appear.
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like this.

This contains tools for manipulating the objects in the Presentation
Window.

The picture just inserted will have small rectangular ‘handles’ for
changing the size of the area taken up by the picture. Move the mouse
over them and the cursor will change to an up & down or diagonal
arrow. Clicking and dragging the mouse at this point will change the size
of the picture area. The cursor will change to a cross cursor when the
mouse is moved into the picture area itself. Clicking and dragging at this
point will move the entire picture.

The setup dialog box for the picture, or any other object in the
Presentation Window can be accessed directly by double clicking on the
object itself. There is no need to go back to the Course Window and
double click on the icon; it is quicker to double click on the object itself
in the Presentation Window.

When you are happy with the position and size of the picture area, select

the exit button from the floating tool b@, or press th&scape key
at the top left of the keyboard. The Course Window should now look

&F Course

[1] Task

=5 Actions

=% Picture - HOUSE1R BhP

? Responses
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(Note: Dazzler has automatically documented your course by indicating what the
graphics action will do: - Picture - HOUSE.BMP. Y ou can change the label of the icon
from its setup dialog box. Double-click on the icon and check the Icon Text box. Now
type in your own description of what the action is doing in the box next to it.

= Graphics Action

General ] Attributes ] Transitionz

[® lcon Text: IThis iz the first picture

Dizplay:

Drawing Location:

Fractal Image
Photo CD Image

-Eilename

CAMCLASSAERAMPLESAHOUSE1G6.BMP I

If you don't want Dazzler to do any documenting for you, select Preferences from the
Settings menu and uncheck Self Document Objects. See the Reference Manual for more
details).

To check how this action looks to the student, press the Test button in the tool bar
under the main Dazzler menu bar. The Presentation Window should appear, containing
the picture you've chosen. To return to the Course Window, press the F3 function key,

or close it in the usual Windows way by double clicking the top left hantil)x

The course so far will simply show the picture and then the course will end. The next
step is to add a button to the course so that the picture remains on the screen until the
button is pressed by the student.

34



Deleting Objects

To get rid of any task, or one of its components, highlight it by clicking on it once with
the mouse. Now press the delete key, or select Cut from the Edit menu, or click the

waste-basket icon in the tool bar.

Adding a Push Button

Click and drag the Push Button response from the Icon Window to the Course Window.
Release the mouse button when the cursor is over the Responses icon of the task. The
Push Button will be added to the task:

&F Course -
[1] Task
=5 Actions
BT Window
& Clear

&2 Picture - HOUSETR BMP
7 Responses
I—‘ Push Button

L]

This time, don't ater any of the default settings for the push button. Instead, see how this

will look to the student. Again, click on the Test . button. The Presentation Window
will reappear, showing both the picture and a 'Continue’ push-button at the bottom
middle. This is the default, size, position and text of a push button. Now let’s change it a
bit.

Close the Presentation Window by pressing the F3 key. Double click on the Push Button
icon in the Course Window. The following dialog box will appear:
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= Push Button Hesponse

General I Attributes

[ lcon Text: IF‘ush Button

® Text -
O Picture IEuntmue I

-Resulting Action

Log As: |N/A | Set ¥ariables I

(@ Mext Tazk

! Branch to Task Tag Number |1 E

Type in ‘& OK’ in the button text box. The '&’ in front of the 'OK’ text in the button text
box indicates that the letter following ('O’) will be the keyboard shortcut character (i.e., if
the student presses 'O’ on the keyboard, this will be equivalent to clicking the button with
the mouse). To change the position and size of the button, click on the Modify... button.
The Presentation Window will reappear showing the picture. The button will appear with
‘handles’ around it indicating that it is the currently active object:

OK

Click and drag the corner box 'handles' to change the size and shape of the button. The
button can be moved around the picture by clicking in the middle of the outline box and
dragging it around the Presentation Window. When you are happy with the size, shape
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and position, click the Exit button @ in the floating tool bar or press the Escape key
on the keyboard.

Press the Test button on the button bar again. The Presentation Window will show the
picture with the modified button on top. Press the F3 key to return to the main Dazzler
window.

Adding Text

Finally let's add some text on top of the picture. Click and drag the Text icon from the
Icon Window to the Course Window. To insert this action after the Graphics Image

action , drop it on the Actions icon E so that the picture is shown first and then the
text is put on top of it (to insert it before, drop it on the Graphics Image icon itself ).

= e

+

& Course

[1] Task
—@Actinns
B3 Wvindow
B Menu

7 Responses
B0k - Mext task

]

To setup the text action, double click onitsicon. The following dialog box will appear:

37



= Display Text Action

General I Attributes ] Transitions

[ lcon Text: IText
Text:

[ ]=

]
Location: g

Make sure the Text box is ready for editing by clicking once in it. A flashing line | should
appear.

Type in the text you want to appear in the Text edit box. You can have more than one
line of text.

Click on the Attributes tab at the top of the dialog box to bring forward the attribute
options:
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= Display Text Action

Click the Font... button to select the size, colour and type of font:
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Font: Font Style: Size:

IAriaI I Reqular
Regular

Cancel

T ChelthmlTC Bk BT N Italic
' CopprplGoth BT @ Bold
T CopprplGoth Hy BT Bold Italic
Courier

Effects Sample

[ Stikeout

" e AaBbYyZz
Color:
I-BI""E= IEI Thiz iz a TrueType font. Thiz same font will be

used on both your printer and your screen.

Note: It is best to choose TrueType fonts, marked with a M in the font list, since these
will look better on the screen. Also, choose one which comes as standard with Windows,
such as Arial or Times New Roman if you intend to run the course on other computers.

Click the OK button when you have selected the font. You will now be back at the
Display Text Action dialog box. Click on the General tab at the top left of the box to
bring forward the text entry. Click on the Location Define... button next to it to specify
where the text is to appear in the Presentation Window.

The picture and push button added previously will be shown. The cursor will look like

this. i . Position the cursor at the top left point of where you want the text to appear.
Hold down the left mouse button and drag the mouse to define the rectangle to hold the
text. The text will appear as the mouse is dragged. Release the mouse button. The
position of the text can be atered by dragging the rectangle around the screen just as you
did with the push button. If there is too much text on one line to fit into the width of the
area you have defined, Dazzler will wrap the text to the next line. If there is too much
text to fit into the whole box, the bottom of the text will be cut off at the edge of the area.
You can double-click on the text itself to bring up a setup dialog box. In this way, you
can edit the wording of the text, add a transition effect or a drop-shadow to it from the
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Attributes tab. For example, double-click on the text to bring up the setup dialog box.
Click on the Transitionstab :

= Display Text Action

General ] Aftributes ] Transzitions
Effects
-Attributes
Replace
Cover from left Step Size: |2

Cover from right

Cover from top S peed: Iw| :I

Cover from bottom msecs hetweenlﬂ]

Cloge in horizontally steps:

Cloze in vertically

Choose Cover from Left in the Effects list and Medium from the Speed box. Click the OK

button to return to the Presentation Window and then the Exit button @ from the
floating tool bar or the Escape key to return to the Course Window.

Now see how the 'course’ so far will look to the student. This time, rather than just testing
the actions, we'll run the course. Either select From Start in the Run menu, or click on the

Run button in the tool bar. The picture will appear in the Presentation Window with
the text shown on top, 'wiped’ from left to right. Clicking on the button, or pressing the
button shortcut key, will end the course since we have not specified any further tasks in

this course.
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Next, save the course. Select Save from the File menu or press the Save button in
the tool bar. The standard Windows File Save As dialog box will appear. Select the
directory and file name under which you want this course to be saved. Click on OK.

That concludes the first part of the tutorial. The procedures you have gone through show
al the main features of putting together a course. There are lots more actions and
responses which can be incorporated into courses, but these are all used in exactly the
same way as the onesin this tutorial.

The next section will add a few more commonly used techniques to the course we have
just created. Later on, we will look at more specialised features such as incorporating
video and sound in courses. Feel free to experiment at any point, and refer to the
Reference Manual to find out more about any particular feature.

Setting up the Presentation Window

So far, when we have run the course, the Presentation Window has appeared with the
default text 'Presentation Window’ in its title bar and a default menu beneath that. These
settings can be changed by using the Window action. Double click on the Window icon to
show the setup dialog box:
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General ] Attributes

[T lcon Text: I"-'-"induw

Window Title: |
Location
! Default ' Bectangle
® Maximized |640 x 480
! Full S5creen

Choose Full Screen from the Location part of the dialog box. Click the OK button.

Re-run the course (from the menu or the button bar). This time the picture, text and
button should appear without a Window title bar at the top of the screen. In this way,
although the system is still using Windows, its complexity is hidden from the student.
Press the button to end the course.

Adding mor e than oneresponse

In some courses it may be useful to be able to jump to a different part of the course if the
student doesn't respond in a given time period. This can be achieved by using more than
one response in a task. To add a timer to your current course, click and drag the Pause

response icon @ from the Icon Window and drop it on the push button response icon
added earlier. It will beinserted into the list of responses as shown:
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& Course

[1] Task
—Eﬂxctiuns
—IT YWindow
— & Clear

— 2 Picture - HOUSE1E. BMP
—E This is atest...

L 7 Responses

................... Wiait 5.0 secs - Mext task

Fush Buttan

B

Double-click the Pause icon to bring up the pause set-up box:

= Time Pause Hesponse

[ dcon Text: |wWait 5.0 zecs - Hext tazk

e

Pause for I Ll Seconds

-Resulting Action

| Set Yanables I

(@ Mext Tazk

(! Branch to Task Tag Humber |1 E
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Type-in a pause, (for example 5 seconds) in the Pause for box and click on OK. We
won't worry for now about branching to other tasks since our course only has one task at
the moment.

Re-run the course. This time, if the button on the picture is not pressed within the
specified pause period, the course will move on, in this case ending the course.

(N.B. In this case, the ordering of the responses doesn’t matter - the Pause could have
been added after the push button.)
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Asking a Question (QUEST.DZL)

The next thing to look at is adding questions to a course.
This tutorial will build a simple new course which does the following:
. asks the question "What is 2+27"
. allows selection of an answer by pushing a button
. gives feedback to the student about whether they got it right or wrong
This example will then be extended to add the following features:
. prompt for the student’s name

. produce a performance summary at the end.

Start a new course, either by pressing the new course button or by selecting New
from the File menu. An untitled Course Window will appear with a course icon and one
task icon.

Well take care to document this small course as fully as possible, so double click on the

Course text next to the icon in the course window: <2 COUISE Typein a Course Title
in the dialog box which appears, such as"Maths Test".

Course Title: I Maths Tesl

| (1] I LCancel I

Click on the OK button. The course title will now appear next to the course icon.

The first task will be to set up the Presentation Window, so let’s label it as such. Double
click on the[1] Task text next to the first task icon. Type in a suitable label for this task:
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lcon Text for Task Tag |1 |Setup|

[T Show Events | (1] 4 I | Cancel I

Setup the Window action in the course by double clicking on itsicon. Select Full Screen
in its Location section. Set a background colour for the Presentation Window by clicking
on the Attributes tab of the dialog box and checking the Bk Colour box. Pop down the
list of colours next to it by clicking on it. Choose a colour from the list (you can mix your
own colour by selecting the Customize option at the bottom of the list).

General ] Attributes

[C Hide Window [* Bk Colour >3 [ =
I

[X Title Bar Drawing Area Size +
¥ Minimize Box @ Auto : :
X' Masimize Box s
X Sizable Border O Fixed Size n_
i |
[ Scroll Bars [ Rescale Win l - |
= Customize +
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TASK 2 - Asking the question

Drag a Task from the Icon Window to the course window. Drop it on the Course icon
itself - thiswill add it after the first task. Dropping it on the first task would have inserted
it before. Tasks and their components can be re-ordered simply by clicking and dragging
them around the course window.

Give the new task a name by double clicking on its text to bring up the text edit box. Call
it "Question 1", for example.

Now ask the question by dragging a Text action from the Icon Window and
dropping it onto the Action in Task 2, thus adding it after the Clear Window.

Double-click on the text next to the icon to show its set-up dialog box.

Type in the question text "What is 2 + 2 ?" into the Text box and press the Font... button
in the Attributes section of the dialog box to select a suitable font (for example, Arial
36pt in red).

Press the Define button and position the text towards the top of the screen in the same
way asyou did in Tutoria 1. Click OK to return to the Course Window.

Having asked the question, you can now let the student respond by selecting from

possible answers in the form of push-buttons. Drag a Push Button response from the
Icon Window and drop it on the Response icon of the second task.

Double click on the icon to define how the button is to behave. In the Button Text box
type &3 (remember the ‘&’ is there to provide keyboard support - pressing 3 will be the
same as clicking this button with the mouse). All buttons have a default position at the
bottom middle of the Presentation Window. To move the '3’ button to a more suitable
place, click the Modify button and drag the button outline around the screen. Click OK
when it isin theright place.

In the Log As part of the dialog box, select Wrong. Click OK to end the setting up of the
button. The links to other parts of the course will be made later.

The Course Window should now look like this:
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& Maths Test
—1& [1] Setup
—Eﬂxctiuns

= Window

= henu

& Clear
L7 Responses
&7 [2] Question 1
—Eﬂxctiuns

L= wWhatis2 +2 7.

L7 Responses

L]
To add two more answer buttons, either drag the Push Buttons response icon from the
Icon Window as you did for the first one, or copy the button just created and modify its
attributes. There are two ways of doing this - in the Course Window or the Presentation
Window. For both methods make sure the '3’ button response is highlighted by clicking
once on it.

1. Select Copy from the Edit menu (hold down the Ctrl key and press C) and then choose
Paste (Ctrl + V). A copy of the button will be pasted into the response list for this task
after the first button. The same process can be achieved by clicking and dragging the
button in the course onto the Response icon for that task. Release the mouse button: a
message will appear asking if you want to move or copy the object. Choose Copy.

Alternatively, the button can be copied from within the Presentation Window. Double-
click on the button icon in the Course Window. Select Modify in the set-up dialog box.
The button will be shown highlighted in the Presentation Window. Click the Copy Object

button on the floating tool bar. Click and drag the copy of the button which is now
lying directly on top of the original. This process can be repeated to create a third answer
button. At this stage the buttons al contain the same text. To modify the two just added,
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double click on the button in the Presentation Window or the Course Window. Alter the
Text to read ‘&4’ and ‘&5’ respectively. Modify the positions so that the buttons do not
overlap in the Presentation Window. Also, change the '4’ button to 'Log As’ Right.

The three buttons can also be aligned automatically in the Presentation Window. Click
on the three buttons in turn while holding down the shift key on the keyboard. This will
highlight all three as a group. They could also be selected by clicking and dragging the
mouse to define arectangle around all three buttons.

n
.

|4lign Objects Let

4
1!

on
&
=3 |a[ii |

o e Y R

—

Now click on the Align Objects Left button 5 in the floating tool bar. The left hand
edges of the buttons will now all be lined up. The buttons can also be spaced evenly

=+t
automatically as well. Press the Space Evenly Verticaly button . The spaces
between the buttons will now be equal. The buttons can be moved about as a single
object while they are all grouped together. Clicking and dragging any of the buttons will
move them all. Position the buttons under the question text created earlier. Press the Exit
button on the floating tool bar, or press the Escape key, to return to the Course Window.

The Course Window should now look like this:
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|47 Maths Test

—& [1] Setup

— o5 Actions

=3 Window

= Menu

& Clear

L7 Responses

&7 [2] Question 1

—Eﬂxctiuns
L& whatis2 +2 7.

L7 Responses

5 - Wrang - Next task

4 - Right - Next task

3 - Wrong - Mext task

=l ]

Note that Dazzler is documenting what each object does (e.g., '& 3 - Wrong - Next Task).
If this is not happening, check that the Self Document Objects option is on in the
Settings/Preferences menu item.

Run the course to see how it looks so far. If the question text looks the wrong size or
colour, or the buttons aren't in the right positions, double click on the text action or
button responses and modify the appropriate attributes.

Now tidy up the course window by collapsing the two tasks created so far. Click once on

the Task icon for each task- remember they act like buttons. The course window
should now look like this:
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haths Test
&F|[1] Setup
7| [2] Question 1

The next two tasks to be added will let the students know that they've got the answer
wrong or right.

Telling the student they've got it wrong

Drag another Task from the Icon Window and drop it on the Course icon in the Course
Window. It will be added to the end of the course. Double click on the task text label and
give it aname such as'Wrong'.

Drag a Clear Window action onto the task.

Next, drag a Text action and drop it onto the new task. Double-click to set up its
attributes - give it some text such as 'No, that's wrong - try again’, select a font for it and
position the text in a rectangle on the screen.

Y ou can check how it looks by pressing the Test button in the tool bar - thisjust runs the
current task.

After showing the student the message the course will wait a few seconds before asking

the question again. Drag a Pause response icon @ onto the Response icon of this third
task. Double click on it and set it up to Wait for 3 seconds. Let's also start to deal with the
links between the tasks.

Highlight the Pause response icon in the course. Click and hold down the right hand
mouse button and drag it to the Question 1 task. Release the mouse. A link from the third
task back to the second will be made automatically.

Alternatively, click on Branch to Task Tag Number in the Resulting Action of the dialog
box. Press the Select... button to bring up alist of the tasks you can branch to. You can
now see that thisiswhy it isimportant to give the tasks names. To get this task to branch
back to the question after the pause is over, just click on Question 1 in the list. Select OK
and return to the Pause dialog box. The number 2 has been automatically inserted in the
Branch to Task Tag Number box. Click OK.
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The course window should now show the new task with a branch from the pause back to
the question task.

& haths Test

&7 |[1] Lag On
[2] Cluestion 1 -

Mo, that's wrong.. Try a..

|7 Responses
I—I@Wait 3.0 secs - Goto task 2—

Collapse thistask by clicking once oniitsicon.
Telling the student they’ve got it right

Copy the "Wrong' task by clicking once on the "Wrong’ text label of the task and then
clicking and dragging it up to the Course icon. You will be prompted to move or copy
the task. Choose Copy. A duplicate task will be added to the end of the course.

First change itstext label to 'Right’.

Now open up the task by clicking once on its icon. Note that the entire structure of the
previous task has been copied.

Bring up the set-up dialog box of the text action and change the text to say 'Yes that's
right’. The font and position of the text has been copied from the previous task, but it can
be changed if you want.

In the Pause response, select Next Task from the Resulting Action part of its set-up
dialog box.

Collapse this task by clicking once on its task icon.
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Getting and displaying data

Dazzler stores information used in a course in variables. Some of these, such as
CourseTitle and SudentName, are aready built in as part of the automatic student
logging; others you can create to store information relevant to a particular course, for
example JobTitle.

In the previous simple quiz the student was asked a question and told whether they had

got the answer right or wrong. It can be very useful to record the student’s details and to
produce a score sheet of their performance in the training course, as well as recording
those results for later analysis.

This section will look at recording the student’s name and ID, as well as displaying a
score sheet at the end of the course.

Getting the student’s details

Editor Input responses will be used to get the student's name and ID. The information
typed in will be stored in two built-in variabl&udentName andSudentlD.

Use the “What is 2+2 ?” example course created earlier. Insert a new task between the
first ‘Setup’ task and the ‘Question 1’ task. Don’t worry that the task numbering now
appears out of sequence. Dazzler can take care of sorting out the number labels later.

Drag aText action into the new task. Set it up to display the text “Student Name” and
“Student ID” on the left of the Presentation Window with enough room to place edit
boxes next to them.
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= Display Text Action

General I

Attributes ] Transitions

[ lcon Text: IText
Text:

Student Hame -

Student ID -

[ ]=

5
L]

To get the information from the student and into the course, add two Editor Input

responses by dragging them into the task from the list of Responses in the Icon Window.
The task should now look like this:

[5] Task
=5 Actions
student Mame . Student 1D ;.
? Responses
Editor Input
Editor Input
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Setup the Editor Input responses by double-clicking on their icons. Set them both to have
borders and to be single line in the Attributes tab of the dialog box.

= Editor Response

™,

! ] Cortrol ] bl azk

Bk Colour: | | |£

® Single line I ¥ert Scroll Bar [X Border
) Multiple line [~ Hosiz Scioll BEar - [ Read Only

IEase Inzenszitive |EI Justify ILEH :I
[ Initially Highlighted Character Limit: I

Also use the Assign To Variable option to store the result of the student’s typing in the
variables, as shown below:
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= Editor Response

™

G EneraIE I Attributes ] Contral ] Mask

[ lcon Text: IEditm Input

X -Aszzign to Yanable:

IStudentHame IEI [ Initially dizplayed

Finally, also add a Push Button and position it towards the bottom of the Presentation
Window. When the student presses this button, the course will move on to ask the “+”
guestion. The names and ID typed into the edit boxes by the student will be stored in the
variables store at this point.

When the course is run, the first screen to be seen should look something like this:
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Student Name : | |

Student ID | |

Continue

Showing Results
The final task in the course will show the student how they've done.

Drag a new task from the Icon Window onto the course icon in the course window. This
will add it to the end.

Give it a label (by double-clicking on the text to the right of the icon), for example
‘Results.

Drag a Clear Window action onto the task.

Drag a Text icon from the action list in the Icon Window and drop it on the new task.

Dazzler now has to be told what to display. This will be a combination of fixed text such

as “Name of student” and information itself collected as the course runs and stored in
variables, such as StudentName. Dazzler also generates its own information as it runs: it
calculates scores and records the number of questions which were repeated, etc. Any task
which contains a response which is loggedRaht or Wrong, for example the answer
buttons in the Maths Test courss,marked as being a question by Dazzler. The number

of these questions is stored in the varidiid©fQuestions. Double-click on it and enter

the following in theText box. The variables browse buttg can be used to bring up
the list of variables. This can help to prevent typing mistakes if the names of the variables
are typed in directly.
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= Insert ¥ariable

Yarnables

CoursePath
CourseTime
‘Courzel itle
DraggedObjectM ame
DragScaleYalue
EmorMeszage
ErrorMumber
InstanceHandle
MciHeturnD ata
MoOfQuestions
ObjectFromx
ObjectFromY
ObjectT o

ObjectT oY

(0] 4 I | Cancel I

Pick the names of the variables from the list, one at a time. They will be inserted in the
text box :

Course: {CourseTitle}
Date: {ActualDate}
Student : {Student Name} ID : {Student| D}

The parentheses {} tell Dazzler to inserts the contents of that variable. The score sheet
can be talored to display whatever information you think will be relevant. The
appearance can be changed with the Font and Attributes settings of the Text action.

Finally, drag a push button response onto the response part of the task. There is no need
to ater its attributes since the default is a 'Continue’ button at the bottom middle of the
Presentation Window - when the student presses this, the course will end.

The course should now look like this:
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— &7 |[1] Log On

& [2] Question 1

|&s Actions

| & Clear Window

L[] Whatis2 +2 7

— &3 - Mext Task - Wrang
— |2 &4 - Goto task 4 - Right
= &5 - Mext Task - Wrang '|
— &7 |[3] Wrong -
— &7 |[4] Right =
_— &7 |[5] Results

Run the course and check that each stage works as you want it to.

61






Pictures and Hot Spots (HOTSPOT.DZL)

Dazzler screens can aso be linked using Hot Spots. Areas of the Presentation Window
can be defined as Hot Spot responses which act as invisible buttons - when the user clicks
the mouse in these areas, or presses a defined key, the response is activated and the
presentation branches accordingly. For example, a photograph of a piece a machinery
could be shown and the user could click on the start switch to show a video clip of the
machine operating. The hot spot regions can be either rectangular or irregularly shaped
so that the hot spot can exactly fit part of a picture.

To use Hot Spots, add a picture to a new presentation using the Graphics Image action.

Now drag a Hot Spot response ! into the presentation. Double-click on the icon to set
it up. Thefirst thing to do isto define the size and shape of the Hot Spot.

|=-‘ Hot Spot Response

General ] Aftributes | Keyvboard

[ lcon Text: IHl:lt Spot
Type

S

C Polygon

‘Resulting Action

None EI

@ Next Task

C Branch to Task Tag Number I B

Cancel
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Select Rectangle from the Type section for your first experiment. Now click the
Define...button. The Presentation Window will appear and the cursor will change. Move
the cursor to the point which will become the top left corner of the Hot Spot. Click the
left mouse button and hold it down while dragging the mouse to the bottom right point.
Release the mouse button to define a rectangle. The size of the Hot Spot can be changed
by clicking and dragging the handles shown at the edge of the rectangle formed. The Hot
Spot can be moved by clicking anywhere inside the Hot Spot rectangle and dragging it to
its new position. Double-click inside the Hot Spot to bring up the set-up box again. Click
on the Attributes tab. Y ou can now define the way in which this region will behave.

= Hot Spot Response

™,

GEeneral ] Attributes ] K.eyboard

[ Show Dutline

G
[ Show Image
| o

Mousze
¥ Left Button @ Button Down
[~ Right Button (' Button Up
| Double Click

To change the cursor whenever the user moves it into the hot spot area, click on the Show
Cursor check box. The default cursor is a pointing hand, but others can be chosen by
pressing the Load... button. A range of different cursors are supplied with Dazzler, but
any .CUR file can be used.
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If you want the Hot Spot area to be more obvious when the user moves the mouse over it,
then click on the Invert check box. The colours of the region will be inverted whenever
the mouse is within the region, thus highlighting it.

The region can either be activated by a single or a double click of either mouse button -
choose the appropriate radio button choice from the Mouse part of the set-up box.

If you want the user to be able to use the keyboard to select the region rather than, or in
addition to, using the mouse, click on the Keyboard tab of the set-up box. For example,
to trigger the region by pressing "1" on the keyboard, click on the Specific Key radio
button and type 1 in the edit box next to it.

= Hot Spot Hesponse

General ] Attributes ] Keyboard
! Hone
) Any Key
@ Specific Keys I 1|
Chrl+ Insert Dn Arrow F8
Shift+ Page Up F1 F9
WA+ Page Dn F2 F10
E nter Home F3 F11
ESC End F4 F12
Tab Left Arrow  F5
BackSpace Right Arrow FGB
Del Up Armow F7

Press the OK button when you have finished setting up the Hot Spot and click the Exit

button @ in the floating tool bar to return to the Design Window.
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To try out the result, click on the Run button in the tool bar. The picture you have

chosen should appear. Clicking anywhere other than in the Hot Spot area will have no

effect. Moving the mouse into the Hot Spot area will change the cursor shape and the

area will ‘light up’ if thelnvert option was chosen in the set-up. Clicking the mouse or
pressing the assigned key will end the presentation or take it on to the screen linked to it,
just as if a button had been pressed.

SeveralHot Spot responses can be used in one task, giving a 'multiple choice' facility to
pictures. For example, differeiot Spots on the same picture could link to tasks
showing close-up views of that particular part of the picture, or an explanation of the part
selected using text and video.
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Adding voice over using the Sound Action

This tutorial shows you how to add a voice over or music to any screen. In this example,
when the user is shown a picture, a voice over asks the user to click on a part of the
screen to get more information. This example will add sound to the presentation created
in the Hot Spot tutorial

N.B. FOR THIS TUTORIAL YOU WILL NEED A SOUND CARD IN YOUR
COMPUTER AND A MICROPHONE AND SPEAKERS CONNECTED TOIT.

Step 1

Record some voice over using the recording software supplied with your sound card or

simply use the Windows Sound Recorder in the Accessories Group. The voice over

could be any kind of message to the user, for instance, “Click on the .... to see more
details”. Refer to your Microsoft Windows User Guide for a full explanation of how to
use the Sound Recorder, or select the on-line help from the menu bar in the application
itself.

Step 2
Now add aSound action to the first task created in tHet Spot tutorial by clicking and

dragging aSound action @ from thelcon Window into theDesign Window of your
presentation.

4P Presentation

[1] Task
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Double-click the Sound icon to bring up the set-up dialog box.

General Attributes Flay

[T lcon Text: |Sound

Type: Svstem Bee

Compact Disc

Filename

| CLICK WAY u

Select Sound File from the Type section and browse for the sound clip using the browse

button E The standard File Open dialog box will be shown. To hear a sound file,
click the Preview check box and click once on the file name itself. The dlider bar at the
bottom right can be used to move backwards and forwards through the sound file. When
you have found the right sound file, click the OK button. The Attributes and Play tabs of
the set-up dialog box can be used to control how the sound file will behave and how
much of it will be played. For now, all the default settings will be used. Click the OK
button to return to the Design Window.

When the presentation is run now using the Run button in the tool bar, the picture
should appear and the voice over will be played.
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Creating a simple graph (GRAPH.DZL)

This tutorial shows how the Graphics Shape action can be used with transition effects to
create an animated graph very quickly.

Start a new presentation using New from the File menu.
Create the axes using Dazzler’s built-in graphics drawing tool. Drag and @gplaics

Shape action@ onto theActions icon |§ in the presentation. This will add it after
the default actions (Window, Clear etc.). Double-click to set-up the action. The following
dialog box will appear:

= Draw Shape Action

General I Attributes ] Transitionz

[" lcon Texk: IEraphi-::s Shape

Rectangle =

Rounded Rectangle
Ellipze L - I
Polygon S b

Click on Line and press thBefine button. ThePresentation Window will be shown. To

draw the vertical axis, click the left mouse button to define the start point of the line
towards the top left of the screen. Hold the mouse button down and move the mouse to
the end of the line towards the bottom left of the screen and release the mouse button
again. The line has now been drawn. Square ‘handles’ will appear at each end of the line
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which can be moved to change the length and direction of the line. Click and drag the
line itself to change its position. To change the thickness of the line press the Line button

in the floating tool bar . Thiswill pop-up alist of line styles and thicknesses:

K

| 0K I | Cancel I

Click on the option you prefer and press the OK button. The colour of the line can be
changed with the Line Colour button . When you have finished creating the line,
press the Exit button in the floating tool bar i’ to return to the Design Window.

Add in another line for the horizontal axis by dragging another Graphics Shape action

onto the Actionsicon @ of the first task. Double click to bring up the setup box again.
The thickness of the line and its colour and style can be set directly from the Attributes
tab of the dialog box as well as through the floating tool bar.
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= Draw Shape Action

General ] Attributes ] Transitions

Line Style: I |EI

Line Width: I 3

Fill Style: Hone

[® Transzparent

Fill Colour: | [N

Lel e

Use the Define button in the General tab to draw a line representing the horizontal axis
by clicking and dragging the mouse.

Now we need to create the bars of the graph. Again, the Graphics Shape action @wi Il

be used. Drag and drop another one from the Icon Window onto the Actionsicon @ in
the Design Window. Again double-click the icon to bring up the dialog box. Select
Rectangle from the Shape list on the General tab. Click on the Attributes tab to choose
the colour of the bar to be drawn. Click on the Fill Style drop down list box. The default
item in the list is None meaning that the rectangle drawn will not be coloured in. To
change this, click on the solid colour shown as a blue rectangle by default or scroll down
the list to choose afill pattern for the rectangular bar of the graph:

71



= Draw Shape Action

General ] Attributes I Transitionz

Line Style: |;I

Line Colour: | S|
1

-

Line Width:
[* Tranzparent
Fill Style: Mone .4 o :
e
Fill Colour:
+

Once you have chosen the Fill Syle, click on the drop down Fill Colour list box to
choose a colour for the rectangle. The list box will show the 16 basic Windows colours,
but you can mix your own from the Customize option at the bottom of the list. This will

display the standard Windows colour mixer. Press Define Custom Colours to mix your
own colour.
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Basic Colors:
[ ] L |
__|Im [] =
I EET
] )
BT I
e e
Custom Colors:
o [ O [ —
| o . —
| Define Custom Colors. .. I ColorlSolid Lum: (120 Blue: | 255
| oK I | Cancel I | Help I | Add to Custom Colors I

Click and drag the arrow on the right hand side to choose the brightness of the colour
(setting the arrow to the top of the scale will always give white). Click and drag the
mouse in the colour box to choose the colour itself. The more colours your computer is
set up to display, the wider the range of colour shades you will see. Press Add to Custom
Colors when you have mixed the colour you want to use. It will be added to the Custom
Colors list on the left hand side. Click once on the colour to select it for use in the
Graphics Shape action. Click OK to return to the Graphics Shape setup box.

The rectangle is now ready to be drawn. Click on the General tab at the top of the dialog
box. Press the Define button. The Presentation Window will be shown with the two axes
already drawn. Position the cursor at the point which will become the top left corner of
the first bar in the graph. Click the left mouse button and hold it down. Drag the mouse
towards the point which will become the bottom right corner of the bar near the
horizontal axis line. Release the mouse button. A rectangle will appear, filled in with the
colour and style you selected:
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= Presentation Window

| =1
mEIRE

=

=
=l
=
=
=

IEEEE

[T e ~
[ R e Y N

e e

Before creating any more bars in the graph, add a transition effect to this first bar so that
when the presentation is run, the bar will appear to grow out of the bottom axis.

Double-click on the rectangle you have just created to display its set-up dialog box again.
Click on the Transitions tab. Click once on the Cover from bottom item in the Effects list.
Click on the drop down Speed list and choose Medium. This controls how quickly the bar

graph will appear to rise.
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= Draw Shape Action

General ] Attributes ] Transitions

Effects
-Attributes

Replace i

|
Cover from left Step Size: |2
» |
tl
=

Cover from right

Cover from top Speed: [Modium |2
Slow +

Cover from bottom msecs o

I I Cloze in hornizontally steps: [Faqp
Yery Fast |+

= Close in vertically

Click OK to accept these settings. Press the Close Presentation Window button in the
floating tool bar to return to the Design Window, which should now look like this:
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= Presentationl -

[ I=1]*

& Presentation
[1] Task
—@Actinns

1 Wi oo
&7 Clear
Line

Line
7 Responses

+

To see how the presentation looks at the moment, select the From Sart option in the Run

menu, or press the Run button in the tool bar. If you want to change the speed of
the bar rising or its colour, simply double-click on the Graphics Shape action labelled
Rectangle in the Design Window and choose and change the appropriate setting.

Now let's add in two more bars to the graph. This could be done by dragging in more
Graphics Shape actions from thécon Window and repeating the set-up steps described
above. However, there is a faster way: the rectangle you have already set-up can be
copied.

Double-click theGraphics Shape action labelledrectangle in the Design Window. Press
the Modify button to display theresentation Window with the rectangle highlighted with

square “handles” around it. Click once on tBapy Objects E button in the floating

tool bar. This makes an exact copy of the object - duplicating its size, colour, position
and transition effects. It lies directly on top of the original object, so to separate the two,
move the cursor over to the rectangle, click and hold down the left mouse button and
drag the mouse to move the new rectangle to a position next to the original one. To
change the height of this bar, click and drag the square “handle” at the top of the

rectangle. To change the colour of the bar, clickS&teBk Colour button in the
floating tool bar.
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More bars can be created by repeating this process. The Presentation Window should
now look something like this:

Press the Exit button in the floating tool bar i’ to return the Design Window.

To keep the graph on the screen until the user is ready to move on, a Response needs to
be added. Click and drag the Push Button response from the Icon Window to the Design
Window. Release the mouse button when the cursor is over the Responses icon of the
task. The Push Button will be added to the task:
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& Presentation

[1] Task
—Eﬁctinns
—IT Window
— &2 Clear
— @ Line
— @4 Line
— @ Rectangle
— @5 Rectangle
——@f Rectangle
L7 Responses

The text on the button can be modified by double-clicking on the Push Button icon in the
Task and then typing in the new button text where it says Continue. The position of the
button can be changed by pressing the Modify button. The button will appear with
‘handles’ around it indicating that it is the currently active object:

oK

Click and drag the corner box 'handles' to change the size and shape of the button. The
button can be moved around the picture by clicking in the middle of the outline box and
dragging it around th€resentation Window. When you are happy with the size, shape

and position, click thé&xit button@ in the floating tool bar or press th&scape key
on the keyboard.

To run the presentation, click tiRan button in the tool bar. You should now see

the graph being drawn, with the bars appearing one by one. Clicking the push button will
end the presentation in this case, or move on to the next screen when you have added
further tasks.
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Adding digital video

Dazzler supports a wide range of digital video formats, from Video for Windows played
back with no additional hardware through to the latest high quality MPEG video, usually
played back using an MPEG card added to your computer. However, whichever type you
want to play back, it is exactly the same procedure in Dazzler and is as easy as displaying
adtill picture shown in the earlier tutorials.

First of al find avideo file. Y ou can create one yourself if you have a video capture card
and suitable capture software. There are many low cost cards available - contact your
dealer for advice on the latest ones.

In this tutorial, we'll use a Video For Windows (AVI) clip supplied with Dazzler.

Start a new presentation usihgw from theFile menu or by pressing tHéew button

on the left hand side of the tool bar. Alternatively, add a new task to the end of an
existing presentation by pressing #had Task button in the tool bar.

Now drag and drop &ovie actionw from thelcon Window onto theActions icon

E in the presentation. Double-click on the icon to bring upMuoeie set-up dialog
box.
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General I Attributes ] Play

DVl

Autodezk Animator
Animation Works
YideolLogic MediaSpace
MPEG

Other Movie Files

Filename:

[MC_PRO.AVI ]

From the Type section choose Video for Windows. To select a particular file, press the

browse button g towards the bottom right of the dialog box. This will display the
Movie file open dialog box.

Browse for the movie you want to play. The movie file can be previewed using the Show
Preview check box. Click once on the file name to play it. The Preview controls beneath
the video clip can be used to start, stop and move through the clip to check that it is the
clip you want to use. When you have found a suitable clip, press the OK button to return
to the Movie action set-up. To define where the movie clip is to be shown in the
Presentation Window, press the Define... button. The Presentation Window will now

appear. The cursor will changeto: &-—i . Move the mouse to the point where you want
the top left corner of the picture to be located. Press the left mouse button, and, while
holding it down, drag the mouse to the position of the bottom right corner. As you drag
the mouse you will see the first frame of the movie being 'painted’ into the Presentation
Window. Release the mouse button. The movie can be resized and moved by clicking and
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dragging the square ‘handles’ at the edges of the movie or by clicking and dragging the
mouse somewhere inside the frame itself.

To add aPlay Bar so that the user can stop and start the movie themselves, double click
on the movie object in thBresentation Window to display its set-up dialog box again.
Click on theAttributes tab and click on th&how Play Bar check box at the bottom.

General ] Attributes I Flay
[ Wait until complete "Reduce Source
[ Motify When Complete
 Loop I-I_-eft: IE

op: I

[ Usze Optimum Size ;
[T Sweam from Disk e Il]
[ Bemove Covered Objects Bottom: II]
[* Show Play Bar:

Press the OK button to return to tABeesentation Window. The first frame of the video

clip should now be shown with a play bar underneath. Preﬁxthbutton@ in the
floating tool bar to return to tHeesign Window.

To keep the movie on the screen until the user is ready to moveRespaase needs to

be added. Click and drag tReish Button response from thicon Window to theDesign
Window. Release the mouse button when the cursor is oveRafmnses icon of the
task. ThePush Button will be added to the task: Let's just use its default text
(“Continue™) and position (bottom centre) so that no set-up needs to be done.

81



To run the presentation, click the Run button in the tool bar. The Presentation
Window should appear and the video clip will play at the position and size you defined.
The video can be paused using the button at the bottom left of the clip and moved
through by clicking and dragging the scroll bar next to it. Restart the video by clicking
the pause button again. If the Continue button is pressed at any time the presentation will
end or move on to another part if more tasks have been added.
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Variables (VARS.DZL)

Dazzler stores information used in a course in variables. Some of these, such as
CourseTitle, are already built in as part of the automatic student logging; others you can
create to store information relevant to a particular course, for example JobTitle.

In this example (vars.dzl), the students are prompted for their name and age. A
Conditional Branch is made based on their age. It illustrates both the use of creating your
own variables and how they can then be used in actions and responses.

Start a new course and add two new variables to the course using the Variables menu
item in the Course menu. Call one YourName and make it a Text type (refer to the paper-
based or on-line Reference Manual for details of the various options in the Variables
dialog box). Call the other one YourAge and make it Numeric with 0 decimal places.

Now drag and drop some actions into the course - set-up the window, clear it and add
some text asking the student to enter their name and also their age.

To get the information from the student and into the course, add two Editor Input
responses. Set them both to have borders and to be single line. Also, use the Assign To
Variable option to store the result of the student’s typing in the variables just set up, as

shown below:
General ] Altributes | Cartral | Mask
" Icon Text: I
Location:

X -Assign to ¥ariable:

R+ [~ initial displayed
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Add a default Push Button response which will alow the student to continue with the
course, once they have entered the details and pushed the Continue button.

E\fariahle Demn|

I—[1] (5et name and age
&5 Actions
— T Windawr
—IE Clear Window
— Flease enter your name:...
— Fleaze enter your age :...
—IT Fesponses
— ingle Line -= {Yourlame]
— Single Line -> {¥ourage}
— Fush Buttan

The testing of the YourAge variable is done with a Conditional branch response which
must be put into a separate task.
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- I (- |
& “Jariahle Demo
—[1] Get name and age
— [£] Test the age
&5 Actions
I?_Reapnnsea
L@if?nurﬂ-\ge = 18 Goto task 3|—‘

— &7 |[5] Under 18
— &7 |[3] Over 18 -
& |[B] End

Use the Insert Variable part of the Conditional branch set-up box to create an expression
to be tested:

= Conditional Branch

lcon Text: Iif YourAge > 18 Goto task 3

Branch if:

Inzert ¥anable:

Rezulting Action

Set Yariables
' Hext Task

® Branch to Task Tag Mumber |3 Select. ..

| oK I | LCancel I | Help I




The other tasks added to the course are linked to the conditional branch depending on
whether the expression is true (therefore branch), or not (and so carry on to the next
task).
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Multiple Answer Questions (MULTICH.DZL)

Summary

Sometimes it is useful to present the student with a range of possible answers to a
question, some of which are right (as opposed to only one answer being correct). Check
boxes are used to present the choices, and a combination of variables and conditional
branching is used to test whether the right choices have been made. In this example, 3 out
of 5 answerswill be correct.

Procedure

1. Create some variables to hold the student’s choices. Useptinse/Variables menu
option:

Mame: @ Local ' Global O All Globals

IAnswerE Answerl
Answer2
Type: Update I Answerd
Anzwerd
*
roc B

CorrectChoices
-Format CourseDrive

Display Humeric to I2 decimal places Eg:::g?ﬁﬂ;
MoOfQuestions
Date/Time : I EI PercentageCormrect

QuestionsAnswered
I QuestionsCorrect
QuestionsARepeated
Quesztions'wrong
-0DBC StudentlD

Record Set: ?:;if;r:;l ame
| 0K I | Cancel I
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2. Start a new course and add a second task to initialise the variables, ask the question
and record the choices made.

Add a Variables action and setup the variables created in the first step:

= Variables Action

[ dcon Text! I.Answeﬂ = "not selected". Answer2 = "n

Set Yanables:

Answerl = "not selected"”
Answer? = "not selected"”
Answerd = "not selected"
Answerd = "not selected"”
Answerh = "not selected"”

=]

| [+

+
|

«|

3. Create five Check Button responses as check boxes with the answer text entered into
the Title field of the set-up dialog box - for example:
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Which of the following statements are true 7

[ Janswer 1
[ ]answer 2
[ JAanswer 2
[ ]answer 4

[ Janswer 5

Continwe

4. For each check box, use the Set Variables button in the If Checked part of the setup
dialog box:

= Set Variables

Yariables:

-]
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In thisway, if the student has selected this option when the course moves on to the next
task, the variable Answer1 will have changed fromribt selected” to “selected”, and so
forth.

5. Add aPush Button response to the task which the student must press to accept the
choices made.

& Multiple choice example - tests 3 out 5
— &7 |[1] Setup
[2] Ask guestian
o5 Actions
— &7 Clear
— = Answer]l = "not selected”. Answer2 = "n I
& Which of the following statements ar...
? Responses
— 2= if CB set - <hones
8= if CB set - <nones
— 2= if CE set - <hones
— 2= if CB set - <hones
— 2= if CE set - <hones
o ] Continue - Mext task
_ [3] Test answers - =

6. Add another task which will be used to test if the right choices have been made. This
task will consist of a single Conditional Branch response with no actions. The condition
entered into the setup dialog box is:
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= Conditional Branch

[ lcon Text: Iif Answerl = "selected -Goto Tazk 5

Branch if:

Answerl = "selected" and Answer3 = "zelected" anc [+

-Resulting Action

| Set Yarnables. . I

! Hext Task
(® Branch to Tazk Tag Mumber |5 | I

where the full expressionis:

Answerl = "selected” and Answer3 = "selected" and Answer4 = "selected” and Answer2
="not selected" and Answer5 = "not selected"

where answers 1, 3 and 4 are the correct ones. The expression contains a check to see if
the wrong answers have not been chosen, to avoid the situation where the student selects
all possible options, both right and one ones.

7. Setup two more tasks, one to tell the student they made the wrong choices and to let

them try again, the other to tell them that they got the choices right. Link the conditional
branch response to the ‘right’ task. If the conditional test fails, it will fall through to the
‘wrong’ task.
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& Multiple choice example - tests 3 out 5
— &7 |[1] Setup

— &7 |[2] Ask question

[3] Test answers

ey Actions
7 Responses

— /57| [5] Right -

L &7 |[6] End
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Scrolling text boxes (SCRLTEXT.DZL)

The Text Action in Dazzler doesn’t add scroll bars if the text falls outside the rectangle
defined in the Presentation Window. Instead, the text is wrapped and then cut if it
extends beyond the bottom of the rectangle. However, it is possible to create scrolling
text boxes by assigning the text to a variable and displaying it using the Editor Input
response as follows:

1. Create a variable to be used to store the text froffdtese/Variables... menu.

Type in the variable name in the Name box as follows:

Name: Current ¥anables
SomeText I CourzeTitle L+
I cdiiddb StudentM ame
Toraess _ StudentiD =
=k Update MoOfQuestions
I Text |£I BuestionsComnrect
QuestionswWrong
[ Global QuestionsAnswered
QuestionsR epeated
Format PercentageCommect
: . ActualTime
Dizplay Humerics to I decimal places ActualD ate
Date/Time : I |i| ?g:LsTeJE:me
ErrorMessage 3
| oK I | Cancel I | Help I

Press the->Add>> button and presSK.

There are two ways to store the text in the variables which has been just been created.
The first is add a line of text directly using the Variable action. The second is to read text
from a plain text file using the Read From File action.
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Method 1:

a) Add a Variable Action and an Editor Input Response to a task in the course by
dragging them from the I con window.

= [Untitled] (| «]

IE scrolling Text Example
L& [1] Text Task

‘= Actions
LWVariahles

I?_ Hesponses

Editor Input

b). Now double-click on the Variables action to set it up. Use the Insert Variable button
to browse for the variable created earlier. Now enter the text you want to appear in the
scrolling text box, with double quotes “...” at each end.

n.b. text can be pasted from other applications by using the standard Windows short-cut
keysCtrl andV.
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= Variables Action

lcon Text: I

Set Yanables:

SomeText = "This is the text which will appear in the sc|*

l
!
B

Inzert Y¥anable: I SomeT ext

| DK I | Cancel I | Help I

Click OK. Thisvariable is now ready to use in the Editor Input response.

Method 2:

a) Drag a Read From File action into the course. Double-click on the icon to show the
set-up dialog box:

= Read from File Action

[ lcon Text: I

Bead from File:

ITEST.TXT E

Assign to Variable:

EanCEI
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b) Browse for the text file to be read using the browse button g
) Choose the SomeText variable created earlier from the Assign to Variablelist.
d) Click OK. Thisvariable is now ready to use in the Editor Input response

4. Double click on the Editor Input response in the task.

= Editor Response

General ] Attributes | Control | b sk

[ lcon Text: I

X -Aszsign to Yanable:
ISumeT ext

EEHCEI

Select the Assign to Variable check box at the bottom and pop down the variable list.
Choose the variable used to store the text. Select the Initially displayed check box.
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= Editor Hesponse

General I Attributes I Control ] b azk

BkColowr [ |3

) Single line X Yert Scroll Bar [¥ Border

(® Multiple ine [ Honiz Scroll Bar  [X Bead l]nlyE

IEase Insensitive |£I Jusztify ILeft :I
[ Initially Highlighted Character Limit: I

Set the other Attributes options as shown: Multiple Line, Border, Vertical Scroll Bar,
Read Only.

5. When the course is run, the text will appear with a scroll bar as follows:

This is the text =
which will
apear in the
scroll box
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Random Selection (RANDOM.DZL)

Summary

Every response in Dazzler can branch either to one specific task or randomly select from
alist of task numbers. This can be used to ask a student a certain number of questions at
random from a set of questions.

Detail

To alow random branching from a response, use the Branch to Task Tag Number box in
any response and enter the Task numbers to be included in the random selection,
separated by commas.

For example, the Branch Response could be setup as follows:

= Branch Response

[ dcon Text:! I

Hezulting Action

| Set Yariables I

I Mext Task

® Branch to Task Tag Humber I?,11,1 5.20.24 E
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Variables can be used to test if a particular question has already been asked and whether
the maximum number of questions specified has already been presented. In the example
below, two out of four questions will be asked randomly:

Hame: @ Local O Global T All Globals

|| CourseDnive
CoursePath
Type: Update I CourseTitle

CumrentTaskTag

: _
[ren 2 ManQuestons

MoDfQuestions

rFormat MumberAnswered
Display Numeric to I decimal places Eﬁrﬂc::izg::&mrecl
Q2Answered
Date/Time - I Iil Q3Answered
Q4Answered

I QuestionsAnswered
QuestionsComect
QuestionzH epeated
-O0DBC Questions'wrong

StudentID
Record Set: StudentN ame
TaskTag
| 0K I | Cancel I

The variables created are all numeric.

In the course itself, the variables are first of all initialised using a Variable Action:
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= Variables Action

Set Yanables:

TotalNumberCormrect = 0
HumberAnswered = 0
Q1Answered = 0
Q2Answered = 0
Q3Answered = 0
Q4Answered = 0
TimeOut =15
A5Answered = 0

«[ -

=]

[ [+

In the next task, the first one in the question loop, do a check to see if the maximum
number of questions has aready been asked using a Conditional Branch Response. If it
has, then branch out of the loop to the end of this part of the course;
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= Conditional Branch

Branch Ii:

HumberAnzswered »= Maxuestions

-Resulting Action

| Set Yarnables. . I

! Hext Task
(® Branch to Tazk Tag Mumber IEI | I

In the next task, randomly select one of the question tasks using the Branch response
shown above.

Next add in sets of tasks for the individual questions:
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BANDOM.MCL

& Course
— &7 |[8] Init-Screen + Variables
— &7 |[2] Check For End
— &7 |[3] Pick Cluestion
[4] Check Q1
':Eﬁu:tiuns
? Responses

l—@ if D1Angwerad = 1 Goto task 2

[5] Gluestion One
a5 Actions
— &7 Clear Window

Text far question 1...

L= MumberAnswered = Nurmberdnswered + 1,01
? Responses

— T Yyait 15.0 secs - Goto task 52

&4 - Goto task B
&8 - Goto task B
&C - Goto task 7
— &7 | [B] Question One YWrong -
— &7 |[7] Question One Correct -

.E-‘Irrn'r | 3

The first task in the sequence (Check Question 1), contains a conditional branch. This
loops back to the random selection task if the Q1Answered variable has already been set,
indicating that this question has aready been asked.
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= Conditional Branch

Branch Ii:
Q1Anzswered = 1

-Resulting Action

| Set Yarnables. . I

! Hext Task
(® Branch to Tazk Tag Mumber |2 | I

The next task contains the questions itself, as well as a Variable action to record the fact
that this question has been asked and to increment the questions asked counter:
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= Variables Action

Set Yanables:
HumberAnswered = HumberAnswered + 1 ol I I
Q1Anzswered = 1 =
*
«[ | -+

The button responses allow the student to choose an answer. These link to the ‘Right’
and ‘Wrong’ tasks which then loop back to the task which checks if the maximum

number of questions has been asked. Thus, the process of checking the number of
questions asked and choosing a new question at random continues.

106



Slide Show (SLIDEVAR.DZL)

Summary

This demonstration course uses six tasks to create a slide show loop which will display
bitmaps saved in the sequence PIC1.BMP, PIC2.BMP, etc., and overlay text associated
with each picture from files TEXTLTXT, TEXT2.TXT, etc. The dlides are selected
using Previous and Next push buttons. Error checking is carried out to stop the user from
moving beyond the first dide or the last one as defined in the variable MaxNumOfPics.
Each dlide is displayed in the same position with the same transition effect, and the text

has the same position, font and colour.

Points to note:

1. First of all, add the variables via the Course/Variables menu

-Format

Dizplay Humeric to I decimal places
Date/Time : I Iﬂ
-ODBC
Record Set:
I oK I | LCancel I

Hame: ® Local () Global O All Globals
I PicFileMame CountNumber
CountT ext
Type: Update I CourseDrive
CoursePath
*
[Tex 2 CourseTitle
CumrentT askTag

MaxNumOfPics
NoOfQuestions
PercentageCorrect
PicFileM ame
QuestionsAnswered
QuestionsCormrect
QuestionzR epeated
Questions'Wrong
StudentiD

StudentM ame
TaskTag

TextBulfer
TextFileMame

PicFileName, CountText, TextFileName and TextBuffer are text variables.

CountNumber and MaxNumOfPics are numeric with O decimal places.
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2. Thefirst task has avariable action to initialise the variables:

= Variables Action

Set Yanables:

CountHumber = 1
MaxNumOfPics = 3

3. The main loop task has a variable action to create the picture and text file names:

= Variables Action

Set Yanables:

CountText = CountMumber I I
PicFileMame = "PIC" + CountText + " BMP"
TextFileMame = "TEXT" + CountText + " TXT" =
*
«[ | -
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4. The Read from File action uses the TextFileName variable to identify the correct file
to read and assigns the text read in to the TextBuffer variable:

= Read from File Action

[ Icon Text! I

Bead from File:

I{T extFileName} u

Assign to Yarnable: I |£I

5. The picture file is specified through adding the variable name in parentheses {} in the
FileName edit box:
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= Graphics Action

General ] Attributes ] Transitionz

[ lcon Text: I

Dizplay:

Drawing Location:

Fractal Image
Photo CD Image

-Eilename

{PicFileN ame} I

6. Similarly, the text action displays the contents of the TextBuffer variable:
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= Display Text Action

General ] Attributes ] Transitions

[ lcon Text: I
Text:

{TextBulfer}

[ [+

+]
Location: g

7. The push buttons, as well as providing the looping links, also increment and decrement

the Number Count variable through the Resulting Action / Set Variable part of the Push
Button response dialog.
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= Set Variables

Yanablesz:
CountHumber = CountHumber + 1 . I
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Using variables to run course modules (RUNVAR.DZL)

The use of variables can cut down the number of tasks needed when allowing a choice of
modules to be run.

Techniques
1. Create a variable from the Course/Variable menu.

Hame: Current Yariables
IEuurseFiIeName vy Add >> I QuestionsAnswered +
= QuesztionzAepeated
Tvpe: PercentageComect
=i Update ActualTime
ITE'-“ |£I ActualD ate
[" Global TaskTag
EmorMessage
Format ErrorNumber
5 : MciReturnD ata
DISE'B_',' Humerics to I decimal placeg wWindowHandle
) NumberOfColours —
Date/Time : I m Screen'Width -
LourgeFileN ame i+

| oK I | LCancel I | Help I

2. Use the Set Variables function in the Push Button response to set which course will be
run when the button is pressed.
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= Set Yariables

Yanables:
CourseFileMame = "COURSE1_MCL' +
Inzert Yariable: I IEI

| (1] 4 I | Cancel I | Help I

3. Link the button to a task which has a Run Another Course action, and put the variable
name in the Course Filename box.

= Action PRun Another Course

lcon Text: I

Attributes

[T Preload [X ‘Return when complete;

Course Filename

Browse._. I I{EuurseFiIeName}
| OK I |§an-::el| | Help I

The finished course should look like this:

114



File Edit Course Run V¥Yiew Settings Utilities Window Help
O[E0H = [F R (6] = =]
= CAHUWACRSTEST.MCL [~ ]| <] m
| How ta run courses using variables & Task
&7 [1] Choose coursea—————— EActions
[& Actions
?
| &7 Clear Window [ JResponeie
: [# Branch
T Window @ Pauss
L= Select one of the fallow... 5 User Input
| 7 Responses H8E Frame Location

= Course &1 - Mext Task
|| Course &2 - Mext Task
L_|E&l Course &3 - Mext Task
— [2] Run Course
[& Actions
\—E{CnurseFileName}- Return|

[? Respanses
L[# Gato task 1

@Hyper Region

A Grid

|5 Push Button

[ Editor Input

[B= Check Button

[4+ Conditional branch

FActiun Complete

115




116



Using variable functions (VARFILE.DZL)

This tutorial shows how variable functions can be used to manipulate data. The sample
course does the following:

e Readsin atext file of names and IDs.

*  Processes the text file to create a list box of student names using the GetElement
function.

* When a name is chosen, the ID entered is compared with the corresponding entry
stored in thefile.

The student datais stored in aplain text file. The name and 1D are separated by acomma

For example:
Joe Bl oggs, 12345
John Doe, 987567
Janet Smith, 675645
Step 1

Create some variables to store information through the Cour se/Variables menu:
Text:

StudentFile, LineBuffer, NameBuffer, NameList

Numeric:

LineCount

Step 2

Initialise some of the variables
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= Variables Action
[T ilcon Text: INameList =""_LineCount = 1..
Set Variables:
MameList = ™" L*
LineCount = 1 L E
+
«[ 1 +
Read the file into avariable using the Read From File action.
= Read from File Action

[T lcon Text: IHead -STUDENTS.TXT

Bead from File:

ISTUDENTS.TKT

=]
IEI

Azzign to Yariable: IStudentFiIe
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Step 3

Add another task and create a Variables action to process the file data line by line:

= Variahles Action

Set ¥anables:

LineBuffer = GetElement[ StudentFile , LineCount, LineCount ]

8

GetElement here looks for the default Carriage Return (end of line) character when

dividing the file up into separate components. Thus, after reading the first line,
LineBuffer should contain

Joe Bl oggs, 12345

Now add a Conditional Branch response to this task to check if LineBuffer is empty (i.e.,
the end of the file data has been reached).
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= Conditional Branch

[ {con Teat: Iif LineBuffer = ™ - Goto Task 4

Branch if:

LineBuffer = " + E
~Resulting Action

Set Yariables. ..
) Next Task
@ Branch to Task Tag Number |4 g

Step 4

Add another task to process the line of text. Use another Variable action as follows:

= Variahles Action

[ dcon Text:!

INameList = MameLizt + GetElement| Line
Set Yariables:

MameLizt = HameList + GetElement[ LineBuffer, 1.1, ","] + ™,
LineCount = LineCount +1

-]

e

GetElement here is used to extract just the first part of the line (i.e., the name). The name
is separated from the associated ID by a comma

and so a comma is put into the
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GetElement expression to tell the function to break up the text by commas rather than by
the default Carriage Return character. The NameList variable will contain a growing list
of names, separated by the commas added as part of this variables action.

The LineCount variable is also incremented by this action, so the next time around the
loop the next line is processed.

The response to this is simply a Branch response which loops back to the previous task
to read the next line of data. The loop is broken when there is no more data and the
Conditional Branch condition is met.
& Student Logon Frorm File
— &7 |[1] Initialise and read file
[2] Read file data line by line -
=5 Actions
|—|E LineBuffer = GetElementi StudentFile
? Responses
L@ if LineBuffer = " - Goto Task 4
[3] Process File
ey Actions
""""" MameLlist = Mamelist + GetElement( Line

? Responses

|—E Branch

Step 5

All the data from the file has been processed and a list of student names has been created.
These names can now be put into a Listbox response in a new task:
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= Listbox Response

[ ilcon Text: IEumhuhux

Location: | Modify. . I | Font... I|| ||£I
Type Attnbutes
(I List Box [ Sorted [~ Multiple Selection
® Combo Box [¥ Border [¥ ¥eit Scroll Bar
[ Horiz Scroll Bar
Fill With:
{NameLizt} E

Delimited By: I .
Imitially Select: I E
2]

Azzign Selection to: Iﬁtudentﬂame

In the Fillwith box, the NameList variable is inserted using the browse button. Typein a
comma “,” in the Delimited By box. The list box will now contain a list of the names
which have been separated by commas inNameList variable created in the loop

described above.

Chose the built-irudentName variable to store the student’s selection in Alssign
Selection To box.

Note : If you simply want to read in a list of names from a file without storing and
processing IDs, etc., then simply create a name file with the names on different lines in
the file, and read it into a variable using the Read From File action. Use this in the
Listbox response directly without doing any GetElement processing. The Listbox will
simply scan the variable for items separated by Carriage Returns.

Add a push button to the list of responses.
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Step 6

Once the student has selected a name from the list and pressed the Push Button, Dazzler
can now find the corresponding ID using GetElement and task loops.

Add another task and initialise the temporary variables:

= Variahles Action

INameList =""_LineCount = 1.

Set Yariables:

MameList = "™ e E

LineCount = 1

«[ 1 -+

Ean':EI

In another task below this, extract the names one by one:

= Yariables Action

[ idcon Text: ILineBulfel = GetElement{ StudentFile .

Set Varniables:

LineBuffer = GetElement| StudentFile . LineCount, LineCount ]
MameBuffer = GetElement] LineBuffer, 1.1, "." ]
LineCount = LineCount +1

L]

HE
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Use a Conditional Branch response to check if the current name extracted from the fileis
the same as the one chosen from the Listbox by the user.

[6] Match Name
oy Actions
|—|E LineBuffer = GetElement( StudentFile
? Responses
BN if NameBufter <

—&7 [7] Retrive 1D
oy Actions
L= IDBuffer= GetElement( LineBuffer, 2,

7 Responses

Stude -Goto Task B

If it doesn’t match, loop back and process the next line.

Step 7
If it does match, move on to a new task and extract the Student ID which is the second
part of the line.

= Yariables Action

[ dcon Text: IIDBuffer = GetElement| LineBuffer, 2,

Set Yanables:
IDBuffer = GetElement[ LineBuffer, 2,2, "." ] ad E

«[ 1 -

GetElement here extracts the second element it finds in LineBuffer using commas as the
delimiter.
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Step 8

Dazzler has now found the ID to go with the name selected from the Listbox of student
names. Y ou can now ask the student to enter an ID which is stored in a variable IDBox.
A check can then be done to seeif it matches the one stored in the student data file.

[B] Get 1D input
ey Actions

&P Clear
Student 10 ..

? Responses
Single Line -= {IDBox
Push Button

[9] Test ID

oy Actions
? Responses

I—=®* If IDBox = |DBuffer - (Gaota Task 12
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Playing sound files with graphics effects

Problem

Some users have experienced difficulties playing sound files while showing pictures
which have intensive graphics effects such as ‘Fade’. The sound doesn’t play until the
picture effect has finished, even if the sound action comes first in the task.

Explanation

Windows itself handles the priority of different multi-media tasks such as displaying
pictures and playing sound files. Intensive processes such as drawing complex effects on
the screen are given a bigger chunk of processing time than playing sound files. Thus, if
Dazzler asks for the two things to be done together from the same task, the graphics
effect will happen first with the sound being played when it has finished its processing.

Solution

Add an extra task before the one with the graphics action to start the sound action first.
This gives a higher priority to the playing of sound files.
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= [Untitled] (~]«]

& Sound & Graphics
—[1] otart the sound
= Actions

IEWinduw

I?CIearWindDw

B Waveform file - MUSIC WAy
L 7 Responses

I—I@‘-.n“u‘ait 0.5 secs - Mext Task

— [2] Show picture with effacts

‘& Actions

L] Picture - PICTURE.BMP

' 7 Responses
|—| Fush Button

Also, increasing the effect step size and increasing the time between the steps will free up
more processing time for other actions.
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Video tape and disk (VIDTAPE.DZL)

Thistutorial is designed to show how video material can be incorporated through the use
of video tape and video disk material. Additional hardware is necessary to achieve this:

Computer controllable video source - this could be a video disk player or VCR. The
Panasonic 7350 VCR with AGIA232TC interface is supported directly by Dazzler and its
features will be referred to in this tutorial. Other devices may be used in conjunction with
a suitable MCI driver - contact the manufacturer to find out if one is available for your
equipment.

Video overlay card to display the computer picture on the computer screen. Popular
cards include Fast's ScreenMachine, VideoLogic's DVA 4000 and Creativel abs
VideoBlaster.

Once you have the hardware installed and connected, make sure that Dazzler has the
correct devices selected in the Settings menu.

Panasonic 7350 only

Timecoding a tape:

The AGIA232TC add-on board available for the 7350 contains both the RS-232 control
electronics and a timecode generator and reader. For each frame on the video a unique
number is marked on the second (right-hand) audio channel. (Note - any audio on this
channel is erased in the timecoding process). This time-code can be used by the VCR to
pinpoint an exact point on a tape each time Dazzler asksit to go to a particular section of
the tape. The VCR will also let Dazzler know the current tape position as it plays. In this
way you can incorporate video sequences within Dazzler courses just as you have done
with text and graphicsin the earlier tutorials.

The first step in timecoding a tape is to make sure that the tape is not write protected - if
the small tab along the spine of the video has been broken off, you will need to put a
piece a sticky tape across it. Also make sure that the 7350 is set for timecoding on CH2
(using the on-screen setup - see the Panasonic Instruction Manual for this).

Start a new course by pressing the New button in the Tool Bar or the File/new menu
option.

To view the tape as it is timecoded, select View/Show Presentation Window from the
menu item (or press the F2 key) and resize the window to about two thirds of the screen.
Display the tape controls from the View/Tape Video Controls menu item (or press the F4
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key). Press the timecode button E on the control panel. If you want to put an ID onto
the tape, so that a course can differentiate between this tape and another, and warn the
student that they are using the wrong one, type a number into the ID box. You only need
to worry about the Frame Offset box if the course is to be used with multiple copies of
the same tape, each of which may have a dlightly different starting point, which the
course needs to take into account.

Select OK. The 7350 should now rewind to the start of the tape and set itself to Audio
Dub. A sgueal on the audio channels as the timecode is written to the tape may be heard.
The tape plays at normal speed as it timecodes, so it will take as long as the video
material on the tape to timecode. Allow the timecoding to continue a few minutes beyond
the end of the video itself. This will help the 7350 to find the correct point on the tape
should it wind too far forward.

Once the timecode is written you can begin to identify the points of interest on the tape
for the course you are building. Rewind the tape to the start using the Tape/Video
Control Panel. Play the tape and watch it in the Presentation Window. If no video
appears, check the Settings/Video Overlay set-up and make sure that the Transparent
Colour is set to the default black. The timecode reference of the video being shown will
be shown in the Frames/Time box on the Tape/VVideo Control panel. Make a note of the
time code of the points of interest, for instance the start of a particular video sequence
and its end, or points on the tape where you want something else to happen in the course.
These numbers will be used in the actions and responses of the course you are about to
assemble.

Hide the Presentation Window and the Tape/Video Controls by double-clicking on their
close boxes ( top left hand corner).

Start the course by setting up the Presentation Window with the Window Action and add
a Clear Window action after it.

Next add a rectangle for the video to appear in by adding a Graphics Shape action E
and defining a solid filled black rectangle in the middle of the screen.

Add a Tape Control action Iﬁ to send the tape to the start of the first video sequence.
Select Goto and Play from the list of options in the set-up box. Enter the location either
in frames or in seconds. To make the video actually appear in the Presentation Window

when the right point on the tape is reached, add a Live Video action 'E next and set the
Video and Audio Output levelsto 100%. Define a rectangle the same size as the Graphics
Shape rectangle defined previously.
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Finally, add a Frame Location response to wait for the end of the first video sequence.
Enter the location you noted while running through the tape frame or seconds.

Add a new task to stop the tape after the first task has finished by adding a Tape Control
action and selecting Pause from its set-up.

When run, the course should wind itself to the start of the first section and play in a
rectangle on the screen. When the end of the sequence is reached, the tape should pause.
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